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Preface

Close to each Other
Engage & Work
Mindful Feedback

This handbook is organised to be used in a practical way. The proposal is to
provide tools for distance learning and work, using Creative Methodologies
that keep people engaged and motivated.

The handbook introduction explains the different types of methodologies
(self and collaborative learning) as well and the different approaches
(synchronous/asynchronous), that can be developed using the suggested
activities.

The activities are organised into three categories, with objectives, competence
and soft skills for each one:

All activities are presented in a card format that easily guide the effective
action plan to implement it.

Final Remarks include links, other relevant projects and supplementary
information as an asset to shorten the distance between groups and
overcome network difficulties. 

Hoping that this handbook will be useful to boost the pleasure of working and
learning even in isolation conditions.

Creativity keep us together !
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The COVID-19 pandemic has not only limited the way people related to
each other and perform their most basic daily tasks, it has also had a
significant impact on the regular delivery of artist training, usually focus in
the face-to-face mode. 

At such a critical time for our society, the access to lifelong learning is
proving, more than ever, to be essential to ensure a prompt and complete
recovery. It is clear that  a new methodology is needed to respond to these
new social conditions and promote equal opportunities of learning and
working, for artists of all backgrounds. The current situation allows culture
to be increasingly available online, via internet and social media. This new
way to enjoy culture is getting popular due to the coronavirus pandemic,
but also because online is replacing face-to-face events in our daily lives. 

1.1 INTRODUCTION - CONTEXT

 OBJECTIVES

 TARGET GROUPS

 1.
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The training methodology focused on the face-to-face mode does not
work in isolating conditions and a new creative methodology is needed to
solve this problem. To  fill this gap, CEM project aims to implement
methodologies to reinforce creativity, as well as to boost quality and
innovation.

Artists really need to acquire enough digital competences to be able to
work online and attract audience maintaining the quality of their job.
Therefore, developing creative skills through digital and entrepreneurship
tools will confer an integrated curriculum upon the artistic collective
(Figure 1). 

Figure 1 - Relationship between needs and objectives
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There are three main target groups to whom the CEM project is
addressed to. The first group is composed by artists in different fields,
such as music, theatre, dance and other artistic disciplines, with low-skills
or low-qualified in digital tools and entrepreneurship. The second group
unites trainers, mentors and counselors working with the artistic
collective. A third target group is made up of stakeholders and associated
partners, both professionals and interested in the cultural area (Figure 2).

TARGET GROUPS

Figure 2 -  CEM target groups.
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The target groups of the CEM Project dissemination activities, inside and
outside its partnership, are working at local, regional and national level. 
At European level, the current COVID-19 crisis has greatly accelerated the
need for modernisation and digital transformation of education and
training systems across Europe. The goal is to reinforce the ability of
education and training institutions to provide high quality, inclusive digital
education. The focus will be on building following capacity (Figure 3):

- to implement online, blended and distance teaching and learning; 
- to develop digital pedagogical competences of educators, enabling
them to deliver high quality inclusive digital education; 
- to develop and/or use high quality digital content such as innovative
online resources and tools. 

Figure 3 - Target group and related goals.
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1.2 SELF & COLLABORATIVE LEARNING

Self- learning is the process of collecting information related to
knowledge and skills, without help from other individuals. It was developed
in the 1970s and early 1980s and until today, it is one of the main features
of the educational systems. This approach, does not mean that the
learner is complete alone; but it rather focuses on the process of
acquiring the information. This means that learners use manuals, figures,
instructions, examples and guidelines to figure out the answers on their
own. 

An interesting theory developed by Hiemstra and Brockett (1991)
considered the concept of learning as a method that combines
instructional processes (self-directed learning) as well as personality
characteristics (learner self-direction). These dimensions illustrate the
importance of the two areas and their relationship. Based on that, they
created the “personal responsibility orientation” (PRO) model (Figure 4).
This model is essential to this project as it focuses on dimensions that are
well developed in adults. Hence, in adult learning personal responsibility
and the control to decide how to respond to a situation, are key concepts.
According to the authors, knowing and accepting the responsibility of
one’s learning process, individuals are more able to take a proactive
method to a self-learning. This is an empowering theory, according to
which, students are responsible for controlling their learning.
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Collaborative learning is the process of learners working together to
achieve a common goal, that is important not only to the individual
but to other members of the group. It requires learners to
collaborate, share and communicate. In recent years, collaborative
learning has gained immense recognition, as research shows positive
results in learning outcomes. It is also an effective method in all
educational levels. The exchange of ideas within a small group
stimulates soft skills such as communication and critical thinking.
Since the early 1980s that the interest in collaborative work become
more prominence as a learning and working approach (Johnson,
Maruyama, Johnson, Nelson, & Skon, 1981). Cooperation has proved
to be effective than interpersonal competition and individualistic
efforts.

Figure 4 - The Personal Responsibility Orientation (PRO) model (adapted from
Hiemstra & Brockett; 2012)
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1.3 E-LEARNING: SYNCHRONOUS & ASYNCHRONOUS

Synchronous E-Learning
Synchronous learning means that the instructor and the students in the
course engage with the course content and each other at the same time,
but from different locations. The instructor interacts with students in real
time by means of tools such as Zoom, Google Meetings, Skype, etc to
livestream audio, video, and presentations, Virtual Classrooms to hold live
classes or meetings, Chat applications to engage in live conversations,
Google Docs to simultaneously edit documents, and more.

Asynchronous E-Learning
Asynchronous learning means that the instructor and the students in the
course all engage with the course content at different times and from
different locations. The instructor provides students with a sequence of
units which the students move through as their schedules permit. Each
unit might make use of assigned readings or uploaded media, online
quizzes, discussion boards, and more. The instructor guides the students,
provides them with feedback, and assesses them as needed.

7



Synchronous and asynchronous online learning each have their place,
depending on the needs and personal circumstances of the students. For
example, a synchronous (live) presentation allows students to ask
questions while the presentation is in progress; an asynchronous
(recorded) presentation allows students time to deliberate and reflect
before asking their questions, perhaps in an online discussion group. Live,
synchronous chat office hours allow the instructor and a student to have
an interaction that resembles a real conversation; using an asynchronous
discussion board to collect and respond to questions works better for
students whose schedules wouldn’t permit them to engage in a live chat.
The reasons for choosing one option over the other may be because the
students could be in multiple time zones, be working full or part-time,
have intermittent internet connections, may be caring for sick family
members or have other commitments which prevent them from being
online at a particular time. Consequently, instead of trying to determine
the best medium, the e-learning community needs an understanding of
when, why, and how to use the different types of e-learning.
The activities of this handbook have been created keeping in mind all of
these possibilities, therefore they are completely flexible and it will be the
user who will decide on which option will be more beneficial.
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1.4 SKILLS & COMPETENCES

A skill can be referred to as specific intellectual abilities that a person
possesses. The hard skill need training and technical knowledge and
would provide a person with the ability to complete a specific task. The
soft skills refer to personal competencies that affect the relationship
between peers and include communication, listening and negotiation
skills, as well as team work, leadership & planning, reflection & critical
thinking, ethics, tolerance and commitment. The CEM project presents a
range of activities that can be applied to develop and improve different
skills being the communication the basis of  all of them.

A competency is a much bigger concept compared to skills, since it
involves the combination of knowledge, behaviour and skills. Competence
requires training and experience. Continuous learning is fundamental for
the acquisition of competences and it is in this context that CEM projet
intends to contribute by providing strategies for this individual and group
growth.

CEM had considered the Recommendation of 22 May 2018 of the
European Parliament reinforced on the report of the European
Commission (2019) on key competences for lifelong learning, which
understands them as "those competences that all people need for their
personal fulfillment and development, as well as for active citizenship,
social inclusion and employment". 

This handbook presents a structured application of different work
techniques that intend to contribute to this global achievement. In
particular, with the development of learning to learn, social and civic,
sense of initiative and entrepreneurship, cultural awareness and
expression and digital competences.
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1.5 HOW TO CHOOSE THE BEST FIT ACTIVITY
It is worldwide accepted that the use of play as a methodological
strategy, develops and stimulates memory, attention, performance,
encourages the overcoming of cognitive egocentrism, develops
imagination and communication. Play is intrinsically present in CEM
methodology to develop creativity through the different dynamics that
can be carried out in presencial and in  a digital environment. 

To facilitate the activities were grouped into three categories (Figure 5),
using the acronym of the project´s initials: 

Close to Each Other where team building and break-ice activities are
presented;

Engage & Work with team engage, collaborative work and gamification
proposals. These activities have adding up information on the back;

Mindful Feedback with feedback and evaluation strategies.

Figure 5 - CEM categories of activities. 
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The action plan to implement each activity, resumed in the correspondent
card,  describes:
-the challenge;
-the target group;
-the needed facilities;
-the procedures;
-the feedback.

More than standardizing the methodologies, these cards make it possible
to highlight the implementation stages. Apart of being a guide for the
facilitator, they can also be provided to all participants as an instruction
list. In this way the information is made available in a summarized, easy
and attractive way, foresting its dissemination.

When working with a group in a meeting, it is recommended to start with
one with a "Close to each other" activity to unite the group in a common
goal.
The proposal chosen will depend on the number of participants, if they
know each other, and their background. The time needed for the whole
workshop is always important to manage and a factor that influences the
choice. For example, in a small group, it is better do not choose the
activity 'introduce yourself and others' but it will be better the activity 'my
little me'. If the participants already know each other, the activities 'what
connects us'? or 'what is your superpower?' are more suitable.
In a more creative environmental, the proposals 'Poetry in motion' or
'Comic strip chaos' are always very attractive.
The choice should always provide joy and well being, making people feel
comfortable and get motivated for what´s next.
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Getting into Engage & Work activities, some exercises help to improve
writing skills and others offer techniques to develop expertise on different
topics. Also critical thinking, communication, problem-solving,  and team
player skills are always present.
The creative profession and the kind of learning to achieve is crucial for
this phase, because all this group activities can be adapted to different
types of art.
 
Finishing the workshop with Mindful Feedback will provide the evaluation
needed for a continuous improvement. Once again, the activity chosen
depends on the number, background of the participants and upon what
to reflect about. 
General evaluation can be achieved by using 'hand evaluation' or 'suitcase
evaluation'. Feedback of participants to each other, it obtained with 'glows
and grows'. Global reflection is given with 'what do I take home?'. 
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2.1 OBJECTIVES

Close To Each Other is the CEM designation for the normally called ice
breaker activities, and are designed to "break the ice" at an event or
meeting. These techniques are often used when people do not usually
work together, or may not know each other at all,  or to engage with
specific and common purpose.

The Close to Each Other activities are particularly important when:
· participants come from different backgrounds
· people need to bond quickly so as to work towards a common goal
· the team is newly formed or are starting to work. or when they are in an
unfamiliar environment
· the topics to be discuss are new or unfamiliar to many people involved
· when, the facilitator needs to get to know participants and also for them
to know the facilitator better.

2.
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2.2 TARGET SKILLS

All skills that are learned or improved during training sessions, depend on
the group and the topic that is being worked. However, we can identify
the following skill target in ice-breaking dynamics, as the mainly pointed:

. communication;

. emotions;

. ethical values;

. gain higher levels of trust and respect;

. motivation;

. self-confidence;

. tolerance. 

Overall, improve the capacity to be close to each others and being
exposed talking about personal things strengthens the individual and the
team.

14

If a Close to Each Other activity is well-designed and well-facilitated, it
can really help get things off to a great start. By getting to know each
other, getting to know the facilitators, and learning about the objectives of
the event, people can become more engaged in the proceedings and so
contribute more effectively towards a successful outcome.



2.3 DESCRIPTION OF THE ACTIVITIES

Comic strip chaos
Introduce another
Introduce yourself
Likeness you
My little me
Poetry in motion
Three words are enough
What connects us?
What is your superpower?

These Close to Each Other activities promote communication and
integration of individuals into a working group. They were classified as
energizing since they bring energy and focus to the group.

The activities are presented in a landscape layout card, and the stages of
their implementation plan are indicated by numerical order.

The proposed  Close to Each Other activities are:
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3.1 OBJECTIVES    
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Engage & Work is the CEM designation for the normally called teamwork
activities and are designed to build a team at an event or meeting. The
techniques are often used to boost the energy and motivation of the
team, providing the skills, training and resources that people need, so that
they can work proactively, making things happen.
 
The Engage & Work activities are particularly important to:
· clearly define objectives and goals
· improve processes and procedures
· effectively provide strategic planning
· improve group productivity
· improve the ability to problem solve

If an Engage & Work activity is well-designed and well-facilitated, it can
really help get things off to a great team work. By getting into collaborative
procedures, people can become more engaged in the proceedings and so
contribute more effectively towards a successful outcome. 

3.
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3.2 TARGET SKILLS

The idea of collaboration seems fairy easy, but it can be very challenging
have a productive cooperation with effective togetherness. Each person
on a team has strengths and weaknesses, communication preferences,
and personal goals.

All the proposed Engage & Work activities have been designed to help to
improve:

. building stronger relationships; 

. critical thinking;

. listening skills;

. problem solving; 

. resilience; 

. self-advocacy;

. verbal and non-verbal communication;

. written production.

Furthermore, other competences such as problem-solving (1: Around the
script, 3: Jigsaw and 6: One, two, three…let´s go), conflict resolution (2:
Devil´s Advocate), reliability (5 & 6), persuasion & influencing skills (2 & 4),
and organizational and planning skills (5 & 6), transversal to work and
personal life, are also promoted.
The learning process of these activities starts with the presentation of a
project or mission that participants have to solve by searching for
information, analyzing and summarizing it, writing, drawing, making
decisions, planning, organizing work and cooperating in a virtual or
presential environment. The virtual format allows for working remotely,
coordinating time zones and reconciling the working pace of all the team
members. They can be modified for traditional, virtual, and hybrid settings.
Digital team-building games serve as positive social-emotional learning
experiences and also provide a helpful brain break to split up lengthier
online lessons. 
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3.3 DESCRIPTION OF THE ACTIVITIES

Around the script
Art expert
Cartoon me!
Devil´s advocate
Jigsaw
One, two, three: let´s go!
Phrase-drawing

The Engage & Work activities make possible to explore the different
aspects of a team and are designed to help develop trust and
productivity among co-workers. Being enable to participate at their best
level the participants effectively contribute to the success of the work.
Reason why they were classified as work activities.

The activities are presented in a landscape layout card, and the stages of
their implementation plan are indicated by numerical order.

The proposed Engage & Work activities are:
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4.1 OBJECTIVES

Mindful Feedback is the CEM designation for the normally called
evaluation activities and are designed to evaluate/reflect/give feedback
about an event or meeting. The techniques are often used to validate or
not the activity already done, adding value on the path to strengthen a
continuous improvement process.
 
The Mindful Feedback activities are done for reasons of accountability
(for measuring results or efficiency), development and/or knowledge and
are particularly important to:
. authentic, reflecting what learners are really feeling and what they really
mean
. rigorous, with trustworthy and transferable conclusions
· team members' personal and professional performance
· guide and motivate the team
· to be part of the collaborative continuous improvement process 

4
.
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https://www.mindtools.com/pages/article/newCDV_32.htm


If a Mindful Feedback is well-designed and well-facilitated, it can really
help to improve team effectiveness and performance. By getting into
reflection, team maximize the potential to achieve the results needed and
so contribute more effectively towards a successful outcome.

Feedback is an essential component of effective learning; it may improve
performance, engagement, motivation, confidence and attainment.
Through a mindful feedback it is possible to supply ways and tools for
the message sender to provide positive criticism and to focus not only on
negative comments, but also to highlight elements that were successful.
On the other hand, the message receiver is able to see that feedback is
not personalized, but focused only on the activity.
The feedback reflection and improvement allowed to fulfill audience
needs and expectations. 
These mindful feedback activities are focused on soft skills, such as
empathy, emotional intelligence and personal growth.
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4.2 TARGET SKILLS

Depending on each activity, different skills, knowledge and attitudes can

be developed. However, mindful feedback may be related to, and

support the improvement of the follow competencies:

. accurate assessment; 

. analytical thinking;

. awareness to understand more perspectives;

. communication to properly and effectively give and gather information;

. decision making to evaluate the best course of action and made

decisions at the appropriate time;

. deeper understanding to reflect on various levels;

. delivering results to focus and achieve specific goals;

. rapport-building.

Mindful feedback highlight the importance of two-way communication

and contribute to be stronger and better together.
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4.3 DESCRIPTION OF THE ACTIVITIES

Glows & Grows
Hand evaluation
High temperature
How fast am I going?
Scale the game
Suitcase evaluation
What do I take home?

These Mindful Feedback activities are very helpful in practicing giving
effective feedback. The final reflection allows the consolidation of the
main achieves and the methodologies implemented. In this way they were
considered as work activities.

The activities are presented in a landscape layout card, and the stages of
their implementation plan are indicated by numerical order.

The proposed Mindful Feedback activities are:
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FINAL REM
ARKS

5. 
The CEM project created this handbook to provide a working tool,

completely free and available on the internet, to fill the gap of online

strategies for lifelong training of artists.

Despite the lockdown had been the driving force for the elaboration of

this project its relevance persist, as distances are increasingly shortened,

overcoming rural area apart and social isolation.

The organization of the activities into three categories: ´close to each
other´; ´engage & work´ and ´mindful feedback´; facilitates the planning

of training sessions in different areas, but the proposals are strongly

focus on the different types of art.

These creative methodologies presented can be very challenging for

artists and boost the working and effective learning of their art groups. 
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