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Preface  

 
 

 

This is a manual designed to assist the Educators of a 40-hour seminar on IT skills in Sharing 

and Web-based Economy. It is also paired with a Trainees’ Handbook, which serves as the 

main educational material for the participants in the seminar. Both are supported by an e-

learning platform  where the set of Manual and Handbook on IT skills in Sharing and Web-

based Economy is available for download, as well as two additional sets, focusing on Resilient 

Sectors and Social Economy respectively. The e-learning platform is available at: https://

elearning.youthshare-project.org . 

All the above is a product of the collective effort of the partners in the YOUTHShare project: A 

Place for Youth in Mediterranean EEA: Resilient and Sharing Economies for NEETs (Project No: 

2017-1-345). This project is funded by the Active Youth call by the EEA and Norway Grants, 

and  it aims to reduce youth unemployment in coastal and island regions of the 

Mediterranean EEA by advancing young NEETs skills in trans-locally resilient agri-food 

production and the pertinent circular economies. By boosting the potential of those sectors, 

through social entrepreneurship and sharing economy platforms, it aims to reduce economic 

disparities in the target area.   

YOUTHShare partners who collaborated in the preparation of this trilogy of Manuals and 

Handbooks in resilient sectors, in the social economy and in the sharing economy are: the 

University of the Aegean (GR), the Catholic University of Murcia (ESP), the Neapolis University 

Paphos (CY), the Centre for the Advancement of Research and Development in Educational 

Technology (CY) and the Network for Employment and Social Care (GR). All three Manuals 

share a common structure. This structure was determined in a series of meetings and 

discussions between the aforementioned partners, while the content of each Manual was 

based on the findings of a respective Transnational Report, produced at an initial phase of the 

YOUTHShare project, which was then re-adjusted and further enhanced by the responsible 

editor(s) of each Manual. In the Quick Overview of the Manual you may find a detailed 

presentation of what is included in each Manual, as well as notes on how to use it. 

We hope that this collaborative work will help other colleagues and educational institutions 

around the globe to provide training in relation to basic concepts, methods and tools in 

Sharing and Web-based Economy. Special thanks to all partners of the YOUTHShare project 

and, most of all, to all authors who contributed to this collective volume. We gratefully 

acknowledge the financial support of the EEA and Norway Grants. 

 

The Editor 
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EEA and Norway Grants 

 

 
The production of the present Educator’s Manual would have been impossible without the 

generous support of the EEA and Norway Grants Fund for Youth Employment. 

The project A Place for Youth in Mediterranean EEA: Social and Sharing Economy for NEETs 

(YOUTHShare) in the framework of which that Manual has been developed, is funded by 

Iceland, Liechtenstein and Norway through the EEA and Norway Grants Fund for Youth 

Employment. 

The EEA and Norway Grants represent the contribution of Iceland, Liechtenstein and Norway 

towards a green, competitive and inclusive Europe. By focusing on the most disadvantaged 

parts of Europe, where the Gross National Income (GNI) per inhabitant is less than 90% of the 

European Union average, the EEA and Norway Grants aim to reduce economic and social 

disparities while strengthening the bilateral relations between the donors and Central, 

Southern European and Baltic countries. 

Since 1994, more than €6 billion have been donated by EEA and Norway Grants in fields such 

as Research, Innovation, Education, Environment, Climate Change, Low Carbon Economy, 

Good Governance, Fundamental Rights, Justice, Home Affairs, Civil Society, Culture, Social 

Inclusion, Poverty Reduction and Youth Employment. 

The Fund for Youth Employment, launched by EEA and Norway Grants in 2017 and supported 

with €60 million, currently funds, alongside YOUTHShare, 26 projects, implemented by 200 

institutions from 26 European countries. The target of the projects and the Fund itself is to 

promote sustainable and quality youth employment in Europe; a much needed intervention 

given that in 2018 approximately 15 million young people, aged 20-34, were Neither in 

Employment, nor in Education and Training (NEET) in the EU-28 in 2018. The highest rates 

across Europe are endemic in the focus countries of the YOUTHShare project with more than 

a quarter of young people out of the labour market in some cases. The Fund, through the 26 

large-scale projects aims, through innovation and transnational cooperation, to directly help 

25,000 young people to find jobs or create new ones and many millions indirectly by shifting 

policy paradigm. 

Training is a central field of intervention for the Fund for Youth Employment. New skills 

acquisition is expected to support the integration of young NEETs in the labour market. The 

YOUTHSHare project through the present Educator’s Manual  shares that specific vision and 

embarks on the mission of the EEA and Norway Grants Fund for Youth Employment. 
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A quick overview of the Manual 

 
 

 

This Educator’s Manual is designed to facilitate the preparation of a seminar, dedicated to the 

development of IT Skills in Sharing and Web-based Economy. Its primary aim is to support 

both the Educators that will actually conduct the seminar by delivering lectures and leading 

participation activities on the topics included, as well as those in charge of planning and 

implementing the seminar, i.e. the Seminar Managers. It is exactly due to the latter objective 

that the Manual opens with the introductory chapter “Setting up a seminar”, which is 

dedicated to organisational issues. Specifically, this chapter includes tips and good practices 

on basic organisational aspects of the seminar, such as: how to select the Educators, how to 

find the participants, how to define the proper length and timing of the seminar, or what 

should be included in the budget.  

However, the main corpus of this Manual is made up of the 12 Sessions included. Each 

Session covers a specific topic and aims to help the trainees develop a specific set of skills. In 

addition, each Session is designed to support a 3-hour in-class seminar activity. Thus, it is 

accompanied by a PowerPoint presentation, as well as a Trainees’ Handbook, both of which 

are available for download at our e-platform. The teaching methods employed in these 

Sessions cover a wide spectrum of tools, ranging from theoretical presentations to group 

discussions, and from assignments to field visits. More specifically, the Manual includes: 

□ The Session “Introduction to basic concepts in sharing and web-based economy: 

innovation and entrepreneurship in the digital age”, which is designed to support an 

introductory class. Specifically, it aims to familiarise the participants with a blend of 

theoretical and empirical approaches that are essential to understanding digital 

innovations, especially in relation to the sharing economy. 

□ The first Module, “Creating material”, includes three sessions, that aim to develop skills 

that are essential to the primary production of textual and audiovisual content. The 

web-based economy means that communication between an enterprise and its 

customers is mainly conducted through web pages and social media. It follows that text, 

images and video (the main components of internet-based communication) are a key 

element for anyone entering  this type of economy. 

□ The second Module, “Entering the web-based economy”, includes four sessions that 

aim to provide real-world experience on basic functions within the web-based 

economy. It does so by examining the web pages of well-known sharing platforms, as 

well as by providing hands-on experience in website building and website 

customisation, so that every participant is able to take advantage of the full potential of 

the tools available. 

https://elearning.youthshare-project.org/
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□ The third Module: “Special issues in entrepreneurship in the digital age”, includes two 

sessions. The first focuses on crowdfunding, in order to provide the participants with a 

viable solution to the most striking problem of any entrepreneurial activity: the raising 

of the necessary funds. The second focuses on Google Ads, i.e. Google’s advertising 

platform. Being the biggest player in the online advertising market, Google Ads may 

help start-up companies achieve their advertising goals and reach their target audience. 

□ The fourth Module: “Development of soft skills” includes two sessions, which aim to 

introduce NEETs to the importance of soft skills in a modern working environment. The 

first session presents the different sets of cognitive and non-cognitive skills while 

emphasising Emotional Intelligence and its key components; the second session 

presents certain  critical social skills in today’s labour market. 

The grouping of the Sessions in the above Modules serves educational, as well as operational 

objectives. Firstly, it provides a better understanding of the general structure and the 

objectives of this Manual. Secondly, it allows the Seminar Manager to specify the minimum 

number and qualifications of the Educators who need to be employed for the whole seminar. 

And, thirdly, it allows the planning of introductory or transitional activities and events 

between two successive Modules, such as a visit to a sharing economy enterprise, and/or the 

planning of a guest lecture. It is exactly for this reason that the Manual includes the chapter 

“Planning visits & inviting guests”, in which you may find some useful tips on how to 

organize such activities and events.   

Last but not least, in our e-learning platform, you may also find various introductory and ice-

breaking activities, as well as additional educational material and assessment tools.  

 

 

 

 

 

https://elearning.youthshare-project.org/login/index.php
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Setting up a seminar 
 

 

 

 

This chapter of the Manual is dedicated to organisational issues of the seminar. Here, the 

Seminar Manager, or the team of people in charge of planning and implementing the 

seminar, will find useful information regarding the preparation and smooth running of 

the seminar.   

 

Who sets up the seminar? 

Organising and coordinating a seminar is generally time-consuming and challenging. 

However, with the right allocation of duties among those involved, proper planning, and 

some experience, the seminar can be organised successfully and efficiently.  

Keeping in mind that a seminar requires planning of every last detail (even though last 

minute decisions will always have to be made), collaboration should be the primary 

characteristic of the organising team. However, this does not imply that there will be no 

allocation of duties. On the contrary, the Seminar Manager, the people that will serve as 

Educators, and the administration assistants need to be aware of their respective roles 

and duties. Besides being aware of their individual roles, it is equally important that all 

those involved have also agreed to them.  

 

Selection of Educators 

Most probably, there will have to be a selectıon process for the individuals that will serve 

as Educators in the seminar. This selection process is crucial to the success of the 

seminar, since the Educators are the ones who will be in direct contact with the trainees. 

As the seminar brings and links together various fields of knowledge, the Seminar 

Manager will have to look for experts with adequate theoretical knowledge and practical 

experience in the topics covered by the seminar. Equally important is to look for 

Educators with some teaching experience.   

  

Finding the participants 

In some cases, members of the programme’s target group may take the initiative to 

approach the organisers regarding the seminar, for example, the local Youth Centre may 

wish to offer its members the opportunity to participate. In such cases the trainee group 

will already be formed. However, in most cases the Seminar Manager is the one who will 
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have to initiate the whole process, including the publication and dissemination of the 

relevant call for participation. A few examples of where the possible participants may be 

found are the following: 

□ Public Employment Services/Centres/Agencies 

□ Public/Private agencies providing training and lifelong learning programs 

□ NGOs focusing either on education or unemployment 

□ Colleges, Universities and other education providers 

□ Youth Centres 

□ Municipality Councils 

□ Technical and Professional Associations/Bodies/Chambers 

□ Co-operatives and other social enterprises 

□ Large industries or companies 

  

The number of participants 

Having a small number of participants may lead to limited exchange of knowledge and 

restricted learning opportunities, also increasing the average cost of the seminar per 

participant. On the other hand, too large a number of participants may make it more 

difficult for individuals to express their opinions, limit their engagement and restrict the 

learning process. Therefore, we believe that the learning efficiency of the seminar can be 

maximized when the number of participants is between 15 and 30.  

Adjustments to the training process may be considered if the  number of participants 

falls short of this target or exceeds it, in order to ensure that participation activities (such 

as discussions, hands-on activities, visits, or assignments) remain practical and engaging. 

Furthermore, in case of a very large audience, the possibility of splitting it into groups 

has to be considered, although this is an option that may affect the length of the seminar 

or the number of Educators, and thereby the overall cost.  

  

Forming the group of trainees 

Having the right number of trainees alone does not guarantee the success of the 

seminar, particularly if the group is made up of participants with incompatible 

characteristics. Therefore, we would recommend considering the following before 

forming  a group:  

□ The homogeneity in their education level. If some participants possess some basic 

skills, while others don’t, this would ultimately make  the learning process more 

difficult for everyone. 

□ Their diversity. While having a homogeneous group of trainees is a positive 

IT Skills in Sharing and Web-based Economy: An Educator’s Manual 
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attribute, having a too homogeneous group (e.g., low-skilled women of a certain 

nationality and place of origin, of age between 24 and 29) may lead to limited 

exchange of different views, experiences and opinions, as well as to very limited 

synergies and future collaborations among them. However, excess diversification 

of the participants may lead to mis-communication issues and a very slow 

learning procedure. 

□ Social or cultural peculiarities. In some cultural environments, women prefer not 

to express themselves in the presence of male participants, while in other cultural 

environments this may be true of people of different social or occupational 

hierarchy. Such peculiarities have to be considered and must lead to relevant 

adjustments of the group of participants. 

In addition to the above, the final combination of participants should also take into 

consideration: 

□ Possible imbalances in the willingness to learn. 

□ Possible third-party funding for certain participants. 

□ Any language barriers. 

 

Budget 

The overall cost of the seminar is the most crucial organisational aspect. However, an 

estimation of the cost cannot be given in advance, because it relates: 

□ To the number of trainees attending. 

□ To the length of the seminar. 

□ To the number of participating Educators and their compensation. 

□ To the selection of the hosting location. 

□ To transportation costs. 

□ To the infrastructure and equipment that is already in place or not. 

□ To the cost for consumables, prints, catering etc. 

In any case, the budget should be adjusted to available resources, coming from 

sponsorships, fees, or other funds.  

 

Necessary equipment and other expendables 

The minimum requirements in equipment and infrastructure for this seminar are: 

□ A small conference room of appropriate size to house the learning activities 

depending on the number of participants, as well as a small catering unit 

(optional). 

Setting up a seminar 
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□ A computer connected to the internet and a projector for the educator. 

□ A number of computers for the participants, depending on their number. 

□ Wi-Fi internet connection. 

□ A flip chart. 

□ Stationery, such as markers, pens and paper notebooks. 

Additional equipment and consumables may be needed for the various Participation 

Activities that accompany and support the Sessions included in this Manual. For this 

purpose, each Participation Activity is accompanied by a list of the necessary equipment 

and consumables.   

 

The length of the seminar 

This Educator’s Manual was designed to offer educational material for ten (10) 3-hour 

seminar classes, for a total of 30 hours of in-class educational activity. Moreover, the 

seminar may be further extended: 

□ By including one or more ice-breaking activities at the beginning of the seminar. 

□ By including one or more activities focusing on the development of soft skills. 

□ By including one or more site visits to enterprises, agencies, or public bodies. 

□ By inviting one or more guests to the class to give lectures or share their 

experience. 

Under certain circumstances, it is possible to shorten the duration of the Seminar, by 

skipping a certain Module, or by skipping a certain Session. However, it is not advisable 

to shorten an existing Session by skipping one or more of its presentation topics or its 

participation activities.  

  

The timing of the seminar 

Scheduling of the seminar depends on its length and the needs and constraints of its 

participants. For example, some individuals or some groups of participants may prefer to 

attend during working hours, while others may prefer the exact opposite. In case a mixed 

composition of participants is attending the seminar (e.g., NEETs, along with employees 

of a cooperative society), consider the following: 

□ You may have to set up a weekend seminar. 

□ You may have to run a preference poll. 

□ You may incline towards the preference of the group that has the most important 

restrictions (in the above example, the employed people).  

□ You may consider the option of combining face-to-face and distance education 

IT Skills in Sharing and Web-based Economy: An Educator’s Manual 
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techniques. 

  

Distant participants 

Some of the people who wish to attend the seminar will be discouraged to do so for 

various reasons. Such cases may include: people living far away, people with limited free 

time or narrow economic resources, people with physical disabilities, single parents, 

pregnant women, or individuals facing significant social constraints etc. However, all 

these groups of people belong to the very core target of this seminar and therefore the 

Seminar Manager should make great effort to help these people overcome their 

constraints. One possible solution is to attend the seminar as distant participants. 

Even though this Educator’s Manual, as well as the respective Trainees’ Handbook, was 

mainly designed to support face-to-face seminars, most Sessions included can easily be 

provided to distant participants too. However, such use of this material is feasible only if 

synchronous learning methods are deployed, meaning that each participant must have 

access to a telecommunication application, such as Skype, that allows video and voice 

calls between computers, tablets, or mobile devices.  

In such a case, all Educators of the seminar should be aware of this aspect, so as to plan 

or arrange the structure or content of the class accordingly. Such arrangements may 

include: 

□ Extending the duration of a Session, or of a certain Participation Activity. 

□ Modifying a Participation Activity to make it accessible, useful and interesting to 

distant participants too. 

□ Dedicating some time during or at the end of each Session, in order to discuss 

questions and issues that may have arisen, making sure to include the distant 

participants. 

□ Facilitating by any means and supporting the active participation and engagement 

of distant members (i.e., by asking their opinions so that they may join an ongoing 

discussion, by frequently giving them the chance to speak, by motivating their 

participation using examples close to their experiences/problems, by speaking 

more slowly/clearly/loudly etc). 

However, neither this Educator’s Manual and the Trainees’ Handbook, nor the respective 

e-platform, were designed to support asynchronous education techniques.  

 

After the seminar 

What happens after the seminar? Questions like the ones below may prompt the 

Seminar Manager to plan certain activities.   

Setting up a seminar 
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□ Will the trainees be able to get in touch with the Seminar Manager or the 

Educators? 

□ Will the Seminar Manager be able to contact or send additional material to the 

participants during the seminar or after its closing? Has he/she obtained the 

contact details of the participants and their permission to contact them? Will he/

she also obtain permission to share the contact details of the participants with 

enterprises looking for possible employees? 

□ Is the Seminar Manager or a possible grant provider interested in getting 

feedback from the participants, either immediately after its closing or after some 

period of time? 

□ Is the Seminar Manager, the Educators, the trainees, an agency, or a stakeholder 

interested in repeating the seminar in a different way (i.e., more advanced, 

thematically altered, longer)? 
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Planning visits & inviting guests 
 

 

 

Scope 

Planning a visit to a workplace or inviting a guest to the seminar in order to share his/her 

real-life experiences with the participants, will allow the participants to gain a much 

deeper understanding of the seminar’s content and objectives. In particular, these first-

hand experiences will allow the trainees to formulate a clearer picture of what the 

Sharing Economy is, will increase their understanding of its prospects and, ultimately, 

will motivate their participation in the following seminar days, leading to more fruitful 

contributions and vivid discussions. 

Incorporating real-world connections into a lesson enhances the educational outcome of 

the seminar. However, visits and invited speakers contribute to this enhancement in very 

different ways. For this reason these initiatives should not be considered 

interchangeable, but as complementary to each other as well as to the seminar’s core 

activity. For example: 

Performing a visit to a workplace: 

□ Helps trainees understand the actual usefulness of what they  learn in class. 

□ Familiarises trainees with the actual working environment of a specific industry. 

□ Helps them understand the bigger picture, the limitations of the practice, as well as 

the workflow and the actual end product of a certain administrative, technological, 

or manufacturing activity or service. 

□ Leads to whys and hows, which in turn lead to critical thinking and more active 

participation throughout the seminar. 

□ May inspire the creativity and the imagination of the trainees. 

□ Works as an icebreaking activity, enhancing the communication among the 

trainees, as well as the communication between the educator and the trainees. 

Inviting a guest to the seminar: 

□ Can provide the trainees with new perspectives, different to those provided by the 

Educator. 

□ Can initiate discussions on new ideas and their applicability. 

□ May raise the self-confidence of the trainees. 

□ Gives trainees the chance to satisfy their curiosity, by addressing questions directly 
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to the guest. 

□ Allows the Educator to discuss broader issues and to assess the knowledge gained 

by the trainees throughout the seminar. 

In both cases, a quick presentation of the company or of the guest speaker, prior to the 

visit or lecture in question, will maximise the educational power of these initiatives. 

 

Timing and scheduling 

Due to the characteristics of a visit, it is best placed at the beginning of the seminar 

(ideally, after Session 1), so that the Educator and the trainees may draw upon their 

experiences from the visit during the rest of the seminar. Also, such events promote the 

active participation of the trainees and inspire their creativity and imagination, 

maximising the educational outcome of the seminar.  

A visit to a workplace may take up to 2 hours, including inspection of the business’ 

facilities and activities and some time for discussion with the owner, the manager or with 

other employees. If logistics allow, it may be possible to arrange a visit to a second 

workplace on the same day. In such a case, it is advisable to select companies from 

different business sectors, so as to widen the spectrum of business activities presented 

to and discussed with the trainees. The Educator and trainees should discuss their 

experiences and impressions at the end of the visit if possible; if not, then at the next in-

class lesson. This discussion may be an open and unstructured one, allowing impulsive 

reactions, or a more structured one, which may be combined with an in-class 

participation activity or assignment.  

The guest speaker, on the other hand, is best suited to the later stages of the seminar, 

ideally at the last lesson. At this stage the trainees will already have been acquainted 

with the main concepts and topics of the seminar and will also be able to discuss wider 

issues and ask the guest more specific questions. Moreover, this event may raise the self-

confidence of the trainees and inspire their creativity, which is very crucial, since the aim 

is for trainees to enter employment after the seminar, either as employees or as 

entrepreneurs. Furthermore, it should be noted that the Educator will have to keep a 

very discrete role in this event, and he/she should try to facilitate the direct 

communication of the guest with the trainees, as well as the sound transmission of the 

guest’s perception of what matters most.    

 

Indicative questions that can be raised during a visit to a Sharing Economy business or 

to a relevant guest: 

□ Why is this enterprise/activity part of the Sharing Economy? What is shared and 

who are the people sharing it? 

IT Skills in Sharing and Web-based Economy: An Educator’s Manual 
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□ When was the business established? Have you received any funding in the past? 

Are you planning to get any in the near future? 

□ Is the enterprise viable? What do you foresee for your future development? 

□ Are the products/activities/services you offer also offered by non-sharing 

enterprises? If so, what differentiates you from these enterprises? 

□ Do you collaborate with other businesses or individual associates? If yes, which of 

your products/activities/services are produced/offered in-house and which by 

external collaborators? 

□ Are you open to new collaborations? What collaborations might be of interest to 

you? 

□ Which have been the biggest obstacles you encountered since the establishment of 

the company? 

□ What is the biggest issue you have to address now or in the future, in order to 

develop faster? 

□ How many employees do you have? How have you selected them? Which are the 

most sought-after skills? 

□ How do you sum up your personal experience as an entrepreneur/employee within 

the Sharing Economy? 

Planning visits & inviting guests 
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SESSION 1   
Introduction to basic concepts in sharing and web-
based economy: innovation and entrepreneurship in 
the digital age 

This session aims to introduce the main features of “digital innovation and 

entrepreneurship” to the participants. Participants will receive a blend of theoretical and 

empirical approaches that are essential to understanding digital innovation, especially in 

relation to the sharing economy. In particular, this session aims to address the fact that 

innovation can arise from many different sources. Innovation can come from the 

research efforts of universities, laboratories and incubators, but can also originate from 

individuals who design solutions for their own needs. In addition, the session explores 

the role of the sharing and web-based economy in innovation, due to the fact that these 

are fields with significant economic growth and social impact during recent years. 

Furthermore, the session aims to introduce the participants to the basics of business 

planning, in order to offer them a glance of what is needed in order to develop an idea 

into an actual and profitable product or service.   

Regarding the content of the session, this is structured under four topics. The first two 

focus on the importance, the types, the characteristics, the pros and cons, the involved 

stakeholders etc of innovation and the sharing economy. Then, in the third topic, the 

participants are introduced to the procedures of developing innovative new products 

and services. Last but not least, in the fourth topic the Business Model Canvas is shown 

and used by the participants to evaluate their initial ideas. All the above topics are 

accompanied by participation activities, in which the participants can apply the acquired 

knowledge.  

• Will understand the different types of 
innovation and entrepreneurship. 

• Will get familiar with the concept of the 
sharing economy. 

• Will get familiar with methods of 
business planning.  

• Define, explain and illustrate the 
concepts of innovation and 
entrepreneurship. 

• Identify and explore the challenges and 
potential impact of digital innovation, 
especially in the area of the sharing 
economy. 

• Develop a comprehensive and well-
structured business plan using the 
Business Model Canvas. 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: Innovation and entrepreneurship 

In this topic, the educator should introduce the trainees to the basic concepts of 
innovation and entrepreneurship. More specifically, the following subtopics will be 
covered: 

1. Innovation and entrepreneurship definitions: Trainees must gain a clear 
understanding of these two definitions. Also, the link between innovation and 
entrepreneurship should be presented and explained in depth. 

2. Importance of innovation: Here, it is important for the educator to discuss the 
importance of innovation (i.e., competitive advantage, increased profitability, 
increased productivity). 

Structure of 
the Session 

Duration Details Notes Related slides  

Presentation Topic 1 
Innovation and 
entrepreneurship  

15 min  Presentation   2-8 

Presentation Topic 2 
The sharing economy: 
basic concepts and 
examples  

10 min  Presentation   9-11 

Participation Activity 1 
Discuss the case of Uber  

20 min Group discussion 

Linked to 

Presentation 

Topics 1 and 2 

12-14 

Presentation Topic 3 
How to develop your idea  

15 min Presentation   15-22 

Participation Activity 2 
Who is your customer?  

40 min Assignment 

Linked to 

Presentation Topic 

3 

23-25 

Presentation Topic 4 
The Business Model 
Canvas (BMC)  

30 min Presentation   26-32 

Participation Activity 3 
Work as a startup and 
present your BMC  

50 min Group project 

Linked to 

Presentation Topic 

4 

33 

* This Session can be delivered by an entrepreneurship and/or digital innovation educator, or an IT 
educator with business background.  

IT Skills in Sharing and Web-based Economy: An Educator’s Handbook 
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3. Fundamental outcomes of innovation: The core objective here is to bring into 
focus the role of innovation in economic growth, the creation of new jobs, the 
increase of well-being, the reduction of poverty etc. 

4. Types of innovation in entrepreneurship: The four different types of innovation 
(incremental, disruptive, sustaining and radical) should be presented and 
explained. 

 

PRESENTATION TOPIC 2: The sharing economy: basic concepts and examples 

In this topic, the educator should introduce the sharing economy innovations to the 
trainees. At the beginning of the session the main concept of the sharing economy 
should be discussed, which is the use of assets or the access to assets that belong to 
others. The educator should make evident to the participants (with the use of relevant 
examples) that the sharing economy includes many different ways of value exchange, 
such as: renting, borrowing, lending, swapping, collective purchasing, trading used 
goods, crowdfunding, crowdsourcing, open data, user-generated content and public 
services. However, the most important pillar of a sharing economy is that it allows 
individuals to use assets that are not being fully utilized. The main advantages of the 
sharing economy should be presented to trainees, and are summarized below: 

1. Cheaper goods and services. 

2. Extra income for the providers. 

3. New and better opportunities. 

4. Stronger communities. 

 

PRESENTATION TOPIC 3: How to develop your idea  

In this topic, the educator should introduce the trainees to the basic steps of how you 
can develop an idea and transform it to a product or a service. More specifically, the 
trainees should be given all the necessary information to decide: a) who is their 
customer and b) what they can offer their customer. These two decisions are critical for 
any new or existing company that is trying to create a new service or product. Based on 
the above, the trainees must answer if their idea is something that the world could 
benefit from. Therefore, they should be in a position to understand that new products or 
services can be potentially successful if they provide a solution to a customer’s problem. 
If the answer is “yes”, the next step will be to identify the customer. This procedure 
includes: a) market segmentation, b) the selection of the beachhead market, and c) the 
creation of the customer profile.  

 

PRESENTATION TOPIC 4: The Business Model Canvas  

In this topic, the educator should present all 9 blocks of the Business Model Canvas 
template. The educator should provide an example of a well-known company (e. g. Uber) 
to help trainees understand the benefits of using this model. It is crucial that the 
educator gives examples for each one of the following 9 blocks of the Business Model 

SESSION 1: Introduction to basic concepts in sharing and web-based economy 
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Canvas: a) the customer segments, b) the customer relationships, c) the channels, d) the 
value propositions, e) the key activities, f) the key resources, g) the key partners, h) the 
cost structures and i) the revenue streams.  

 

 

 

Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: Discuss the case of Uber 

The objective of this activity is to ensure that the participants of the seminar have fully 
understood the concepts of innovation and entrepreneurship, by developing a discussion 
on the case of Uber.    

Questions: 

□ Which category of sharing economy does Uber belong to? Why is it innovative? 
Through this question the educator may open a discussion on the different 
sharing economy categories (e.g., property renting, peer-to-peer lending, 
crowdfunding, co-working, ridesharing, etc.) and discuss the type of innovation 
that Uber represents. 

□ Why was Uber successful? 
Through this question the educator may open a discussion on the advantages of 
the sharing economy. In the case of Uber, its main advantages are: a) convenient, 
b) professional service, c) cashless, d) less expensive than traditional taxis, e) 
flexible for drivers since they can schedule their own program. 

□ Can you think of a service or a product that could potentially be successful? Try to 
think of something in the sharing economy field. 
Through this question the educator will try to inspire participants to think of a 
service or a product that they would like to implement. 

 

PARTICIPATION ACTIVITY 2: Who is your customer?  

The objective of this activity is to help participants to identify their customers and how 
their service or product can solve the customer’s problems or needs. More specifically 
the trainees must: 

Duration Necessary equipment Procedure 

20 minutes □ One computer 
connecting to 
projector for 
presentation purposes. 

□ Announce the Uber case study (use slide 12). 

□ Ask participants to answer specific questions related 
to Uber. 

IT Skills in Sharing and Web-based Economy: An Educator’s Handbook 
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1. Have an idea or technology (they can use the same ideas as in Part. Activity 1). 

2. Perform a market segmentation for that idea. 

3. Select the beachhead market. 

4. Build an end user profile. 

 

PARTICIPATION ACTIVITY 3: Work as a startup and present your BMC 

The objective of this activity is to work as a team (a startup) and develop the business 
plan using the Business Model Canvas. The team will try to answer all the questions in 
the Business Model Canvas. At the end of the Activity they will be asked to present their 
idea to the rest of the participants.  

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A pack of A4 sheets. 

□ Pens and markers. 

□ Announce the exercise (use slide 23). 

□ Ask the participants to answer specific questions. 

□ Leave 40 minutes to the participants to work: 

i. on your and your product’s profile (use slide 23), 

ii. on the market segmentation (use slide 24), and 

iii. on answering customer profile specific questions 
(use slide 25). 

□ During this time, help anyone who needs it.  

□ Ask one or two participants to present their 
customer’s profile in class and ask the rest of the 
participants to comment on the presented 
descriptions. 

□ During this time, help anyone who needs it.  

□ Ask one or two participants to present their 
customer’s profile in class and ask the rest of the 
participants to comment on the presented 
descriptions. 

Duration Necessary equipment Procedure 

50 minutes □ One computer connected 
to a projector for 
presentation purposes. 

□ Wi-Fi internet connection. 

□ A pack of A4 sheets. 

□ Business Model Canvas 
template printed A3 size. 
One for each team. 

□ Pens and markers. 

□ Organize the participants in groups of 2 or 3. 

□ Announce the exercise (use slide 33) 

□ Ask each group to select a certain idea. All ideas 
must be different 

□ Give 45 minutes to each team to prepare their 
BMC. 

□ Ask each team to present in class their BMC. 

□ Ask the rest of the participants to comment on 
the BMC. 

SESSION 1: Introduction to basic concepts in sharing and web-based economy 
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NOTES  
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MODULE 1 
Creating material 

This first Module includes three sessions, which aim at the development of skills that are 

essential to the primary production of textual and audiovisual content. Entering the 

sharing and web-based economy requires that the communication between an 

enterprise and its customers is mainly conducted via webpages and social media, which 

contain texts, images and videos. That is why these means of communication (texts, 

images, and videos) play a central role in the sharing and web-based economy. In 

particular: 

Session 2: ‘Writing powerful, pleasant and accurate descriptions’ intends to enhance the 

participants’ writing skills, particularly their description writing. It therefore walks them 

through a seven-step procedure for writing a good description, before introducing them 

to techniques for writing descriptions that trigger the emotions of the reader. 

Session 3: ‘Mobile photography: taking and editing photographs with a smartphone’ and 

Session 4: ‘Mobile filmmaking: how to record and edit short movies with a smartphone’ 

intend to help any novice smartphone user to understand the photo and video potential 

of their smartphone (or other mobile device they may own) , for the purposes of taking 

and editing good quality pictures and videos that can be used for online publishing. 

These two sessions are structured in a similar way and cover all essential aspects of the 

topics, such as: key concepts, basic techniques, accessories, as well as camera and 

editing applications. 

SESSION 2: Writing powerful, pleasant and accurate descriptions 
      By Ioannis Pissourios 
 
SESSION 3: Mobile photography: taking and editing photographs with a smartphone 
     By Charalambos Charalambous 
 
SESSION 4: Mobile filmmaking: how to record and edit short movies with a smartphone 
 By Charalambos Charalambous 

Structure of the Module 
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SESSION 2   
Writing powerful, pleasant and accurate descriptions 

The main objective of this session is to enhance the writing skills of the participants, 

particularly with regard to description writing. While the web-based economy uses a 

wide variety of new tools and means in order to bring people together and 

accommodate the needs of even the most demanding consumer, text is still central to 

this digital landscape. Web pages are full of text, emails have substituted short and long 

telephone calls, instant translation tools have broken through the long standing language 

barriers, and search engines, the backbone of the World Wide Web, are based on 

keywords. All this is proof that text is a critical component of the web-based economy 

and entrepreneurs new to the field need to be fully aware of the potential of texts and 

basic writing rules.  

Regarding the content of this session, it starts with some introductory comments on the 

four different styles of writing, and subsequently focuses on descriptions, the main topic 

of the session. In particular, it guides the participants through the proposed seven steps 

towards good description writing, then introduces them to techniques for writing 

sentimentally engaging texts. Finally, the session covers the special topic of product 

description. All of the above topics are accompanied by participation activities, in which 

the participants can apply their newly acquired knowledge.  

• Will be introduced to the different styles 
of writing. 

• Will gain an understanding of the 
fundamental rules of description 
writing.  

• Will be called to prepare small, but 
targeted, descriptive texts.  

• Select the writing style that supports 
their objectives better. 

• Write descriptions in various styles and 
on a variety of subjects.  

• Write descriptions that trigger people’s 
senses. 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: Writing texts  

In this topic the educator should introduce the trainees to the basics of text writing. This 
may take the form of a three-step procedure. In the first step, the educator should make 
evident the importance of text. Apart from the obvious reasons, such as the strong 
communication power of text, the educator should highlight the importance of text in 
the operation of search engines (e.g., Google). As many participants may not have 
extensive writing experience, during the second step the educator should provide some 

Structure of 
the Session 

Duration Details Notes Related slides  

Presentation Topic 1 
Creating textual material 

30 min  Presentation  2 – 8 

Participation Activity 1 
Selecting the appropriate 
writing style 

15 min Group discussion  
Linked to 

Presentation Topic 
1  

9 – 15 

Presentation Topic 2 
How to write a 
description 

20 min Presentation  16 – 23 

Participation Activity 2 
Writing an accurate 
description 

40 min Assignment  
Linked to 

Presentation Topic 
2  

24 – 25 

Presentation Topic 3 
How to write a 
description that appeals 
to the senses 

15 min Presentation  26 – 28 

Presentation Topic 4 
How to write effective 
product descriptions 

20 min Presentation  29 – 40 

Participation Activity 3 
Writing a description for 
a handmade product 

40 min Assignment  
Linked to 

Presentation 
Topics 3 and 4  

41 – 42 

* This Session can be delivered by a teacher of literature, by advertisers and market researchers, as 
well as scholars and other teachers. However, especially in the last case, it is important they have 
extensive writing experience. 

MODULE 1      Creating material 
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guidance on how to tackle the “fear of the blank page” (see: Gozha 2019). At the third 
and last step, the educator should teach the trainees about the 4 different types/ styles 
of writing (see: Meer 2016). While all of these styles are usually equally important, for 
the objectives of the current session and seminar, special importance should be given to 
the expository and descriptive styles.  

 

PRESENTATION TOPIC 2: How to write a description  

Even though all four writing styles were introduced in Presentation Topic 1, it is the 
expository and the descriptive style of writing that the trainees  will have most use for in 
their future endeavours within the sharing economy. As a result, Presentation Topic 2 
tries to enhance the participants’ writing skills that are necessary to write a good 
description. To do so, the educator should guide the trainees through the proposed 7-
step procedure. The steps of this procedure are: (a) the in-depth study of the object to 
be described; (b) the survey of the competition in order to get inspiration, but most 
importantly in order to understand their place within the market; (c) the selection of a 
specific point of view, as no description can be either exhaustive or objective; (d) the 
study of the target audience and especially of their needs and expectations; (e) the 
collection of all the important pieces of information and points that need to be included 
in the description, and their structuring in topics; (f) the transforming of these notes into 
a coherent text; and (g) the addition of the final touches and the proof-reading of the 
description by a professional literature teacher (see: Wood 2018).  

 

PRESENTATION TOPIC 3: How to write a description that appeals to the senses  

In this topic the educator should prompt students to see descriptions as text that aims to 
create emotions to the reader. The core message of this topic is that writing is an 
account of how people think and behave in the real world. In order for a description to 
work, it needs to feel like real life, even when it’s actually something quite different. The 
more detailed and rich the descriptions are, the better the writing will approximate the 
human experience, thereby establishing a connection with fellow minds, clients, and 
customers (see: Gingerich 2012).  

 

PRESENTATION TOPIC 4: How to write effective product descriptions  

The practically endless alternatives offered on the internet mean that there might be 
very tough competition by other sites offering very similar products to yours, and 
therefore trying to attract the same customers. Usually, a new customer will spend only 
a few seconds on a webpage before making the decision to either stay or leave. An 
effective description of the products or the services offered will convert a potential buyer 
into an actual buyer. Thus, in this presentation topic the educator should offer some easy 
rules for writing an effective description, which should be easy for trainees to 
understand and apply, always in relation to their educational level (see: Matson 2019).  

 

SESSION 2: Writing powerful, pleasant and accurate descriptions 
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Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: Selecting the appropriate writing style  

The objective of this activity is to ensure that the participants of the seminar have fully 
understood the differences between the various writing styles, and that they will be able 
to select the appropriate one when writing a text in the future. In order to do so, the 
educator should present a number of case studies, for which a short text needs to be 
developed (i.e. a job posting), and should ask the participants to determine which style 
the text has been written in, as well as to justify why they chose it. Based on the 
answers, the instructor should develop a short discussion for each case presented.  

 

PARTICIPATION ACTIVITY 2: Writing a structured description  

The objective of this activity is to enhance the writing skills of the trainees, especially in 
relation to the sound structuring of a descriptive text. For this reason, after presenting a 
relevant example, the instructor should ask the trainees to select and describe a building 
they are very familiar with.  

MODULE 1      Creating material 

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A pack of A4 sheets. 

□ Pens and markers. 

□ Present the description in slide 24, giving special 
attention to the sound structuring of the description 
(use the comments at the right side of the slide). 

□ Announce the exercise (use slide 25). 

□ Ask participants to select the building of their liking. 

□ Ask participants to select a particular point of view 
when describing the building (e.g. architect, owner of 
the building, real estate agent). 

 

Duration Necessary equipment Procedure 

15 minutes □ One computer 
connecting to 
projector for 
presentation 
purposes. 

□ Announce the exercise and present the first case 
study. 

□ Ask the participants to select the writing style of their 
preference, and justify their selections referring to the 
objectives and/or the characteristics of the target 
group(s) of this text. 

□ Start a discussion on the pros and cons of each 
selection. 

□ Move to the next slide, repeating the above-
mentioned steps. 
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PARTICIPATION ACTIVITY 3: Writing a description for a handmade product  

The objective of this activity is to develop the writing skills of the participants in relation 
to product descriptions. For the purpose of this activity, the participants should form 
groups of two or three. The educator should present a variety of different handmade 
products and allow each group to select the product they feel more familiar or engaged 
with. For each product selected a short description has to be developed (of about 75 
words), for use in a website or in social media.   

Duration Necessary 

equipment 

Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation 
purposes. 

□ Wi-Fi internet 
connection. 

□ A pack of A4 sheets. 

□ Pens and markers. 

□ Organise the participants in groups of two or three. 

□ Announce the exercise and present the handmade 
products (use slide 38). 

□ Ask each group to select a specific product. If more than 
one group wishes to select the same product, allow them 
to do so. 

□ Summarise the most important rules they have to follow 
when describing the product (use slide 39). 

□ Prompt participants to use their smartphones, in order to 
search and study similar product descriptions on the web. 

□ Leave 15 minutes to each group to collaborate. 

□ Ask each team to present their description in class. 

□ Ask the participants to comment on the descriptions. 

SESSION 2: Writing powerful, pleasant and accurate descriptions 

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A pack of A4 sheets. 

□ Pens and markers. 

□ Ask participants to proceed with the description. At 
the same time, summarise the most important rules 
they have to follow for this task (use slide 25). 

□ Leave 20 minutes to the participants to work on the 
descriptions. During this time, provide assistance to 
anyone who needs it. 

□ Ask one or two participants to present their 
descriptions in class and ask the rest of the 
participants to comment on the descriptions 
presented. 
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SESSION 3 
Mobile photography: taking and editing photographs 
with a smartphone 

This session is designed to help any novice smartphone user to realise the photographic 

potential of their smartphone or other mobile device, for the purposes of taking and 

editing good quality pictures that can be used for online publishing. It highlights the 

ability of modern mobile phones to be used as photographic tools, albeit with 

limitations, as well as advantages. Participants are guided through basic technological 

aspects of using mobile devices as photographic tools and simple techniques are 

introduced that allow for creation of better and more usable photos. A set of useful and 

inexpensive accessories that are used for specialised photography are presented, and 

participants are given an opportunity to work with them. We focus our attention on the 

software aspect of mobile photography, allowing participants to become involved in the 

ecosystem of applications available for their mobile devices and to learn about camera 

apps that allow for manual control of photographic parameters. Finally, we present 

similar apps for image correction and explain basic methods for editing  your images 

before publishing them online. At the end of this session participants will be asked to use 

the previously learned techniques and cost-effective solutions for taking specialised 

photos, as well as to introduce simplified graphics and titles to their images.  

• Will gain the technical ability to use 
mobile devices as photography tools. 

• Will practice specialised techniques for 
the production of photos. 

• Will learn basic editing methods that 
lead to the creation of better images for 
publishing. 

• Operate smartphones as an advanced 
photographic tool. 

• Demonstrate specialised techniques for 
taking and editing digital images. 

• Illustrate the ability to produce and 
publish digital photographs. 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Structure of 
the Session 

Duration Details Notes Related slides  

Presentation Topic 1 
Smartphones as 
photographic tools  

20 min Presentation   2-3 

Presentation Topic 2 
Mobile photography: its 
technology  

20 min Presentation   4-11 

Participation Activity 1 
Basic techniques for 
mobile photography  

40 min Workshop 

Linked to 

Presentation 

Topics 1 & 2 

12-15 

Presentation Topic 3 
Inexpensive accessories  

20 min Presentation   16-18 

Presentation Topic 4 
Specialised camera and 
editing applications  

20 min 
Presentation & 

Discussion 
  19-21 

Participation Activity 2 
Image editing, adding 
graphics and titles to 
your images  

30 min Workshop 

Linked to 

Presentation 

Topics 3 & 4 

22-25 

Participation Activity 3 
Publishing your photos 
online  

30 min Assignment 
Refers to the 

whole Session 
26-27 

* This Session can be delivered either by an academic with specialisation in photography, audio 
visual production, film studies or television/ media studies, or by a professional with knowledge of 
photography or production of audiovisual material, with an added understanding of modern 
technologies and smartphone use, as a tool for production and editing of audiovisual material. 

MODULE 1      Creating material 

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: Smartphones as photographic tools   

This topic explores the use of modern smartphones as effective photographic tools. The 
key elements of traditional cameras will be presented and compared to the 
corresponding elements of a modern smartphone. The main advantages and 
disadvantages of mobile devices as photographic tools will be discussed, along with the 
key concepts of photography, such as: exposure and its relation to aperture and shutter 
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speed, depth of field, ISO sensitivity; as well as framing, lighting, colour and motion. 
Overall, the participants will gain an understanding of basic principles of photography 
and should be able to use this knowledge to produce digital images that suit their 
commercial needs.  

 

PRESENTATION TOPIC 2: Mobile photography: its technology  

This topic deals with the technological aspect of photography in relation to smartphone 
devices. Participants will get to know basic information regarding: the mobile photo 
sensor, its resolution, relative sensor size in relation to the aesthetics of the picture, 
colour theory, types of lenses, shutter and aperture values, use of flash, digital 
photography file types, storage solutions, battery life, transferring your photos to other 
devices. Each element will be connected to real life applications of photography and 
image production, to enable participants to translate technological concepts to their 
specialised photographic needs. 

 

PRESENTATION TOPIC 3: Mobile photography: its technology  

This topic allows the tutor to present a range of accessible and affordable accessories 
that allow a photographer to take better or more specialised images with the use of a 
smartphone. This  includes, but is not limited to: small tripods, holders and other types 
of stabilising equipment, specialised lenses, filters and lighting accessories. The 
demonstration of each available item will allow participants to familiarise themselves 
with their usage and understand the application of each accessory to specific projects. 
Participants will also receive recommendations regarding the availability and price of 
such equipment, in order to evaluate and update their operational budget.  

 

 

 

 

 

 

 

Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: Basic techniques for mobile photography 

The objective of this workshop is to allow participants to practice basic techniques for 
taking good photos. This activity starts with a demonstration of the correct position and 
handling of smartphone devices for photo taking needs (see slides 13-15). Then, 
participants are allowed to practice their technique after giving them specific directions 
on how to photograph a relevant subject, either indoors (product, item) or outdoors. 

SESSION 3: Mobile photography: taking and editing photographs with a smartphone 
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PARTICIPATION ACTIVITY 2: Image editing, adding graphics and titles to your images 

The objective of this workshop is to introduce the most popular image editing 
applications to the participants and trace a methodology for image correction: exposure, 
highlights and shadows, colour balance, contrast etc. Additional apps that allow the 
manipulation of digital images, creation of basic effects and application of digital filters 
will be presented, as well as the most popular platforms for sharing photos online.  

PARTICIPATION ACTIVITY 3: Publishing your photos online 

This activity will enable participants to take, edit and publish photos for purposes of 

MODULE 1      Creating material 

Duration Necessary equipment Procedure 

30 minutes □ One computer 
connected to a projector 
for presentation 
purposes. 

□ A smartphone for each 
participant. 

□ A wireless internet 
connection for installing 
applications. 

□ Start with a short presentation of cross-platform 
(Android and iOS) manual camera applications, 

□ Give 5 minutes to download and install an application 
of their choice that allows them to gain manual 
control of photo parameters. 

□ Present popular applications for digital image 
correction: Snapseed and Instagram. 

□ Demonstrate the correct editing methodology. 

□ Allow 10 minutes for participants to practice the 
methodology presented and edit an image of their 
choice. 

□ Leave 5 minutes for the participants to transfer 
selected images to the computer that is connected to 
the projector (cable transfer, wireless transfer, email 
etc). 

□ Discuss the images produced  and provide feedback. 

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a projector 
for presentation 
purposes. 

□ A smartphone for each 
participant 

□ An indoor or outdoor 
subject to photograph. 

□ Start with a short presentation of the correct 
position and grip of the mobile device, for the 
purposes of taking a photo. 

□ Demonstrate the positive outcome by asking 
participants to take photos casually and then by 
practicing correct position and grip. 

□ Allow participants to practice multiple techniques 
while photographing specific subjects as well as 
subjects of their choice. 

□ Leave 5 min. for the participants to transfer selected 
images to the computer that is connected to the 
projector (cable transfer, wireless transfer, email 
etc). 

□ Discuss the images produced and provide feedback. 
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commercial activity. The tutor can lead a discussion on the impact of digital photography 
on web-based commercial activities. Participants will be asked to provide examples of 
influence and engagement from their personal experience with other commercial brands 
or services. Content creators and publishers will also be made aware of the 
responsibilities involved in using online photo content. Participants will be asked to 
present possible scenarios that require production of a digital photo for commercial 
activities. They will then be asked to produce this content by taking, editing and finally 
publishing their digital photos online.  

 

BIBLIOGRAPHY 

Fischer R. (2018), The mobile photographer: an unofficial guide to using android phones, 
tablets, and apps in a photography workflow. Amherst Media. Available here.  

Jurgenson N. (2019), The social photo: on photography and social media. Verso Books. 
Available here. 

Kolowich L. (2018), Phone photography 101: how to take good pictures with your mobile 
device. Available here. 

Layton R. (2019), How to take better photos with your smartphone thanks to 
computational photography. Available here. 

Leibowitz, D. S. (2013), Mobile digital art: using the iPad and iPhone as creative tools. 
Taylor & Francis. Available here. 

Nield D. (2017), Take better smartphone photos with these simple tips and tricks. 
Available here. 

Verzosa Ch. (2018), Shoot perfect product photography with your smartphone. Available here. 

Duration Necessary equipment Procedure 

30 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A smartphone for each 
participant. 

□ A  wireless internet 
connection for 
purposes of publishing 
images online. 

□ Announce the assignment and proceed with a 5-
minute discussion regarding the positive impact of 
digital photos on online commercial activity. 

□ Ask participants to provide personal examples of this 
influence or positive impact in relation to an online 
product or service. 

□ Use the experiences presented by the participants to 
note any liabilities for digital content creators 
(copyright infringement, personal data protection, 
etc.). 

□ Allow participants to select a scenario of their liking 
that requires the production of digital photographic 
content. 

□ Leave 10 minutes for the participants to take photos, 
proceed to minor image editing and publish them on 
an online platform (publication is not obligatory). 

□ Discuss the entire process and provide feedback. 

SESSION 3: Mobile photography: taking and editing photographs with a smartphone 

https://books.google.com.cy/books?id=DsJuBgAAQBAJ&lpg=PA8&dq=smartphone%20photography&pg=PA8#v=onepage&q=smartphone%20photography&f=false
https://books.google.com.cy/books?id=7FlnDwAAQBAJ&lpg=PP1&dq=smartphone%20photography&pg=PP1#v=onepage&q=smartphone%20photography&f=false
https://blog.hubspot.com/marketing/good-pictures-phone-tips
http://theconversation.com/how-to-take-better-photos-with-your-smartphone-thanks-to-computational-photography-107957
https://books.google.com.cy/books?id=zCCf1C2OWOEC&lpg=PR9&dq=mobile%20videography&pg=PA1#v=onepage&q=mobile%20videography&f=false
https://www.popsci.com/take-better-smartphone-photos/
https://expertphotography.com/smartphone-product-photography/
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SESSION 4 
Mobile filmmaking: how to record and edit short 
movies with a smartphone 

This session is designed to help any novice smartphone user to realise the video 

potential of their smartphone or other mobile device, for the purposes of filming and 

editing good quality videos that can be used for online distribution. It highlights the 

ability of modern mobile devices to be used as video production tools, advantages as 

well as limitations. Participants are guided through basic technological aspects of using 

mobile devices as videographic tools and simple techniques are introduced that allow for 

creation of better and more usable video clips. A set of useful and inexpensive 

accessories for specialised video content are presented and participants are given an 

opportunity to work with them. We focus on the software aspect of mobile videography 

allowing participants to become involved in the ecosystem of video apps available for 

their mobile devices, in order to learn about camera apps that allow for manual control 

of video parameters. Finally, we present equivalent apps for the purposes of video 

correction and explain basic editing methods before publishing your videos on online 

audiovisual platforms. At the end of this session participants will be asked to use all 

previously learned techniques and cost-effective solutions for recording specialised video 

content and to introduce simplified special effects and titles to their moving images.  

• Will gain the technical ability of using 
mobile devices as videographic tools. 

• Will practice specialised techniques for 
the production of video or moving 
images. 

• Will learn basic editing methods that 
lead to the creation of better videos for 
publishing. 

• Operate smartphones as an advanced 
video tool. 

• Demonstrate specialised techniques for 
taking and editing digital video. 

• Illustrate the ability to produce and 
publish digital audiovisual content. 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Structure of 
the Session 

Duration Details Notes Related slides  

Presentation Topic 1 
Smartphones as tools for 
audiovisual production  

20 min Presentation   2-4 

Presentation Topic 2 
Mobile video: its 
technology and 
limitations  

20 min Presentation   5-10 

Participation Activity 1 
Basic techniques for 
mobile video & audio 
recording  

40 min Workshop 

Linked to 

Presentation 

Topics 1 & 2 

11-15 

Presentation Topic 3 
Inexpensive accessories 
for video and audio 
recording  

20 min Presentation   16-18 

Presentation Topic 4 
Specialised camera and 
editing applications  

20 min 
Presentation & 

Discussion 
  19-22 

Participation Activity 2 
Creating special effects 
and inserting titles  

30 min Workshop 

Linked to 

Presentation 

Topics 3 & 4 

23-26 

Participation Activity 3 
Distributing your videos 
on online platforms  

30 min Assignment 
Refers to the 

whole Session 
27-28 

* This Session can be delivered: (a) by an academic with specialisation in photography, audio visual 
production, film studies or television/ media studies, or (b) by a professional with knowledge on 
photography or production of audio visual material, with an added understanding of modern 
technologies and smartphone use, as a tool for video production and editing of audio visual material. 

MODULE 1      Creating material 

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: Smartphones as tools for audiovisual production 

This topic explores the use of modern smartphones as effective video tools. The key 
elements of traditional video cameras will be presented and compared to the 
corresponding elements of a modern smartphone. The main advantages and 
disadvantages of mobile devices as video tools should be discussed, along with the key 
concepts of videography, such as: exposure and its relation to aperture and shutter 
speed, depth of field, ISO sensitivity, as well as framing, lighting, colour and motion. 
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SESSION 4: Mobile filmmaking: how to record and edit short movies with a smartphone 

Participants will gain an understanding of basic videographic principles, and should be 
able to use this knowledge to produce digital audio-visual content that suits their 
commercial needs.  

 

PRESENTATION TOPIC 2: Mobile video: its technology and limitations  

This topic deals with the technological aspect of making videos on smartphone devices. 
Participants should receive basic information about: the mobile sensor, its resolution, 
aspect ratio in relation to the aesthetics of the moving image, OIS (Optical Image 
Stabilisation) and EIS (Electronic Image Stabilisation) technology, colour theory, types of 
lenses, shutter and aperture values, use of lights, digital videography file types, storage 
solutions, battery life, transferring your videos to other devices. Each element will be 
connected to real life applications of audiovisual production, to enable participants to 
translate technological concepts to their specialised videographic needs.  

 

PRESENTATION TOPIC 3: Inexpensive accessories for video and audio recording 

This topic allows the tutor to present a range of accessible and affordable accessories, 
which allow a videographer to record better or more specialised videos with the use of a 
smartphone. It includes, but is not limited to: small tripods, holders and other stabilising 
equipment, specialised lenses and filters, as well as lighting accessories. Demonstration 
of each available item will allow participants to familiarise themselves with their usage 
and understand the usefulness of each accessory for specific projects. Participants 
should also receive recommendations regarding the availability and pricing of such 
equipment, in order to evaluate and update their operational budget.  

 

PRESENTATION TOPIC 4: Specialised camera and editing applications  

This topic examines the standard video camera application for various types of mobile 
devices, in order to highlight the complete set of features that are available to the user, 
including more advanced options that are included in specialised menus. Participants will 
be asked to configure and control the basic elements for video production and proceed 
to optimise their phones’ settings for the needs of different work scenarios. The 
importance of having manual control over the process of recording a video will be 
highlighted, and various open source or free alternatives to the standard application will 
be suggested. Finally, the most popular video editing applications will be presented 
alongside instructions for basic editing, effects and titling.  

 

 

Instructions for the Participation Activities 
 

PARTICIPATION ACTIVITY 1: Basic techniques for mobile video & audio recording 

The objective of this workshop is to allow participants to practice basic techniques for 
filming good video sequences. This activity starts with a demonstration of the correct 
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position and handling of smartphone devices for the needs of video recording (see: slides 
11-15). Then, participants are allowed to practice their technique after being given 
specific instructions on how to film a subject, either indoors (product, item) or outdoors. 

 

PARTICIPATION ACTIVITY 2: Creating special effects and inserting titles 

The objective of this workshop is to introduce the most popular video editing 
applications to the participants and trace a correct methodology for video correction: 
exposure, highlights and shadows, colour, contrast, as well as basic video editing. 
Additional apps that allow for the manipulation of digital videos, creation of basic effects 
and the application of digital filters will be presented, as well as the most popular 
platforms for sharing videos online.  

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation 
purposes. 

□ A smartphone for 
each participant 

□ An indoor or outdoor 
subject for filming. 

□ Start with a short presentation of the correct position 
and grip of the mobile device for the purposes of 
recording a video. 

□ Demonstrate the positive outcome by asking 
participants to take videos casually and then by 
practicing the correct position and grip. 

□ Allow participants to practice multiple techniques while 
filming specific subjects, as well as subjects of their own 
choice. 

□ Leave 5 minutes for the participants to transfer 
selected videos to the computer that is connected to 
the projector (cable transfer, wireless transfer, email, or 
other). 

□ Discuss the videos produced and provide feedback. 

MODULE 1      Creating material 

Duration Necessary equipment Procedure 

30 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A smartphone for each 
participant. 

□ A connection to 
wireless internet for 
downloading various 
apps. 

□ Start with a short presentation of cross-platform 
(Android and iOS) manual video camera applications, 

□ Give participants 5 minutes to download and install an 
app of their choice that allows them to gain manual 
control of videographic parameters. 

□ Present the popular applications for digital video 
editing: Inshot and Instagram. 

□ Demonstrate the correct methodology for visual 
corrections and video editing. 

□ Allow participants 10 minutes to practice the 
presented methodology by editing a short video of 
their choice.feedback. 
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PARTICIPATION ACTIVITY 3: Distributing your videos on online platforms  

This activity will enable participants to film, edit and publish videos for commercial 
purposes. Participants will be asked to present possible scenarios that require 
production of such a digital video. They will then be asked to produce this content, by 
filming, editing and finally publishing their digital videos online.  

 

BIBLIOGRAPHY 

AMC College (2018), Phonetography & Videography, Advanced Micro Systems Sdn BhD. 
Available here. 

Bergstrom M. (2015), The rise of Mobile Videography. Available here. 

Berry M. & Schleser M. (2014), Mobile Media Making in and Age of Smartphones. 
Springer. Available here. 

Duration Necessary equipment Procedure 

30 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A smartphone for each 
participant. 

□ A connection to 
wireless internet for 
video uploading. 

□ Announce the assignment and proceed with a 5-minute 
discussion regarding the positive impact of audiovisual 
content on online commercial activity. 

□ Ask participants to provide personal examples of the 
influence or positive impact of such content with 
reference to an online product of service. 

□ Use the experiences mentioned to highlight any 
liabilities for digital content creators (copyright 
infringement, personal data protection, etc.). 

□ Allow participants to select a scenario of their liking 
that requires the production of audiovisual content. 

□ Leave 10 minutes for participants to record a video, 
make minor edits and upload it to an online platform 
(publication is not obligatory). 

□ Discuss the entire process and provide feedback. 

SESSION 4: Mobile filmmaking: how to record and edit short movies with a smartphone 

Duration Necessary equipment Procedure (cont) 

30 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A smartphone for each 
participant. 

□ A connection to 
wireless internet for 
downloading various 
apps. 

□ Leave 5 minutes for the participants to transfer 
selected videos to the computer that is connected to 
the projector (cable transfer, wireless transfer, email, 
or other). 

□ Discuss the videos produced and provide feedback. 

https://books.google.com.cy/books?id=NOsoDwAAQBAJ&lpg=PA2&dq=mobile%20videography&pg=PA2#v=onepage&q=mobile%20videography&f=false
https://fstoppers.com/film/rise-mobile-videography-71745
https://books.google.com.cy/books?id=-V6HBAAAQBAJ&lpg=PT139&dq=mobile%20videography&pg=PT139#v=onepage&q=mobile%20videography&f=false
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Horrocks S. (2018), The ultimate beginners guide to smartphone filmmaking. Available 
here. 

Leibowitz, D. S. (2013), Mobile Digital Art: using the iPad and iPhone as Creative Tools. 
Taylor & Francis. Available here. 

Maio A. (2019), Rules of shot composition: a definitive guide. Available here. 

Prasad S. (2017), Creative Mobile Media: a complete course. World Scientific Publishing 
Company. Available here. 

Sheppard N. (2019), The iPhone Movies of Steven Soderbergh. Available here.. 

MODULE 1      Creating material 

https://momofilmfest.com/the-ultimate-beginners-guide-to-smartphone-filmmaking/
https://books.google.com.cy/books?id=zCCf1C2OWOEC&lpg=PR9&dq=mobile%20videography&pg=PA1#v=onepage&q=mobile%20videography&f=false
https://www.studiobinder.com/blog/rules-of-shot-composition-in-film/
https://books.google.com.cy/books?id=uEQyDwAAQBAJ&lpg=PA133&dq=mobile%20filming&pg=PA133#v=onepage&q=mobile%20filming&f=false
https://www.smartphonefilmpro.com/the-iphone-movies-of-steven-soderbergh/
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SESSION 4: Mobile filmmaking: how to record and edit short movies with a smartphone 
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MODULE 2 
Entering the web-based economy  

This second Module is the backbone of the seminar on IT Skills in Sharing and Web-based 

Economy. During this Module the participants will actually get into the sharing economy 

and obtain experience with actual hands-on activities. They will be provided with the 

necessary tools to be able to get out in the market and promote their work, products or 

services. More specifically the Module is divided into the four sessions described below: 

□ Session 5: ‘Selecting a sharing platform’ introduces participants to a new marketing 

concept, which is dynamically expanding day to day, i.e. sharing platforms. 

Participants will learn what a sharing platform is, the purpose of sharing platforms 

and how they can take advantage of them. Furthermore, they will get all the 

necessary information to decide which sharing platform is the most suitable for 

advertising, promoting or any other activities related to their specific products or 

services.  

□ Session 6: ‘Create your own web page’ presents ways in which participants can 

create their own professional looking websites with the use of website builders and 

platforms found on the internet. This is a hands-on experience. 

□ Session 7: ‘Customise your web page’ aims to help participants customise their 

website by adding and editing their own content, images or illustrations. In 

addition, the best methods of web content creation are discussed. 

□ Finally, Session 8: ‘Advanced features of website building’ delves further into 

website creation tools and features, to enhance participants’ knowledge and allow 

them to expand their web pages’ potential. Furthermore, during this session 

participants will understand how they can further personalise their web pages and 

make them stand out from the competition. 

SESSION 5: Selecting a sharing platform 
      By Savvas A. Chatzichristofis & Georgios Kyprianou 
 

SESSION 6: Create your own website  
      By Georgios Kyprianou & Zinon Zinonos 
 

SESSION 7: Customise your website 
      By Georgios Kyprianou & Zinon Zinonos 
 

SESSION 8: Advanced features of website building 
 By Georgios Kyprianou & Zinon Zinonos 

Structure of the Module 
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SESSION 5 
Selecting a sharing platform  

This session covers different aspects of the sharing economy by presenting the scope of 

this type of market model and its pros and cons. It also uses hands-on activities to 

familiarise participants with the sharing economy, such as posting a listing in actual 

sharing platforms.   

Sharing platforms are online goods or service providing platforms, where owners sell or 

rent access or license to use assets to customers. This kind of market model provides 

several benefits to both the owners and consumers, compared to the traditional models 

of selling or consuming goods and services. In a modern world with a rapidly growing 

economy, ever-diminishing resources, decreasing incomes and skyrocketing prices, a 

sharing economy seems like the way to go. It is a market model of community exchange, 

typically made possible by an online platform. One of the key characteristics of this kind 

of revenue model is that the usual period of usage of the asset is short. Τhis marketing 

model seems set to overtake the traditional ones and in order for both owners and 

consumers to be able to take advantage of it, it is essential to understand how to use 

these platforms properly and also to understand not only the benefits, but also the 

possible drawbacks for the community as a whole. 

The hands-on activities are designed to help the educator ensure that participants have 

grasped and are able to implement the aforementioned key concepts 

• Will acquire the necessary knowledge to 
distinguish among several options of 
sharing platforms the best one to use. 

• Will be able to identify the pros and 
cons of each platform and to which 
cases each one is most applicable to be 
used to. 

• Will be able to identify pros and cons of 
different sharing platforms. 

• Demonstrate an understanding of the 
way sharing platforms operate. 

• Summarise the pros and cons of sharing 
economy platforms. 

• Choose the correct sharing economy 
platform for their needs. 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Structure of 
the Session 

Duration Details Notes Related slides  

Participation Activity 1 
What is a sharing 
platform?  

10 min Discussion Introduction 2 

Participation Activity 1 
What is a sharing 
platform and why use 
one?  

25 min Presentation   3-7 

Presentation Topic 2 
Advantages of sharing 
platforms  

25 min Presentation   8 

Participation Activity 2 
Creating a listing on an 
accommodation 
platform  

40 min Workshop 

Linked to 

Presentation 

Topics 1 & 2 

9-12 

Presentation Topic 3 
Disadvantages of sharing 
platforms  

25 min Presentation   13 

Participation Activity 3 
Provide feedback on the 
listings added by others  

40 min Workshop 

Linked to 

Presentation Topic 

1 - 3 

14 

Participation Activity 4 
Recap of the session  

15 min Discussion 
Refers to the 

whole Session 
15 

* This Session can be delivered by a scientist with knowledge of the concepts of sharing economy, 
economics planning, and marketing. It can also be delivered by scientists with knowledge and 
experience in the field of sharing platforms.  

MODULE 2      Entering the web-based economy  

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: What is a sharing platform and why use one?  

Sharing platforms are online service providing platforms, where assets not fully utilised 
by their owners are made available for sale, rent or provisional access or use to various 
customers. The maintenance and good quality of these services or products are the 
responsibility of the owners who provide them. One of the key characteristics of this kind 
of revenue model is that the usual period of usage of the asset is short. Typical examples 
of such a model are short term accommodation renting, tools and equipment sharing, 
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SESSION 5: Selecting a sharing platform  

vehicle ride sharing or expert advice. All this is made possible by modern technological 
advances such as the internet. Practically all forms of the sharing economy use the 
Internet to connect suppliers with consumers; whether they are renting a house through 
a sharing platform or trying to find a place to house their pets.  

Well known examples of sharing platforms are Uber, Airnbnb, Booking.com, HomeAway, 
TripAdvisor, ZipCar, and Peerby. To understand their usefulness, just imagine a scenario 
where you are in an unfamiliar place and need a roof and a bed for the night and then 
leave for new adventures in the morning. The most obvious solution is a hotel or motel. 
However, nowadays you can easily find people who are willing to share all the comforts 
of their homes at a lower price than a single hotel room. On the other hand, do you own 
goods lying around gathering dust, things you only rarely use? Then you can make a 
profit from them by lending them on a short-term basis or even selling them to others 
who need them. Even sharing your expertise on a specific subject can help you make a 
profit through sharing platforms.          

It is clear that there are many ways in which people can make a profit or minimise their 
costs through the sharing economy. Following this topic, participants should understand 
the usefulness of sharing platforms and when they might be able to take advantage of 
them, either as consumers or as service (or goods) providers.  

 

PRESENTATION TOPIC 2: Advantages of sharing platforms  

Even though the terms ‘Sharing Economy’ and ‘Collaborative Consumption’ have existed 
for some decades, it was not until fairly recently (the mid '90s) that they really gained 
attention and popularity. Since then, they have been used in several sectors, from 
transport to consumption of goods. However, the importance and benefits of this market 
model have only been fully understood by consumers in the recent years of ever-
increasing prices. In order to make these benefits clear to all participants in the seminar, 
this topic presents the main advantages of sharing economy platforms.  

 

PRESENTATION TOPIC 3: Disadvantages of sharing platforms  

While the previous topic presents multiple benefits of sharing platforms, this topic 
focuses on their disadvantages. Participants are guided through the drawbacks, in order 
to understand the risks and challenges of the sharing economy for both consumers and 
providers of goods and services, as well as the community in general. Privacy and safety 
concerns, market distortions and guarantee policies are some of the concepts that 
should be discussed and analysed in this topic. A typical example of such disadvantages is 
when sharing goods or services with others means giving up some of your privacy.   
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Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: What is a sharing platform?  

The objective of this activity is to introduce sharing economy platforms to the 
participants in the seminar. With the help of the suggested questions, the educator may 
open a discussion about the concept of the sharing economy. Using these questions the 
educator may gauge the participants’ knowledge and awareness of this topic, and this 
should give him/ her the opportunity to start the session on sharing economy platforms.  

 

PARTICIPATION ACTIVITY 2: Creating a listing on an accommodation platform  

The objective of this activity is to help participants understand how sharing platforms are 
used and how they can help promote listings of apartments or houses. In particular, the 
participants should do some research of similar listings and then discuss possible 

Duration Necessary equipment Procedure 

10 minutes □ One computer 
connecting to 
projector for 
presentation purposes. 

□ Ask the participants the questions on slide 3. 

□ Based on their answers, discuss various possible 
applications of sharing platforms to everyday life. 

Questions: 

□ What do you believe is the easiest and cheapest way 
to find overnight accommodation in a foreign place 
Through this question the educator can open a 
discussion on sharing platforms, as the most likely 
responses from participants will be: motels, hostels or 
even camping.  

□ What do you believe is the cheapest way to move 
around in an unfamiliar city, without knowing your 
current location? 
As with the previous question, the educator should 
listen to the answers. Again, one might expect answers 
such as “call a taxi”, “take the bus” or “ask a passer 
by”. The educator, however, should use the 
opportunity to proceed to the third question that will 
introduce participants to the different applications of 
the sharing economy in the digital age.  

□ What do you know about sharing platforms 
Considering all the answers given to the previous 
questions, the educator will provide possible solutions 
to the problems mentioned. Airbnb, Booking, Uber or 
any other applicable sharing platform should be 
introduced here before being further discussed 
throughout the rest of the session.  

MODULE 2      Entering the web-based economy  
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improvements to their own listing to make it more appealing to potential “customers”.  

 

PARTICIPATION ACTIVITY 3: Provide feedback on the listings added by others  

Continuing from the previous activity, the educator will assign each team of participants 
the listings of two of the other teams in the class. Each team must visit the listings 
assigned to them and provide feedback. The objective of this activity is to help 
participants understand the usefulness of these exchange platforms and how they can 
help advertise and derive benefit from their possessions. The feedback given from other 
teams’ members will give them the opportunity to identify possible additions or 
corrections that will make their listings stand out from the competition.  

SESSION 5: Selecting a sharing platform  

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A computer for each 
participant group. 

□ Announce the exercise (use slide 14). 

□ Initiate a 5-minute discussion within teams about the 
scenario given. 

□ Working in teams the participants need to provide 
feedback for each of the two classmates’ listings they 
have been assigned, including: 

i. The listings’ content. 

ii. Photos added. 

iii. Details provided. 

iv. Available amenities. 

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation 
purposes. 

□ A computer for each 
participant group. 

□ Present and thoroughly discuss successful posts and 
listings of accommodations (use slides 9-11). 

□ Announce the exercise and create teams of 2 to 3 
persons (use slide 12). 

□ Initiate a 5-minute discussion within teams about the 
scenario given. 

□ Working within teams the participants need to: 

i. Do some research and keep notes on similar 
listings. 

ii. Determine the structure and then the content of 
the listing (e.g. 150 words of text). 

iii. Find out the process of adding such a listing. 

iv. Identify different opportunities other platforms 
might provide and compile a list of platforms 
suitable for the given scenario. 

v. Create your own listing.  

□ Discuss the answers. 
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PARTICIPATION ACTIVITY 4: Recap of the session  

This is where the educator should discretely test the participants’ understanding of the 
topics presented throughout the session. The same questions asked at the beginning of 
the session (when the participants were not yet as familiar with the subject) might be 
asked again, only this time participants will be asked to provide their own understanding 
and the most applicable answers based on the learning outcomes, in an open class 
discussion. 

 

BIBLIOGRAPHY 

CHAFEA (2017), Exploratory study of consumer issues in online peer-to-peer platform 
markets. Final Report. Available here.  

Cox L. (2019), 6 technologies enabling sharing economy businesses. Available here.  

European Commission (2016), Communication from the Commission to the European 
Parliament, the Council, the European Economic and Social Committee and the 
Committee of the Regions: A European Agenda for the Collaborative Economy. 
Available here.  

De Rivera J., Gordo Á., Cassidy P. & Apesteguía A. (2017), A netnographic study of P2P 
collaborative consumption platforms’ user interface and design. Environmental 
Innovation and Societal Transitions, 23, 11-27. Available here.  

Guesty Marketing Team (2015), What do the most successful Airbnb’s have in common? 
Available here.  

Marr B. (2016), The sharing economy: what It Is, examples, and how big data, platforms 
and algorithms fuel it. Available here.  

Duration Necessary 

equipment 

Procedure 

15 minutes □ One computer 
connected to a 
projector for 
presentation 
purposes. 

□ Ask the participants the questions on slide 15. 

□ The educator uses the same questions he/ she began 
the session with to test the information learned by the 
participants throughout the current session. 

MODULE 2      Entering the web-based economy  

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A computer for each 
participant group. 

v. Proximity to points of interest. 

vi. Possible additions or corrections. 

vii. Different opportunities other platforms might 
provide. 

□ Discuss the answers. 

https://ec.europa.eu/newsroom/just/item-detail.cfm?item_id=77704
https://disruptionhub.com/6-technologies-enabling-sharing-economy-businesses/
http://www.eesc.europa.eu/resources/docs/com2016-356-final.pdf
https://daneshyari.com/article/preview/6464243.pdf
https://www.guesty.com/blog/what-do-the-most-successful-airbnbs-have-in-common/
https://www.forbes.com/sites/bernardmarr/2016/10/21/the-sharing-economy-what-it-is-examples-and-how-big-data-platforms-and-algorithms-fuel/#2f3c8b327c5a


 65 

 

 

NOTES  

 

 

 

 

 

 

 

 

 

 

 

 

SESSION 5: Selecting a sharing platform  

Neuburger H. (2019), The ever-growing sharing economy: pros and cons. Available here.  

Penn J. & Wihbey J. (2016), Uber, Airbnb and consequences of the sharing economy: 
research roundup. Available here.  

Shareable (2019), 11 platform cooperatives creating a real sharing economy. Available 
here. a 

Smith A. (2016), Shared, Collaborative and On Demand: The New Digital Economy. 
Available here.  

Stanoevska-Slabeva K., Lenz-Kesekamp V. and Suter V. (2017), Platforms and the sharing 
economy: an analysis. Available here.  

Techopedia (2019), What does platform mean? Available here.  

UnitedBank (2018), The sharing economy: pros, cons, and why it’s here to stay. Available 
here.  

Van Welsum D. (2016), Sharing is caring? Not quite. Some observations about ‘the 
sharing economy’. Available here.  

https://www.eu-startups.com/2019/02/the-ever-growing-sharing-economy-pros-and-cons/
https://journalistsresource.org/studies/economics/business/airbnb-lyft-uber-bike-share-sharing-economy-research-roundup/
https://www.smartcitiesdive.com/ex/sustainablecitiescollective/11-platform-cooperatives-creating-real-sharing-economy/1194348/
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The beginning of the Web as a publicly available service on the Internet 
arrived on August 6, 1991, when Berners-Lee published the first-ever 

website. Fittingly, the site was about the World Wide Web project, 
describing the Web and how to use it. Hosted at CERN on Berners-Lee’s 

NeXT computer. You can still access the depicted webpage at: http://
info.cern.ch/hypertext/WWW/TheProject.html  
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SESSION 6 
Create your own website 

Today a website is a necessary tool for businesses in order to have a presence in the 

digital world and expand their service boundaries. But websites are not only for business 

purposes but also for individuals willing to express their thoughts or present their 

hobbies and interests to the public. Building and managing a website used to be an 

expensive job, which required experience in both coding and programming, as well as 

design. However, nowadays, with the advent of online platforms that provide website 

building options, this task has become quite easy, even for the most inexperienced user. 

Website templates provide everyone with the means and assistance to build a website, 

with proper design and the necessary features for each intended use. These templates 

are ready made designs that demonstrate a complete structure and arrangement. 

Website builders provide a wide range of templates to choose from, allowing the 

creation of a suitable website for every case, without spending extra money on 

developers and professionals. This way you can be in control of your data and you can 

update your website’s content whenever necessary, without worrying about exceeding 

your budget. 

With the above in mind, this session kicks off with an introduction to the key concepts of 

the Web that are necessary to understand how online transactions and key online 

services work and what function they fulfil, as well as the protocols necessary for 

communication over the internet. Thereafter, participants will be given hands-on 

experience in website building, using the templates available through an online website 

• Will gain essential knowledge and learn 
key concepts about the internet and 
website design. 

• Will be able to build a professional 
quality website with free online tools. 

• Will be able to manage their website 
and add advanced features to it. 

• Choose the correct template for their 
website 

• Design and implement their own 
webpage 

• Demonstrate an understanding of key 
concepts of the Web 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Structure of 
the Session Duration Details Notes 

 
Related slides  

Participation Activity 1 
Key concepts of the Web  

10 min Discussion 

Linked to 

Presentation 

Topics 1-2 

2 

Participation Activity 1 
Key concepts of the Web  

20 min Presentation   3-11 

Presentation Topic 2 
Website templates  

20 min Presentation   12-20 

Participation Activity 2 
Choose website 
templates  

50 min Exercise 

Linked to 

Presentation Topic 

2 

21 

Presentation Topic 3 
Create your own website  

20 min Presentation   22-25 

Participation Activity 3 
Create a website  

45 min Exercise 

Linked to 

Presentation Topic 

3 

26 

Participation Activity 4 
Recap of the session  

15 min Discussion 
Refers to the 

whole Session 
27 

* This Session can be delivered by a computer scientist, software developer or website designer. 

MODULE 2      Entering the web-based economy  

 

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: Key concepts of the Web 

In order for a potential website developer to create and manage their website, they first 
need to be familiar with some key concepts regarding the internet, online services and 
the general features of websites. For example, two basic concepts that people often 
conflate, even though they are different things, are the internet itself and the World 
Wide Web. It is crucial that the educator clarify such misconceptions.  

 

PRESENTATION TOPIC 2: Website templates  

Building a website may seem an intimidating task, especially for someone who has never 
done it before. You might feel the need to start a blog to express your thoughts on a 
topic or perhaps you are looking to start a business selling products or services and need 
to expand your presence in the online market. But where do you start? How should your 
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website look? How will you make it accessible to users? Are there any features that 
might be good to include to make your website more appealing? Online website building 
tools that use templates are the answer. Contrary to the traditional way of paying for the 
ownership of a website and for the services of a developer, online website building 
services allow for  similar results at a much lower cost. In addition, you keep full control 
of the appearance and content of your website, since you do not rely on a web 
developer, but also manage all of your website costs (web hosting, domain name, 
additional features, etc.) from a single point.  

 

PRESENTATION TOPIC 3: Create your own website 

Now it’s time to start building your own website, using templates and a  combination of 
online website building services. Such services allow website building through the use of 
a proprietary browser interface. These allow the addition or managing of site elements 
with simple drag and drop commands. Since all of these technical features of web design 
are automated, the user need neither understand them nor learn a single line of code. 
Instead they can simply select templates (often also called themes) and then customise 
them to meet their needs. From a huge variety of available templates, the user can pick 
their template of choice and replace the template’s generic content with their own 
images, texts and logos.   

 

 

Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: Key concepts of the Web  

The objective of this activity is to introduce participants to key concepts of the Web. 
Using the questions below, the educator may test the participants’ knowledge and 
awareness of certain key concepts, and open a discussion on the theory of the Web.  

Duration Necessary equipment Procedure 

10 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ Ask the participants the questions on slide 2. 

□ Based on their answers, discuss these key concepts 
or any common misconceptions.  

□ Questions: 

□ Many people believe that the Internet and the 
World Wide Web are the same thing. Do you agree 
with this point of view? 
The internet is a global network of networks, along 
with the tools that combine to make this network 
possible. The World Wide Web, on the other hand, is 
a specific service of the internet (like Email, FTP, 
VoIP, IM, etc.). The WWW is a huge database of 
interconnected websites. 
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PARTICIPATION ACTIVITY 2: Choose website templates 

This activity is about selecting the proper website template/ theme for given scenarios. 
For this activity the participants will use the Weebly platform. Ideally, all participants 
should have their own PC/ laptop, but they can work in pairs to complete it.  

Exercise:  

Go to the following link: http://www.weebly.com/themes 

You are given four different scenarios to create a website. Select the most applicable 
template for each scenario and explain why it is more appropriate than the other 

Duration Necessary 

equipment 

Procedure 

50 minutes □ One computer 
connected to a 
projector for 
presentation 
purposes. 

□ At least one 
computer for each 
participant group. 

□ Announce the exercise (use slide 21). 

□ Initiate a 5-minute discussion within teams about the 
exercise. 

□ Working in teams the participants need to complete 
the exercise. 

□ Discuss their experience and findings. 

Duration Necessary equipment Procedure 

45 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ At least one computer 
for each participant 

□ Announce the exercise (use slide 26). 

□ Initiate a 5-minute discussion within teams about the 
exercise. 

□ Working in teams the participants need to complete 
the exercise. 

□ Discuss their experience. 

MODULE 2      Entering the web-based economy  

Duration Necessary equipment Procedure (cont.) 

10 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ What is the difference between a website and a web 
page? 
A web page is a type of document of the WWW. It 
may contain text, images, video or hyperlinks to 
other web pages. Many connected web pages 
comprise a website and all the web pages of the 
website are under the same domain name (e.g. 
example.com). All the web pages are interconnected 
and the user can be directed from one to another 
using hyperlinks found in text or images within each 
web page. 

□ What is a URL? What does it consist of? 
Every web page has its own unique web address – 
called Uniform Resource Locator (URL). URLs consist 
of the following structure:  

□ Protocol used 

□ www, indicating it uses the specific service of 
the internet. 

□ Domain name 

□ Domain extension, which usually defines the 
type of the organisation the specific website 
belongs to. 

□ For example: http://www.example.com 
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available options. 

Scenarios: 

□ A pet shop. 

□ A hair salon. 

□ A personal photography blog for a freediver. 

□ An online cosmetics store. 

 

PARTICIPATION ACTIVITY 3: Create a website  

This activity is about creating a website, using the website builder of an online platform. 
For this activity the participants will use the Weebly platform. Ideally, all participants 
should have their own PC/ laptop, but they can work in pairs to complete it.  

Exercise:  

1. Open a web browser and go to the website https://www.weebly.com. 

2. Register your group on Weebly. 

3. Select the Portfolio type of website and select your template of choice. 

4. Select a free domain name. 

5. Explore the following menus and note some of their functionalities: (a) Build, (b) 
Pages, (c) Theme, (d) Settings. 

6. Set the name of your website to “Gaming”. 

7. Using the relevant menu, change the view of your website to Mobile. 

8. Change back to Desktop view. 

9. Which are the web pages that your website consists of? Go to one of them using 
the navigation buttons. 

10. What is the purpose of the Publish button? 

11. Publish your website. 

12. Log out from your account. 

 

PARTICIPATION ACTIVITY 4: Recap of the session  

This is where the educator should discretely test the participants’ understanding of the 
topics presented throughout the session. The same questions asked at the beginning of 

SESSION 6: Create your own website 

Duration Necessary equipment Procedure 

15 minutes □ One computer 
connected to a 
projector for 
presentation 
purposes. 

□ Ask the participants the questions on slide 27. 

□ Using the same questions that were asked at the 
beginning, the educator should try to test the 
information learned by the participants throughout the 
session. 
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the session (when the participants were not yet as familiar with the subject) might be 
asked again, only this time participants will be asked to provide their own understanding 
and the most applicable answers based on the learning outcomes, in an open class 
discussion. 

Questions: 

□ What is the best way to start building your website?  

□ How do you choose the best template? 

Using the questions above, the educator will close the session by summarising what was 
taught throughout the session with an open conversation where the key points will be 
discussed.    

 

 

BIBLIOGRAPHY 
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Wood K. (2019), What is a domain extension?. Available here.  

Wong C. (2019), 3 simple criteria to help you choose your website template design . 
Available here.  

MODULE 2      Entering the web-based economy  

Duration Necessary equipment Procedure 

15 minutes □ One computer con-

nected to a projec-

tor for presentation 

purposes. 

□ Ask the participants the questions on slide 27. 

□ Using the same questions that were asked at the be-

ginning, the educator should try to test the infor-

mation learned by the participants throughout the 

session. 

https://www.studytonight.com/post/do-you-remember-the-basic-internet-concepts
https://business.tutsplus.com/articles/how-to-choose-a-website-template-whats-best-for-your-site--cms-26692
https://coder-coder.com/layout-design-website/
https://www.webbuildersguide.com/website-builder-articles/10-easy-simple-website-builders/
https://websitesetup.org/
https://websitesetup.org/website-builders/
https://www.tutorialspoint.com/web_developers_guide/web_basic_concepts.htm
https://www.websitebuilderexpert.com/building-websites/
https://www.hostgator.com/blog/what-is-domain-extension/
https://www.websitebuilderexpert.com/designing-websites/criteria-to-choosing-website-template-design/
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The web: main concepts (© Pixabay).  

SESSION 6: Create your own website 

https://pixabay.com/illustrations/web-tree-web-design-html-browser-845799/
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SESSION 7 
Customise your website  

In the previous session the trainees were instructed how to select the online platform 

that they would use for building their website. An account has already been created by 

the participants, and they also chose a domain name, or used one of the free ones 

provided by the platform. Now it is time to customise their website and really make it 

their own. This session will help them add and edit their own texts, images and 

illustrations. 

Since they are using a readymade template from a popular website building platform, it 

is highly probable that other sites have used the same templates and are therefore quite 

similar in appearance. Therefore, they will need to make some customisations within the 

environment of the specific website builder. During this session the educator will present 

the most effective ways to alter a readymade template and make it look unique, so that 

it might stand out from the crowd of similar websites, even if they have used the same 

template. Customising a website has to do with having multiple web pages in your site, 

reformatting the buttons, adding or deleting elements (menus and web forms), and 

editing images or colours in the template.  

Besides providing hands-on experience in website customisation, this session will also 

discuss and emphasise the importance of creating quality content in order to distinguish 

your site from other similar ones and attract the interest of the viewer.    

• Build a professional website with free 
online tools. 

• Customise templates and the content of 
their website. 

• Manage their website and add 
advanced features to it. 

• Select and modify website templates. 

• Organise the content of the website. 

• Apply best practices for creating website 
content. 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Structure of 
the Session Duration Details Notes 

 
Related slides  

Participation Activity 1 
Challenges in website 
design  

10 min Discussion Introduction 2 

Presentation Topic 2 
Customise your website  

30 min Presentation   3-10 

Participation Activity 2 
Customise your website  

50 min Exercise 

Linked to 

Presentation Topic 

1 

11-12 

Presentation Topic 3 
Writing web content  

30 min Presentation   13-16 

Participation Activity 3 
Finalising your own 
website  

45 min Exercise 

Linked to 

Presentation Topic 

2 

17-18 

Participation Activity 4 
Recap of the session  

15 min Discussion 
Refers to the 

whole session 
19 

* This Session can be delivered by a computer scientist, software developer or website designer. 

MODULE 2      Entering the web-based economy  

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: Customise your website  

Trainees have already started building their website using an online web building 
platform. Now it is time to customise it and really make it their own. This is where they 
will learn to add and edit their own texts, images and illustrations. 

In this topic, participants will go through the basic process of using a website building 
platform (in this case, Weebly) to customise their website. They will be instructed how to 
add and edit text boxes, how to adjust background colours and images to the content of 
the page, and how to insert media elements like titles, slideshows, videos or galleries. 
Participants will also be taught how to add or delete web pages, how to modify colour 
schemes and how to delete additional web pages. Adding a webstore to an existing 
website will also be taught, as this too can be done through the web building platform 
originally used, without having to consult a web designer. 

Last but not least, the educator must stress that when creating a new web page,it must 
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follow the layout of the rest of the website, while supporting the individual elements 
necessary for each page. Blog pages for example require specific content and elements, 
while pages presenting products require a slightly different approach. Following these 
guidelines will guarantee a smooth transition between pages. 

 

PRESENTATION TOPIC 2: Writing web content  

Content is king when it comes to the marketing and promotion of a website. Although a 
website is only a company’s representation on the web, if its content is clumsy, 
haphazard or confusing, visitors will associate this with the company itself. On the 
contrary, carefully written textual content will encourage visitors to trust the site, and by 
extension the company. Thus, the objective of this topic is to inform participants about 
the challenges of writing texts for websites. In specific, the educator should present the 
‘rules’ (more like tips) that one should follow when writing texts for websites. For 
example, long, exhaustively detailed texts, added by people who think that writing an 
essay is the same thing as writing for a website, can be a nightmare for visitors and 
therefore for the owner of the website as well. If, instead, the same information was 
provided in a methodical, concise and comprehensive way, it would probably attract 
more visitors. Even the best web writing professionals may lose focus and consequently 
their readers’ interest, if they do not follow common rules for updating web content.  

In this context, the educator should also stress that in the ever-expanding   digital 
universe of the internet, fifty-five percent (55%) of visitors to a website spends no more 
than fifteen seconds there before leaving (Haile 2014). Therefore, in order to attract 
attention and beat these statistics, you will need to be very careful with the creation of 
your website’s content. Last but not least, the educator should present common 
mistakes and trip hazards.  

 

 

 

Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: Challenges in website design  

The objective of this activity is to introduce participants to the challenges associated with 
the design of a website. Using the questions below, the educator may examine 
participants’ understanding of these challenges and initiate a relevant discussion.  

Duration Necessary equipment Procedure 

10 minutes □ One computer connect-
ed to a projector for 
presentation purposes. 

□ Ask the participants the questions on slide 2. 

□ Based on their answers, start a general discussion 
on the challenges of website design. 
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Questions:  

    1.    You have just started creating your website. What are the essential  elements to 
make it more attractive to visitors? 

This question is quite general, since the elements to include in a website clearly depend 
on the scope of the website. However, the aim of the question is to kick off the session. 
Different types of websites (e.g. blog, web store, portfolio, etc) require different 
elements. Generally, text boxes, slideshows, background images and titles are some of 
the elements that might be added to a website.    

    2.    Adding text content to your website is an easy task. What are your thoughts on this 
statement? 

Adding text content to a website is not an easy task. This is because a website represents 
the company on the web and sloppy or confusing content will reflect on the image of the 
company. Instead, with proper writing the company will earn trust and attention from 
the visitors of the website.   

 

PARTICIPATION ACTIVITY 2: Customise your website  

The objective of this activity is to help participants experiment with the creation of a 
website and identify the best possible option for its appearance. They should work in 
teams and each team needs to discuss and determine what actions to take regarding 
their website.  

Exercise:  

1. Open a web browser and goto the website https://www.weebly.com. 

2. Log in to your account.  

3. Select the “Gaming” website and then choose to “Edit Site”. On the home page 
choose the header type “Splash”. 

4. Change the background image of the home page. You may use one of the images 
provided by the platform or select one of your choice from the internet. 

5. Delete all the web pages of your website, except for  the “Home Page” and the 
second one. 

6. Change the name of the second page to “About Us” and remove the header (No 
Header). 

Duration Necessary equipment Procedure 

50 minutes □ One computer connect-
ed to a projector for 
presentation purposes. 

□ Computers for each 
participant group (or or 
every individual). 

□ Announce the exercise (use slide 11-12). 

□ Initiate a 5-minute discussion within teams about 
the exercise. 

□ Working in teams the participants need to com-
plete the exercise given. 

MODULE 2      Entering the web-based economy  
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7. If the web page “About Us” has more than one section, remove them so that 
there is only one left. 

8. Add a web page to your website and name it “Games”. If there is a header, 
remove it (No Header).  

9. Add or remove sections so that the web page “Games” has only three sections. 
Publish the website.  

10. Add a web page with the name “Contact Us”. If there is a header, remove it and 
make sure there are two sections.  

11. Change the background in all sections of your website, trying to give the best 
possible appearance. You may use pictures from the internet.  

12. Publish the website. 

 

PARTICIPATION ACTIVITY 3: Finalising your own website 

The objective of this activity is to let the participants make their own decisions about 
their own website. In particular, the participants should build a website using the tools of 
the online service Weebly. They will have to choose among the following subjects (or 
one of their own preference): (a) a website for your family business, (b) a personal 
website, (c) a technology website, or (d) a gossip website. 

Design: They can choose the website name, the domain name and the template for their 
website. They will have to consider which template is most suitable to their site's 
purpose.  

Web pages: Each website should contain at least three web pages: (a) Pick a header type 
of their choice. (b)  Pick their background of choice for each web page. They may use 
pictures and colours as a background as well. 

Content: The content of the website must be consistent with its purpose. 

 

PARTICIPATION ACTIVITY 4: Recap of the session  

This is where the educator should discretely test the participants’ understanding of the 

Duration Necessary equip-

ment 

Procedure 

45 min. □ One computer con-
nected to a projector 
for presentation 
purposes. 

□ A computer for each 
participant group (or 
every individual). 

□ Announce the exercise (use slide 17-18). 

□ Initiate a 5-min. discussion within teams about the exer-
cise. 

□ Working in teams the participants need to complete the 
exercise they were given. 

□ At the end of the activity, they should present their work 

SESSION 7: Customise your website 
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topics presented throughout the session. The same questions asked at the beginning of 
the session (when the participants were not yet as familiar with the subject) might be 
asked again, only this time participants will be asked to provide their own understanding 
and the most applicable answers based on the learning outcomes, in an open class 
discussion.  
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Duration Necessary equipment Procedure 

15 minutes □ One computer connect-
ed to a projector for 
presentation purposes.  

□ Ask the participants the questions on slide 19. 

□ The educator uses the same questions he/ she 
began the session with to test the information 
learned by the participants throughout the current 
session. 

https://www.websitebuilderexpert.com/website-builders/weebly/how-to-use-weebly/
https://www.bitcatcha.com/blog/website-content-writing-guide/
https://www.websitebuilderexpert.com/building-websites/writing-for-the-web/
https://time.com/12933/what-you-think-you-know-about-the-web-is-wrong/
https://www.enchantingmarketing.com/writing-for-the-web-vs-print
https://www.npgroup.net/blog/7-tips-for-creating-a-more-user-friendly-website/
https://www.jimdo.com/blog/11-golden-rules-of-writing-website-content/
https://www.nngroup.com/articles/information-scent/
https://colibriwp.com/blog/website-layout-design-ideas/
https://www.weebly.com/app/help/us/en/sections/content
https://www.wix.com/blog/2013/04/how-to-create-your-own-website
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SESSION 8 
Advanced features of website building 

Participants have just learned how to create their own website with no professional 

guidance or paying large sums of money. They know how to customise their website to 

fit their own style and needs. They have also learned how to publish their website to 

make it available to their customers. Now is the right time to promote it and customise it 

even further.  

The advanced features that can be added to a website are not only necessary to boost 

the website's online presence, but also to differentiate any company or organisation 

from similar ones. For example, a logo will reveal an organisation’s identity, strengthen 

its brand image and broadcast the company’s motto to all current and potential 

customers, and is therefore one of the first things to develop when creating and 

launching a business. Going even further, in order to attract more visitors and establish 

the online presence, participants need to plan their marketing strategies. A good Search 

Engine Optimisation can effectively ensure that a larger percentage of website visitors 

come from organic traffic, with the extra benefit of being free. 

In this context, the first objective of this session is make participants understand the 

necessity of using a logo and SEO techniques in the promotion of a website. A second 

objective is to teach the participants how to do it, always with the assistance of online 

web builder platforms. It is highly recommended that the educator will provide as much 

practical experience as possible to the participants of this session, in relation to these 

two advanced tasks.  

• Build a professional looking logo using 
free online tools. 

• Use basic SEO techniques to promote 
their website. 

• Manage their website and add more 
advanced features to it. 

• Understand the necessity of using SEO 
techniques. 

• Create professional looking logos using 
free online tools. 

• Apply best practices for website 
content. 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Structure of 
the Session Duration Details Notes 

 
Related slides  

Participation Activity 1 
Introduction to advanced 
features of website 
building  

10 min Discussion 

Linked to 

Presentation 

Topics 1-2 

2 

Presentation Topic 1 
Make your own logo  

30 min Presentation 

Linked to 

Presentation 

Topics 1 

3-7 

Participation Activity 2 
Create your own logo  

50 min Exercise 

Linked to 

Presentation 

Topics 1 

8 

Presentation Topic 2 
Search Engine 
Optimisation (SEO)  

30 min Presentation 

Linked to 

Presentation 

Topics 2 

9-15 

Participation Activity 3 
Add SEO settings to your 
website  

45 min Exercise 

Linked to 

Presentation Topic 

2 

16 

Participation Activity 4 
Recap of the session  

15 min Discussion 
Refers to the 

whole Session 
17 

* This Session can be delivered by a computer scientist, software developer or website designer. 

MODULE 2      Entering the web-based economy  

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: Make your own logo 

During this presentation, the educator will give an introduction to basics in logo making 
and then present the Wix Logo Maker, which the participants will then use to create a 
professional looking logo for an imaginary company. The educator will initiate by 
stressing the importance of logo-making to the visibility of a website and the branding of 
a company. A company’s logo is its visual mark of reference and identification and this is 
what will broadcast the company’s motto to all current and potential customers. With 
this in mind, the educator should stress that the logo produced should not look 
amateurish, but inspire professionalism. What most people usually do is to turn to a 
professional, something that inevitably leads to an additional financial burden that can 
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be difficult to handle for a company that is just starting up. However, online web builder 
platforms give the option of creating a logo without professional help, extra costs or 
prior knowledge. Numerous online platforms provide this option and, just by answering a 
couple of questions and defining the company’s activities, users are offered a variety of 
choices that can then be edited to suit their needs, resulting in a professional looking 
logo to represent their company's brand.  

 

PRESENTATION TOPIC 2: Search Engine Optimisation (SEO)  

At this point, participants have already created their website and have customised it based on their 
needs. They have already added the necessary content and are now ready to welcome the first 
website visitors. But how will the potential visitors know of the website’s existence? How will the 
website be promoted? Usually the answer is that “Google will bring them to me”. Not necessarily 
though. Any search engine will probably occasionally direct some traffic to a website on its index, 
but that depends on what questions users ask that search engine and how the specific site 
corresponds to the search terms of those questions. 

With reference to the above limitation, the educator will introduce trainees to the concept of 
Search Engine Optimisation (SEO). SEO is the method of increasing a website’s visibility to users of 
a search engine, in order to ensure higher quantity and quality traffic, as well as more organic 
traffic. Increasing organic traffic is good for the company's finances (it decreases the need for paid 
advertisements), while bringing in visitors that are more likely to be genuinely interested in the 
site, and therefore more likely to become customers. In particular, the educator should elaborate 

on the basics of SEO and thoroughly explain how search engines work, what people usually 
search for, the keywords used in search engines and the way search engines present 
their results, resulting in a website ranking higher or lower in search engine results pages 
(SERPs). Last but not least, the educator should demonstrate the sound application of 
SEO techniques to a case study website, for example one already developed by the 
participants in a previous activity. 

 

 

 

Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: Introduction to advanced features of website building 

The objective of this activity is to introduce the participants to advanced features of website 
building, such as logo-making and Search Engine Optimisation. Using the questions below, the 
educator may test the participants’ awareness of these concepts and initiate a relevant discussion.  

Duration Necessary equipment Procedure 

10 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ Ask the participants the questions on slide 2. 

□ Based on their answers, start a general discussion on 
advanced features of website building, such as logo-
making and Search Engine Optimisation. 
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Questions:  

    1.   What is one of the first things to do when you want to promote your brand and make it 
recognisable to the public? 

Your logo is one of the most important things that represent your brand, whether you run a small 
startup business or an international organisation. It is part of your identity as a business and it 
distinguishes you from your competition, while it invites your prospects to know you. 

    2.    How would you create your business logo? 

A logo may include bright colours and funny letters, or be more elegant with a structured and 
sophisticated design. Designing your “identity” is something that requires a lot of attention, 
therefore you will most likely turn to a professional and pay a significant amount of money. 
Alternatively save a lot by using an online platform to do it yourself, without losing in terms of 
quality. 

    3.   You have already built your website and you are waiting for your potential customers to 
arrive. Where will they come from? How will you make your site accessible to the public? 

Usually the most common answer will be that search engines will bring them to the website. But 
this is not exactly right, since search engines use some criteria to rank some websites higher than 
others. And this is everyone’s objective: to rank high on search engines results pages. Therefore, 
we need a proper SEO.  

 

PARTICIPATION ACTIVITY 2: Design your own business logo 

This activity gives participants the opportunity to get some hands-on experience in creating a 
professional looking logo. The participants should work in teams, in order to design their own logo 
using an online platform (Wix.com in this case). They are required to select one of the following 
scenarios and present a logo relevant logo: (a) pet shop, (b) hair salon, (c) personal photography 
blog for a freediver, or (d) online cosmetics store. Last but not least, each team needs to discuss in 
class the concept of their final logo and discuss (or, even, justify) the aesthetic choices they made.  

 

PARTICIPATION ACTIVITY 3: Add SEO settings to your own website 

The objective of this activity is to provide the participants with hands-on experience in Search 
Engine Optimisation. Using the websites they created with Weebly in previous sessions, now they 
have to customise them further (for each single webpage of the site) to provide SEO. Specifically, 

Duration Necessary equipment Procedure 

50 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A computer for each 
participant group. 

□ Announce the exercise (use slide 7) 

□ Split the class into teams. 

□ Initiate a 5-minute discussion in teams about the 
exercise. 

□ Use slide 12 to guide participants through the steps 
to be followed. 

□ Offer teams assistance whenever necessary. 

□ Prompt teams to present their final logos to the 
class and discuss their experience and the aesthetic 
choices they have made. 

MODULE 2      Entering the web-based economy  
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they have to: 

1. Set the proper SEO page title to each web page. 

2. Set the proper page description that will be visible in search engines results pages. Select 
the appropriate words based on what people will be looking for and how you will make 
your site match their searches precisely. 

 

PARTICIPATION ACTIVITY 4: Recap of the session  

This is where the educator should discretely test the participants’ understanding of the topics 
presented throughout the session. The same questions asked at the beginning of the session 
(when the participants were not yet as familiar with the subject) might be asked again, only this 
time participants will be asked to provide their own understanding and the most applicable 
answers based on the learning outcomes, in an open class discussion.  

 

 

BIBLIOGRAPHY 
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Hollingsworth S. (2018), 12 reasons why your business absolutely needs SEO. Available 
here. 

Kash J. (2017), Why business logo design is so important to your organization? Available 
here. 

Millar R. (2018), 9 powerful tips for effective logo design. Available here. 

Muller B. (2018), SEO 101: The Beginner's Guide to SEO. Available here. 

Duration Necessary equipment Procedure 

45 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ At least one computer 
for each participant 
group. 

□ Announce the exercise (use slide 16). 

□ Initiate a 5-minute discussion within teams about 
the exercise. 

□ Working in the already established teams, the 
participants need to complete the exercise provided. 

□ Prompt participants to present their work to the 
whole class and discuss the choices they made. 

Duration Necessary equipment Procedure 

15 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ Ask the participants the questions on slide 17. 

□ The educator uses the same questions he/ she 
began the session with to test the information 
learned by the participants throughout the current 
session. 

SESSION 8: Advanced features of website building 

https://www.websiteplanet.com/logo-design-services/wix-logo-maker/
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https://www.designhill.com/design-blog/powerful-tips-for-effective-logo-design/
https://moz.com/beginners-guide-to-seo/why-search-engine-marketing-is-necessary
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MODULE 3 
Special issues in entrepreneurship 
in the digital age  

This module is the last part of the seminar on IT Skills in Sharing and Web-based Econo-

my and includes two sessions. The first one focuses on crowdfunding, with the intention 

to provide the participants with a viable solution to the most striking problem of any 

entrepreneurial activity: the raising of the necessary funds. The second focuses on 

Google Ads, i.e. Google’s advertising platform. Being the biggest player in the online ad-

vertising market, Google AdWords may help start-up companies achieve their advertising 

goals and reach their target audience. More specifically: 

Session 9: ‘Crowdfunding: a way to raise your own funds’ introduces participants to the 

fundraising opportunity that has helped millions of startups and individuals to raise 

money for the initial kick off capital they need to grow. The aim of this session is to 

show participants the basic steps to follow when starting crowdfunding, like finding the 

best platform to fulfil their specific scope and needs and be able to run a successful 

campaign with the desired outcomes.  

Session 10: ‘Google Ads’ presents the participants with another method of online mar-

keting for businesses. The purpose of this session is to show participants how to get 

advertised directly to users. While much marketing is now focused on online advertise-

ment, the internet is huge and diffuse, and online advertising needs to be appropriate 

and focused in order to allow businesses to reach their target audience and potential 

customers within the internet clutter. Google Ads is the solution to this, as Google’s ad 

platform is the biggest player in the online advertisement market. Participants will be 

introduced to this strategy and given hands-on experience, in order to help them 

achieve their business ad goals and reach their target audience.  

SESSION 9:   Crowdfunding: a way to raise your own funds 
        By Georgios Kyprianou & Zinon Zinonos 
 
SESSION 10: Google Ads 
        By Georgios Kyprianou & Zinon Zinonos 

Structure of the Module 
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As of December 2019, Kickstarter, i.e. the world’s biggest 
crowdfunding platform, has received more than $4.6 billion in 

pledges from 17.2 million backers to fund 445,000 projects, such 
as films, music, stage shows, comics, journalism, video games, 

technology, publishing, and food-related projects (© Kuma Tai).  

https://www.flickr.com/photos/lavieentech/9231353658
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SESSION 9 
Crowdfunding: a way to raise your own funds 

Crowdfunding has helped millions of startups and individuals to raise money for the 

initial kick off capital they need to grow. It helps entrepreneurs find the tools for a 

fundraising success so effectively that it has already transformed the business financing 

landscape. By relying on the collective efforts of individuals, friends and family, but 

mostly online communities via social media and crowdfunding platforms, it takes 

advantage of their networks to gain greater reach and exposure. Crowdfunding is also a 

way to spend less time on pursuing and asking for financial opportunities, and dedicating 

it instead to the actual target of your campaign.  

Within this context, the educator is expected to point out the fundraising potential of 

crowdfunding by collecting donations not only from family, friends, and friends of 

friends, but also from strangers, businesses and more. In addition, through the use of 

social media to spread awareness, people can reach more potential donors than 

traditional forms of fundraising. More specifically, this session starts by introducing 

participants to the basic steps to follow when starting a crowdfunding campaign, like 

finding the best platform to fulfil their specific scope and needs. Later in the session 

subjects such as comparing the best online fundraising platforms by fees, features and 

support, and creating an actual online fundraising campaign are discussed and practised. 

• Will gain the necessary knowledge to 
make a successful crowdfunding 
campaign. 

• Will be able to compare and find the 
best choice of online fundraising 
platform. 

• Will find ways to reach more potential 
donors than traditional forms of 
fundraising. 

• Choose the proper crowdfunding 
method for their product. 

• Use crowdfunding platforms and tools in 
practice. 

• Compare different crowdfunding tools 
and platforms. 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Structure of 
the Session Duration Details Notes 

 
Related slides  

Participation Activity 1 
What is the easiest way 
to raise money?  

15 min Discussion   2 

Presentation Topic 2 
What Is crowdfunding?  

35 min Presentation   3-18 

Participation Activity 2 
Creating a crowdfunding 
campaign  

50 min Assignment 

Linked to 

Presentation Topic 

1 

19 

Presentation Topic 3 
Running and ending a 
campaign  

30 min Presentation   20-26 

Participation Activity 3 
End of the campaign  

40 min Assignment 

Linked to 

Presentation Topic 

2 

27-28 

Participation Activity 4 
Recap of the session  

10 min Discussion 
Refers to the 

whole Session 
29 

* This session can be delivered by a scientist with knowledge of the concepts of economics, 
economic planning, the methodologies used in business analysis and risks, marketing and internet 
marketing. He/she should also have knowledge of business development issues and development 
planning at the local and international (European) level. A person with experience in running a 
crowdfunding campaign can also deliver the session. 

MODULE 3      Special issues in entrepreneurship in the digital age  

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: What is crowdfunding?  

Crowdfunding is a way to raise capital through the cooperative effort of friends, family, 
customers, and individual investors. This approach taps into the collective efforts of a 
large group of individuals (primarily online via social media and crowdfunding platforms) 
and leverages their networks for greater reach and exposure. In contrast to traditional 
forms of funding, you are not required to spend your whole time pursuing financial 
opportunities or seeking a loan. In this context, the educator should present successfully 
funded projects and pinpoint important tips for fulfilling a crowdfunding campaign’s 
goals and objectives. Special attention needs to be paid to the means of promoting the 
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campaign and telling the campaign’s story so it may be discovered by sponsors. 
Furthermore, during this presentation topic participants should be introduced to 
different types of crowdfunding campaigns, like rewards or equity, and be presented 
with their benefits over traditional financing. Last but not least, the educator is expected 
to organise hands-on activities, in which the participants will have the opportunity to 
experience the process of designing and planning a crowdfunding campaign, as well as 
the challenges it poses.  

 

PRESENTATION TOPIC 2: Running and ending a campaign  

As seen in previous sections, crowdfunding is a wonderful way to raise money that will 
help your idea grow from a plan to a successful product. For a startup or an individual 
entrepreneur, achieving more public attention with less time and money can be a real 
asset. Having already been presented with the benefits and possibilities of a 
crowdfunding campaign, the participants are now ready to get their feet wet and 
examine the actions and processes required to strengthen their campaign. With all this in 
mind, the educator needs to impress on participants that a crowdfunding campaign, 
once started, cannot be left to run on autopilot. Campaigners need to be particularly 
considerate towards their supporters and keep them continuously informed and 
updated about the campaign’s progress, its end (successful or otherwise), and even keep 
in touch after it has ended to let them know about the project’s development. Topics like 
“stretch goals” and their handling also need to be discussed and explained.   

Furthermore, this topic is where the educator must discuss and explain the steps to be 
taken after the end of the campaign, whether the funding goal was met or if things didn’t 
go as expected. Supporters must always be in the spotlight and should not be neglected 
at any stage of the campaign or after it ends. With regard to this, the immediately 
succeeding Participation Activity 3 offers participants the opportunity to experience the 
process of ending a campaign.  

 

 

Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: What is the easiest way to raise money? 

The objective of this activity is to introduce the participants to the concept of crowdfunding. Using 
the following questions, the educator should trigger participants to discuss the easiest way to fund 
a good business idea, before presenting the concept of crowdfunding.  

Duration Necessary equipment Procedure 

15 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ Ask participants the questions on slide 3. 

□ Based on their answers, start a general discussion 
and gradually lead participants to the concept of 
crowdfunding. 
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Questions:  

    1.   What do you believe is the easiest way to raise money to turn your original  idea into a 
successful product? 

Through this question the educator should open a discussion on the different approaches a startup 
company or an entrepreneur can take to find funding opportunities and raise money. The pros and 
cons of each answer will be discussed. More specifically, this discussion will test the audience’s 
knowledge and awareness of different funding opportunities, traditional or otherwise. Following 
this, the concept of crowdfunding and the opportunities it provides will be presented. 

    2.    What do you know about crowdfunding platforms? 

Through this question the educator can assess the participants’ awareness of crowdfunding 
platforms. He/she should ask if participants are aware of crowdfunding platforms and if they have 
heard of any projects that were funded this way. It is also absolutely crucial to ask if anyone has 
previously been involved in any crowdfunding projects, as such first hand experience will be very 
useful for the purposes of this session. 

 

 

 

 

PARTICIPATION ACTIVITY 2: Creating a crowdfunding campaign  

The objective of this activity is to help participants understand: (a) the difficulty of raising funds in 
order to turn their ideas into successful products, and how crowdfunding be used to help, (b) the 
key stages of a campaign, and (c) the most important characteristics of a successful campaign.  

MODULE 3      Special issues in entrepreneurship in the digital age  

Duration Necessary equipment Procedure 

50  minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A flipchart to note down 
the trainees’ choices. 

□ A pack of A4 sheets. 

□ Pens and markers. 

□ Announce the exercise (use slide 22). 

□ Organise participants in groups and prompt each 
team to come up with an idea to be developed into 
a crowdfunding campaign. 

□ Initiate a 10-min. discussion on the ideas selected. 

□ Prompt teams to do some research on similar 
projects, and discuss how their ideas differ from 
other campaigns. 

□ Working in teams the participants should identify 
and present: 

i. A description of the project idea. 

ii. A description of the target group. 

iii. The funding goal. 

iv. The possible rewards. 

v.  A list of platforms suitable for your project. 

□ Select one or two projects to be presented and 
discussed in class. 
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PARTICIPATION ACTIVITY 3: End of the campaign 

This activity continues where the previous activity left off, but this time it deals with the after-
campaign period. The objective of this activity is to help participants understand the full potential 
that a crowdfunding campaign provides. In order to be successful in every aspect of a business 
operation, the “stakeholders” need to consider every possible scenario their campaign will go 
through. The teams need to discuss and research the actions they will undertake, based on a 
scenario assigned by the educator.  

 

PARTICIPATION ACTIVITY 4: Recap of the session  

This is where the educator should discretely test the participants’ understanding of the topics 
presented throughout the session. The same questions asked at the beginning of the session 
(when the participants were not yet as familiar with the subject) might be asked again, only this 
time participants will be asked to provide their own understanding and the most applicable 
answers based on the learning outcomes, in an open class discussion.   

 

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A pack of A4 sheets. 

□ Pens and markers. 

□ Announce the exercise (use slide 33) and present 
the scenarios they will need to work with. 

     What happens if… 

i. the project reaches its funding goal before the 
deadline? 

ii. the project receives much more than its funding 
goal? 

Duration Necessary equipment Procedure 

10 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ Ask the participants the questions: 

- What do you believe is the easiest way to raise 
money to turn your original idea into a successful 
product? 

- What are the benefits of crowdfunding and 
crowdfunding platforms for a startup company?  

- Is crowdfunding the best method for all 
companies to raise money?  

SESSION 9: Crowdfunding: a way to raise your own funds 

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A pack of A4 sheets. 

□ Pens and markers. 

Iii.  the project receives significantly less than its 
funding goal? 

□ Let the teams work for about 30 minutes and then 
ask them to present the suggestions they reached. 
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SESSION 10 
Google Ads 

Google Ads is Google’s advertising platform, which enables businesses to advertise 

directly to users who perform search queries that are relevant to the advertised 

products. This leads to faster results and greater visibility for the advertiser. Marketing 

has undergone transformation from the traditional to the digital, leading businesses to 

turn towards the internet for their advertising campaigns. This has increased competition 

throughout the internet and even directed consumers to make performance-based 

purchase decisions online. But within that huge clutter, businesses need to advertise 

properly and reach the right audience and potential customers. Google Ads is a potential 

solution to this, as Google’s advertising platform is the biggest player in the online 

advertising market. It aims to help companies achieve their advertising goals and reach 

their target audience, while at the same time helping consumers find what they are 

looking for. 

During this session, this new online marketing strategy will be thoroughly discussed and 

presented in terms of definition and scope. Thereafter, the appropriate design and 

structure of a campaign will also be discussed, in order to assist in achieving the ad goals 

of a business and reaching their target audience. Last but not least, Google Metrics will 

be discussed, a range of tools for measuring performance and success rate, providing the 

means to extract meaningful information and plan further actions.  

• Will design their first online marketing 
campaign. 

• Will use basic Google Ads metrics to 
monitor the performance of the 
campaign. 

• Will manage their campaigns. 

• Understand the basic functionality of 
Google Ads. 

• Create Google Ads campaigns. 

• Apply optimised keywords and monitor 
the metrics of their campaign. 

OBJECTIVES  

The participants in this Session: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Structure of 
the Session Duration Details Notes Related slides  

Presentation Topic 1 
Basics of Google Ads  

30 min Presentation   2-5 

Participation Activity 2 
Creating a Google Ads 
account  

20 min Exercise 

Linked to 

Presentation Topic 

1 

6 

Presentation Topic 2 
Google Ads structure  

30 min Presentation   7-11 

Participation Activity 3 
Starting a Google Ads 
campaign  

40 min Group assignment 

Linked to 

Presentation Topic 

2 

12-13 

Presentation Topic 2 
Google Ads Metrics  

40 min Presentation   14-18 

Participation Activity 4 
Adding keywords and 
monitoring a campaign  

20 min Group assignment 

Linked to 

Presentation Topic 

3 

19-20 

* This Session can be delivered by a computer scientist, software developer or website designer. 

MODULE 3      Special issues in entrepreneurship in the digital age  

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: Basics of Google Ads  

During this session, the Google advertising platform (i.e. Google Ads, formerly known as 
Google AdWords) will be presented and discussed, giving participants the opportunity to 
delve into online marketing strategy. The educator should start by stressing the share of 
online practices in the overall marketing industry, implying its importance. In particular, 
every second, millions of searches are done in Google and other search engines, and 
most of the search engine result pages include Google ads. Large corporations and also 
small businesses pay for these ads to be visible to users and these ads can be an efficient 
way to present quality traffic to a specific website. In other words, the Google Ads 
platform offers businesses the possibility to buy ads that will appear in search results of 
their search engine (www.google.com). In this context, the objective of this first topic is 
to make evident to the participants that Google Ads is a vital link in the chain called web-
based economy and digital entrepreneurship.  
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SESSION 10: Google Ads 

PRESENTATION TOPIC 2: Google Ads structure  

During this session, the participants will be introduced to the structure of Google’s Ads 
and the reasons why having a well-structured account will help them achieve their goals 
faster and better. In particular, structuring an account will ensure that the ads that you 
have paid for are activated by searches that correspond to the target audience. 
Furthermore, this will result in better quality results and subsequently better outcomes. 
In general, having a good structure will allow for a controlled, customisable account. 
Understanding the connection between the various Google Ads design layers in an 
account will help the participants organise the ads, the keywords, and the ad groups into 
successful campaigns that target the right audiences.  

 

PRESENTATION TOPIC 3: Google Ads Metrics 

The objective of this session is to provide participants with the right tools to monitor, 
evaluate and optimise an advertising campaign. Generally, making slight adjustments to 
bids, keywords, or setting up rules and automation, are things participants have to 
consider when it comes to proper maintenance of ads. Google provides so much data 
that it is often quite difficult to find meaningful information. Therefore participants have 
to focus on certain metrics and understand how to use and interpret them. These 
metrics will help them draw the right conclusions and decide further actions. The 
presentation of such metrics comprises the main corpus of this topic.  

 

 

Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: Creating a Google Ads account  

This activity offers participants an opportunity to get their first hands-on experience of Google Ads. 
The participants will find out about the first steps to be taken in order to start a campaign for a 
business.  

Duration Necessary equipment Procedure 

20 minutes □ One computer con-
nected to a projector 
for presentation pur-
poses. 

□ A computer for each 
participant group. 

□ Use slide 7 to present the steps. 

□ Working in teams, participants need to complete the 
given exercise. 

□ Prompt participants to follow the below steps: 

□ Go to www.google.com/adwords 

□ Sign in with an existing Google email address or 
sign up for a new one – it’s free! Also gives you 
access to Google+, YouTube, etc. 

□ Enter the URL of the business that you want to 
advertise. 

□ Create your first campaign. 
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PARTICIPATION ACTIVITY 2: Starting a Google Ads campaign 

This activity will help the participants learn how to create their first campaign.  

 

PARTICIPATION ACTIVITY 3: Adding keywords and monitoring a campaign.  

In the previous activity the participants created their first campaign. Now is time to add keywords 
and learn how to monitor the important metrics.  

Duration Necessary equipment Procedure 

40 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A computer for each 
participant group. 

□ Announce the steps to be followed (use slide 19). 

□ Working in teams, participants need to complete the 
given exercise. 

□ Present their work to the whole class and discuss it. 

□ Exercise: 

Campaign settings: 

Name 

Type 

Networks 

Devices 

Locations and languages 

Bidding and budget 

Ad extensions 

1. Sign in to your Google Ads account. 

2. In the page menu on the left, click “Campaigns”. 

3. Click the “Plus” button, then select ”New 
campaign”.  

4. Select one or more goals for your campaign, 
select “Create a campaign without a goal’s 
guidance”. 

5. If this step doesn’t reflect what you’re seeing in 
your account, select a campaign type first and 
then select a goal.  

6. Select a campaign type.  

7. Click “Continue”. 

8. Select your campaign settings.  

9. Click “Save and continue”. 

Duration Necessary equipment Procedure 

20 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A computer for each 
participant group. 

□ Announce the exercise (use slide 28). 

□ Start with the first part of the exercise, i.e. adding 
keywords. 

□ Ask participants to work in the same groups as 
before.. 

MODULE 3      Special issues in entrepreneurship in the digital age  
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SESSION 10: Google Ads 

Duration Necessary equipment Procedure (cont.) 

20 minutes □ One computer 
connected to a 
projector for 
presentation purposes. 

□ A computer for each 
participant group. 

□ Prompt each team to discuss on the selection of 
proper keywords. Leave 5 minutes for this task. 

□ Select one or two teams and organise a 10 minute 
discussion on the selection of their keywords. 

□ Prompt participants to follow the steps on slide 28 
to add the selected keywords to their campaigns. 

□ Prompt participants to follow the steps on slide 29 
and then start a discussion on the ad performance. 

https://databox.com/most-important-google-adwords-metrics
https://www.wordstream.com/blog/ws/2012/01/30/google-adwords-basics
https://support.google.com/google-ads/answer/6324971?hl=en
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https://support.google.com/google-ads/topic/3121777?hl=en&ref_topic=3119071
https://www.leadsquared.com/7-benefits-of-google-adwords/
https://www.digitalvidya.com/blog/benefits-of-google-adwords/
https://neilpatel.com/what-is-google-adwords/
https://instapage.com/blog/why-use-google-adwords
https://www.webfx.com/internet-marketing/what-are-the-most-important-kpis-for-adwords.html
https://www.wordstream.com/google-ads
https://blog.wishpond.com/post/77711920097/why-does-my-small-business-need-google-adwords
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MODULE 4 
Development of soft skills  

This Module consists of two sessions which aim to introduce NEETs to the importance of 

soft in the modern working environment. Demand for these skills will continue to evolve 

along with the needs of economies and labour markets. Based on simple learning 

activities, both of these sessions attempt to clarify any misconceptions concerning 

participants’ soft skill set, and how these skills can increase and improve the job 

opportunities available to them. The module starts with presenting key studies which 

reveal that there is a gap of soft skills and about what employers have been looking for in 

the labour market (CEDEFOP, 2015). Through understanding the diversity of used terms 

about social skills and embarking on revealing their unique set of social skills 

beneficiaries’ learning capabilities are increased.  The first session presents the different 

sets of cognitive and non-cognitive skills with emphasis upon Emotional Intelligence and 

its key components. Trainees through non-formal activities understand that learning self-

discipline may significantly improve ones’ communication ability and interpersonal 

relations. Moreover, effective management of emotions is something plausible, and it 

could help everyone to achieve his/her personal educational or/and employment goals. 

The second session presents the critical social skills of today’s labour market. 

Beneficiaries understand terms such as teamwork, communication skills and creativity 

skills. All of these skills present a strong relationship between trainees’ emotional 

intelligence set and their critical thinking skills, one of the most required skills from the 

labour market today. These skills  only take place if there is a high level of trust, better 

communication among team members, so NEETs will learn how to enhance 

communication skills through several participation activities and develop concrete 

conflict resolutions skill, on the same time.  

SESSION 11: Discover your emotional intelligence: a brief introduction 
        By Nektaria Marava 
 
SESSION 12: Team work and creativity: a brief introduction 
        By  Maria Pina Triunfo 

Structure of the Module 
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SESSION 11 
Discover your “Emotional Intelligence”: 
A brief introduction  

The main objective of this session is to make participants aware of the importance of the 

concept of “Emotional Intelligence” in today’s working environment. It is well established 

that the higher a young person’s level of education/training and their cognitive skills, the 

greater their prospects of entering the job market. More recently, however, non-

cognitive skills in children (e.g. emotional maturity, empathy, interpersonal skills and 

verbal and non-verbal communication) have also been linked with a variety of outcomes 

in adulthood, including better educational achievements, better employment pathways, 

financial stability, non-criminal behaviour, and improved health (Gabrieli, Ansel & 

Krachman, 2015; OECD:2016). This session aims to address the fact that these non-

cognitive (or social) skills can improve youth employability and integration into social life. 

Regarding the content of the session, it starts by introducing the concept of intelligence 

and clarifying various misconceptions that may have a detrimental effect on participants’ 

actual work performance. Trainees are then invited to identify and understand  their 

unique “mix of abilities” based on Gardner’s multiple intelligences concept and the 

wheel of the eight different human intelligences. Through this discussion, and various 

participation activities, they are introduced to the concept  of Emotional Intelligence (EI) 

and its major components. FInally, they embark on a participation activity (ABC of 

Emotions) that aims to help with “understanding and managing emotions” in a work-

related situation, emphasising its increasing importance in today’s labour market 

(OECD:2015, p 34).  

• Gain an understanding of the “multiple 
intelligences” concept 

• Study the differences between Intelli-
gence Quotient (IQ) and Emotional Quo-
tient (EQ).  

• Study the “Emotional intelligence” con-
cept and its major components 

• Name and recognise the multiple intelli-
gences of a person. 

• Explain the emotional intelligence con-
cept and name its major competencies 

• Recognise their emotions and their im-
pact at the workplace. 

OBJECTIVES  

The participants in  this Session will: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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MODULE 4      Development of soft skills  

Structure of 
the Session 

Duration Type Notes Related slides 

Presentation Topic 1 
What does Intelligence 
mean?  

25 min 
Presentation/

Video 
  2-3 

Participation Activity 1 
 Success or Failure? 

15 min Exercise 
Linked to 

Presentation Topic 1 
4 

Presentation Topic 2 
Multiple Intelligences 

20 min 
Presentation/

Video 
  5-8 

Participation Activity 2 
Can you Guess? 

15 min Group Activity 
Linked to 

Presentation Topic 2 
 9 

Participation Activity 3 
What is the composition 
of your intelligence set? 

25 min 
Individual 

activity/ group 
discussion 

Linked to 
Presentation Topic 2 

10 

Participation Activity 4 
What is emotional 
intelligence? 

20 min 
Brainstorming/ 

group discussion 
Linked to 

Presentation Topic 3 
11 

Presentation Topic 3 
What is Emotional 
Intelligence? 

15 min Presentation   12-17 

Participation Activity 5 
Understanding your 
Emotions 

15 min 
Video/ Individual 

Activity/
Discussion  

Linked to 
Presentation Topic 4 

18 

Presentation Topic 4 
Understanding your 
Emotions 

10 min Presentation   19-20 

Participation Activity 6 
The ABC of emotions 

15 min 
Video/ Individual 

Activity/
Discussion  

Linked to 
Presentation Topic 4 

21-23 

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: What does Intelligence mean?   

As an introduction to Topic 1, the educator can present the short video A Story of IQ and 
Intelligence. The text is also available.  

This topic introduces participants to the basic concept of intelligence. The instructor will 
explain the concept of “intelligence” and specifically  how it relates to cognitive 

* This Session can be delivered by any trainer with social and psychological background and/or the 
Key Account Manager in an organised group session for empowering NEETs.   
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SESSION 11: Discover your Emotional Intelligence: A brief introduction 

knowledge. He/she will describe the Intelligence Quotient (IQ) test, how it measures a 
person’s intelligence relative to the rest of the population, and how it relates to 
educational attainment. In simple terms, cognitive intelligence can be defined as a 
person’s ability to learn, reason through a given problem, and apply knowledge to a 
current situation. Then, the instructor will ask the participants their opinion on IQ tests 
and what they think about the phrase “the “smartest guy” in the room, is always the 
most successful one”. This topic is crucial as it tries to raise participants’ self-esteem by 
a) showing trainees that “intelligence” remains a rather vague concept whose definition, 
components and related research are still being developed (Chernyshenko, O., M. 
Kankaraš and F. Drasgow: 2018;), and b) presenting examples of famous people who 
have succeeded in life in spite of a relatively low IQ. 

 

PRESENTATION TOPIC 2: Multiple Intelligences  

In this topic, the educator will introduce participants to the concept of multiple 
intelligence and apply a free online test for revealing the composition of their multiple 
intelligence set. The instructor will present the current research revealing that there is 
more than one type of intelligence. Its various forms are related to hereditary factors as 
well as one's own experiences and education (Gardner, H:1999; OECD:2016). The 
educator will then explain that everyone has a unique blend of differentiated forms of 
intelligence that cooperate and interact to form his/her personality, and present to them 
the concept of multiple intelligences (Gardner, Η: 1999). Gardner’s “eight intelligences” 
theory is presented and participants are encouraged to recognise which one is related to 
their own abilities. The 8 Intelligences video  can be used to help with the presentation.   

 

PRESENTATION TOPIC 3: What is Emotional Intelligence?   

In this topic the  concept of emotional intelligence is introduced. The educator can start 
by asking participants how important they believe Emotional Quotient (EQ) is to a 
person’s work life. A YouTube Video is used to introduce the concept of EI and help the 
educator provide the definition of the term. He /she will explain that the “Emotional 
Intelligence” concept (Salovey & Mayer, 1993) comprises a different set of skills than the 
ones related to cognitive intelligence and IQ (Intelligence Quotient). These are usually 
described with different words such as “people skills”, “soft skills”, “emotional skills”; 
these refer to one’s ability to “achieve goals”, “communicate and work with others” and 
“understand and manage emotions” (OECD:2015, pp 34). Following Bradberry T & Lac, D. 
(2011), the educator gives a concise presentation of the four core skills of EI, categorised 
as either personal or social skills. The topic should be concluded with a discussion of how 
these skills can affect one’s work life. 

 

PRESENTATION TOPIC 4: Understanding your emotions  

This topic aims to emphasise that understanding one’s own feelings  is the first step 
towards emotional empowerment. Participants are familiarised with the seven basic 
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emotions (i.e. Anger, Happiness, Fear, Disgust, Surprise, Love, Sadness). The educator 
can then initiate a discussion of positive as well as negative feelings related to work 
places. At this point, the ABC of Emotions exercise is presented to help understand one’s 
own emotions  through an actual case study (e.g. job interview) before proceeding with 
an individual writing exercise. Finally, the educator will stress that understanding our 
emotions is crucial in the workplace and that emotions can be managed (Dweck, 2000; 
Dweck & Leggett, 1988) through practice and experience. He/she closes the Session by 
emphasising that emotion can have a positive impact on everyone’s well-being.  

 

 

 

Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: Success or failure?  

We tend to equate success with intelligence and good performance in school. In this first 
part of the exercise, a list of famous people is provided who dropped out of school to 
follow their dreams - and succeeded! (this activity was based on an initial idea on ODEP: 
Mastering Soft Skills for Workplace Success, Skills to Pay the Bill, 2012). Participants will 

be asked to guess their names.  

 

PARTICIPATION ACTIVITY 2: Can you guess?  

This is the second part of the exercise started in Participation Activity 1. The participants 
are invited to guess the prevailing type of intelligence of each of the famous people 
discussed.  

Duration Necessary equipment Procedure 

15 minutes □ Pens and paper, 
whiteboard and 
markers.   

□ Use slide 4 to present the Activity and the clues. 

□ Working in pairs, the participants discuss the 
information provided, and write down the names they 
believe best fit the descriptions (the activity can also 
be done individually). 

□ The participants share their guesses with the class. 

□ The educator reveals the correct answers: 

□ J.K. Rowling 

□ Beyoncé 

□ Thomas Edison 

□ Harry Houdini 

□ Princess Dianna  

MODULE 4      Development of soft skills  
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SESSION 11: Discover your Emotional Intelligence: A brief introduction 

 

 

PARTICIPATION ACTIVITY 3: What is the composition of your intelligence set?  

Participants take a test revealing the composition of their set of intelligences and then 
discuss their results in groups. 

 

 

 

PARTICIPATION ACTIVITY 4: What is emotional intelligence?   

Participants brainstorm words they believe are linked to the concept of Emotional 
Intelligence and discuss them.    

Duration Necessary equipment Procedure 

15 minutes □ Pens and paper, 
whiteboard and 
markers.   

□ Use slide 9 to present the Activity. 

□ In the same pairs as previously, participants use the 
information from Presentation Topic 2 to discuss and 
ultimately  guess the prevailing type of intelligence of 
each of the famous persons discussed. 

□ The participants share their guesses with the class. 

□ The educator reveals the correct answers: 

□ J.K. Rowling : Verbal-Linguistic 

□ Beyoncé: Musical 

□ Thomas Edison: Logical-mathematical 

□ Harry Houdini: Bodily-kinesthetic 

□ Princess Dianna: Interpersonal 

Duration Necessary equipment Procedure 

25 minutes □ Internet access, pens 
and paper, whiteboard 
and markers.  

□ Use slide 10 present the Activity. 

□ Direct participants to visit https://
personalitymax.com/personality-test/ and take the 
test available there.  

□ Having completed the test, participants write down 
their thoughts on their personalised results and 
discuss them with the rest of the group. Ask them to 
discuss the differences they may notice within the 
group. 

□ Use the hints provided to support the discussion. 
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PARTICIPATION ACTIVITY 5: Understanding your emotions  

Participants comment on a short clip showing various emotions. 

 

PARTICIPATION ACTIVITY 6: The ABC of emotions 

Continuing where the previous Activity left off, this final Activity presents the “ABC of 
emotions” and shows participants how to apply this to their own experiences. 

Example:  

A. Activating Event: (e.g. an important job interview) 

Emotion: (e.g. Anxiety): 

Body, Face and speech expression of your emotion: 

Duration Necessary equipment Procedure 

10 minutes □ YouTube Video, notes 
and markers  

□ Use slide 18 to present the activity. 

□ Participants watch a clip from the children’s cartoon 
Inside Out (2015) and make a list of the different 
emotions shown in this clip. 

□ Participants are asked to relate these emotions to 
their work experience 

□ Participants discuss their emotions and reactions in 
the workplace with the class. The educator explains 
that being aware of one’s own emotions takes 
practice. 

MODULE 4      Development of soft skills  

Duration Necessary equipment Procedure 

20 minutes □ Internet access, pens 
and paper, 
whiteboard and 
markers.  

□ Use slide 11 to present the Activity 

□ Brainstorming: Participants write down 3-4 key words 
they believe best describe the concept of Emotional 
Intelligence. 

□ Group discussion: Participants form groups of 4-5 and 
discuss the words they have written.  

□ Using the suggested resources, the groups reframe 
the original words, to decide on their final 4 choices. 

□ The groups select one representative each, to explain 
the term Emotional Intelligence to the rest of the 
class, based on each group’s chosen words. 
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Action: (e.g. taking deep breaths; trying to focus etc.) 

B. Belief - Why do you think you felt that way: (e.g. It is very important for me to prove 
myself to my superiors)  

C. Consequences - What happened eventually: (e.g. I failed to express myself clearly and 
highlight my strengths because of the stress; or I managed to calm myself and pass the 
interview)  
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Duration Necessary equipment Procedure 

20 minutes □ Paper and pens, 
whiteboard and 
markers  

□ Use slide 21 to present the activity 

□ Explain how the “ABC of emotions” is an important 
tool for learning to recognise one’s emotions. 

□ Participants are asked to recall a particular event 
that triggered an emotional reaction such as anger, 
embarrassment, anxiety, panic, depression etc.   

□ They are then asked to consider the physical 
manifestation of that emotional response e.g. body 
language, facial expression, change in speech 
patterns. What happened and why?  

□ Participants are asked to present what they have 
written to the class. If no one volunteers, the 
educator may create their own scenario to facilitate 

https://www.talentsmart.com
https://www.talentsmart.com
https://www.talentsmart.com/media/uploads/articles/pdfs/Emotional%20Intelligence%20and%20Job%20Function.pdf
https://www.cedefop.europa.eu/files/3071_en.pdf
https://doi.org/10.1787/db1d8e59-en
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https://economictimes.indiatimes.com/definition/emotional-intelligence%20(%20Beginners)
https://en.wikipedia.org/wiki/International_Standard_Book_Number
https://en.wikipedia.org/wiki/Special:BookSources/978-0-465-02611-1
https://www.multipleintelligencesoasis.org/a-beginners-guide-to-mi
http://dx.doi.org/10.1787/9789264226159-en
http://dx.doi.org/10.1787/9789264226159-en
https://jfforg-prod-prime.s3.amazonaws.com/media/documents/SkillstoPaytheBills.pdf
https://www.youtube.com/watch?v=LgUCyWhJf6s.%20(Beginners)
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SESSION 12 
“Teamwork and creativity”: A brief introduction  

This session is an introduction to the concept of Teamwork and creativity and its 

importance in empowering youth Not in Education, Employment and Training (NEETs). 

Research at the international, national and school level is increasingly looking at the 

value of non-cognitive skills (also often referred to as socio-emotional skills) and at how 

education systems impact their development. The demand for these skills will continue 

to develop along with the needs of economies and labour markets, and the fundamental 

shifts caused by trends such as automation. 

Non-cognitive skills cover a range of abilities such as conscientiousness, perseverance, 

and teamwork. These skills are critically important to student achievement, both in and 

beyond the classroom. They form a critical piece of workers’ skill sets, which comprise 

cognitive, non-cognitive and job-specific skills. Research shows that there are concrete 

benefits to non-cognitive skills, both in education and labour market outcomes. 

(Bentaouet Kattan: 2017) 

The most important ones appear to be critical thinking and creative skills, followed 

closely by the ability to work as a team: not surprisingly, critical thinking and teamwork 

are sought-after skills. (Thinking habitats:2016) However, creative and collaborative 

teamwork can only take place if there is a high level of trust among team members.  

This session aims to raise participants’ awareness of the importance of Teamwork and 

creativity in the working environment and to help them develop the ability to work well 

in a team in order to stimulate creativity, interaction, and communication.  

• Hone their skills with regard to 
communication, collaboration, 
creativity, and problem-solving. 

• Gain α better understanding and 
appreciation of team roles. 

• Build self-determination skills, such as 
goal setting, decision-making, self-
advocacy, and problem solving.  

• Identify and explain the various roles 
and skills required of members in order 
to build an effective team. 

• Demonstrate enhanced problem solving 
and conflict resolution skills 

• Promote a relationship based on trust. 

OBJECTIVES  

The participants in  this Session will: 

LEARNING OUTCOMES 

The participants in this Session will be able to:  
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Structure of 
the Session 

Duration Details Notes Related slides  

Presentation Topic 1 
Teamwork and creativity: 
making them work 
together 

15 min   Presentation  link 2 

Participation Activity 1 
Two truths and one lie  

25 min Group Activity  link 3 

Presentation Topic 2 
The importance of 
teamwork 

10 min   Presentation  link 4 

Participation Activity 2 
There is no I in team    

25 min Group Activity  5 

Participation Activity 3 
Marshmallow challenge  

45 min Group Activity  6 

Presentation Topic 3 
Creativity and problem 
solving  

20 min  
Presentation with 

a video 
 link 7 

Participation Activity 4 
Six thinking hats  

20 min Group Activity  8 

Participation Activity 5 
Problem solving on a team  

30 min Group Activity  9 

Presentation Topic 4 
Team building and 
communication skills  

10 min Presentation  link 10 

Participation Activity 6 
Clock types  

45 min Group Activity  11 

* This Session can be delivered by any trainer with social and psychological background and/or the 
Key Account Manager in an organised group session for embowering NEETs.   

MODULE 4      Development of soft skills  

https://www.youtube.com/watch?v=ZnjJpa1LBOY
https://www.youtube.com/watch?v=zlkI57ab0KQ
https://www.youtube.com/watch?v=ZnjJpa1LBOY
https://www.youtube.com/watch?v=cHRZ6OrSvvI
https://www.youtube.com/watch?v=3tpUB0kjlA0
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SESSION 12: Team work and creativity: A brief introduction  

Instructions for the Presentation Topics 

 

PRESENTATION TOPIC 1: Teamwork and creativity: making them work together  

Collaboration is a key part of how a team works. Quite often, to work effectively to meet 

commitments in a self-organising, cross-functional team, you need to be creative as well. 

While teams can be creative, team creativity doesn’t just happen. The relationship 

between teamwork and creativity is complicated and understanding this relationship can 

make your team more effective. Organisations, agile or not, try to encourage creative 

thinking. Creativity is a group process that gives rise to things that are both novel and 

useful. Creativity is the act of turning new and imaginative ideas into reality. Innovative 

projects require creative thinking skills and a collaborative team process is needed for 

the successful application. (Berczuk: 2013) 

In this topic, the educator will introduce trainees to the basic concept of teamwork and 

creativity: It will help participants appreciate the importance of building a team and of 

being collaborative and creative in order to reach shared objectives.  

 

PRESENTATION TOPIC 2: The importance of teamwork   

The purpose of this topic is to enrich participants’ understanding of what it means to be 

part of a team and why being a good team player is important for career success. The 

presentation focuses on eight specific aspects that demonstrate the importance of 

teamwork.  

 

PRESENTATION TOPIC 3: Creativity and problem solving  

Creative thinking and problem-solving skills are important skills in the 21st century 

labour market. It is important to note that these skills can be nurtured and developed 

through training and education; a key aspect of this procedure is learning to explore 

different perspectives on a complex situation or challenge. As a first step towards 

improving their creative and problem-solving abilities, this topic encourages participants 

to adopt a variety of perspectives on a given subject - perspectives that may be very 

different from the ones that come naturally to each participant.  

 

PRESENTATION TOPIC 4: Team building and communication skills  

Team members must communicate with one another in ways that promote bonding and 

their ability to understand one another. Effective communication builds trust, message 

clarity and loyalty. Ambiguous, poorly structured communication erodes trust and 

motivation. In this topic, the educator will guide students to understand the importance 
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of teamwork in achieving goals and objectives: effective teamwork requires that 

employees communicate in ways that promote team cohesion.  (Gluck: 2010) 

Participants are invited to watch a Youtube video on the topic of team building.   

 

 

Instructions for the Participation Activities 

 

PARTICIPATION ACTIVITY 1: “Two truths and one lie” (from: Megan Dodd (2019), Two 

Truths and a Lie: Ideas, Examples, and Instructions)  

Each participant is invited to provide three statements about themselves, two true and 

one false. The other participants have to guess which is the false one.  

Duration Necessary equipment Procedure 

25 minutes □ None  

(pen and paper  

optional)  

□ Each person in the group gets a turn. 

□ When it is your turn, tell the group two things about yourself 
that are true and one thing that is untrue (this is your lie). 

□ Try not to tell both of your truths first and then the lie because 
that makes it easier to guess (see below for some more strate-
gies). 

□ Mix the order up each time it is your turn. Alternate between 
truth-truth-lie, truth-lie-truth and lie-truth-truth. 

□ Everyone in the group has an opportunity to try to guess 
which statement was the lie. 

□ Once everyone has guessed, the person will reveal what was 
true and what was false. 

□ If only one person was correct, that person can go next. Or, 
the person sitting closest to the last person can go next. 

Some strategies and Suggestions: 

□ Make two boring or average statements. One of them should 
be the lie. Your true statement should be something radical or 
surprising. If you do this, chances are that your friends will 
suspect the outrageous fact is the lie. 

□ Make two surprising or uncommon statements—one of them 
should be true and the other should be a lie. Your second truth 
can be a common statement. This will prompt your friends to 
pick one of the surprising statements as the lie, but which 
one? It could possibly stump them. 

□ Make your two true statements unbelievable, if you can. This 
lets you make the lie very believable. Your friends will assume 
that the two wild statements can't both be true and pick one 
of them as a lie. 

(Dodd: 2019) 

MODULE 4      Development of soft skills  
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PARTICIPATION ACTIVITY 2: There is no I in team (from: ODEP (2019), Skills to pay the 

bills - Mastering Soft skills for workplace success)   

The purpose of this activity is to enrich participants’ understanding of what it means to 

be part of a team and why being a good team player is important for career success.  

Duration Necessary equipment Procedure 

25 minutes □ Chart paper or sentence 

strips with markers and  

□ ”Teamwork quotes” 

printed out for each 

participant  

□ Choose and display five “Teamwork quotes”. This 
can be done on chart paper, using the accompanying 
worksheet, writing quotes on sentence strips, or 
reading each quote aloud. What is important here is 
the quote – and not necessarily who said the quote.  

□ Ask participants to choose their favorite quote. 
Divide the larger group into smaller groups according 
to the chosen quote (i.e., all participants who liked 
quote #1, etc.). Participants should spend 
approximately two minutes discussing the quote and 
coming to consensus on the reason they liked it the 
best. One member of each team should be prepared 
to offer the group’s feedback and reflection.  

□ For another, more hands-on version of this activity, 
write each of the quotes on sentence strips. Cut the 
sentence strips into individual words or manageable 
chunks/phrases. Have groups work together to 
arrange the words/phrases into the correct order. 

 

Conclusion  

□ Tell participants that employers rate the ability to be 
a “team player” as one of the most important 
qualities and characteristics of their current (and 
future) employee (i.e. the job candidate).Ask why 
this is might be so.  Elicit responses and interactive 
discussion. 

 

Extension Activity  

□ Have participants create their own personal quotes 
about teamwork…why is it important… what can be 
accomplished…etc. The quote should be one that 
encourages peers to gain a better understanding and 
perspective on the importance of teamwork AND 
why it is often a core value shared by many different 
cultures, populations, and groups.  

□ Offer the opportunity for participants to research and 
share proverbs related to teamwork from their own 
cultures.  

SESSION 12: Team work and creativity: A brief introduction  
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Teamwork quotes 

□ Individual commitment to a group effort – that is what makes a team work, a company work, 
a society work, a civilisation work Vince Lombardi (Football coach) 

□ “Coming together is a beginning. Keeping together is a progress. Working together is 
success” Henry Ford (pioneer of the assembly-line production method) 

□ “There is no such thing as a self-made man. You will reach your goals only with the help of 
others''. George Shinn (former owner of Charlotte, now New Orleans, Hornets basketball 
team) 

□ “It is amazing what can be accomplished when nobody cares about who gets credits” Robert 
Yates (politician in the 1700s) 

□ “Teamwork divides the task and multiplies the success” Author unknown 

□ “Respect your fellow human being, treat them fairly, disagree with them honestly, enjoy 
their friendship, explore your thoughts about one another candidly, work together for a 
common goal and help another achieve it”. Bill Bradley (American hall of fame basketball 
player, Rhodes scholar and former three-term Democratoc U.S. Senator from New Jersey) 

□ “Talent wins games, but teamwork and intelligence wins championships” Michael Jordan 
(former American basketball player) 

□ “Alone we can do so little, together we can do so much” Hellen Keller (American author, 
political activist) 

□ “Lots of people want to ride with you in the limo, but what you want is someone who will 
take the bus with you when the limo breaks down” Oprah Winfrey (American television host, 
actress, producer) (ODEP:2019) 

PARTICIPATION ACTIVITY 3: Marshmallow Challenge (from Toastmasters International, 

Marshmallow Challenge Facilitator Guide) 

This activity involves several teams competing to assemble the tallest freestanding structure in a 

given time period with set materials. The instructor starts the activity by presenting the 

importance of being part of  a team and how to trust in team members.  

Duration Necessary equipment Procedure 

45 minutes □ One Marshmallow 
Challenge Kit per 
team, including the 
following items in a 
paper bag:  
□ 20 sticks of 

uncooked spaghetti  
□ One marshmallow  
□ One meter of string  
□ One meter of tape  
□ One measuring 

tape  

Step 1: Participants are asked to answer Why is teamwork 
important? They have to give different positive statements.  
Some samples: 

□ When more points of view are considered, it results in 
a more well-rounded and complete final product.  

□ It supports an empowered way of working because 
team members can depend on one another 

□ It promotes a sense of achievement and camaraderie.  

□ It creates a motivated workplace.  

□ It  allows efficiency and speed.  
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 Duration Necessary equipment Procedure (cont.) 

45 minutes □ One Marshmallow 

Challenge Kit per 

team, including the 

following items in a 

paper bag:  

□ 20 sticks of uncooked 

spaghetti  

□ One marshmallow  

□ One meter of string  

□ One meter of tape  

□ One measuring tape  

Step 2: The instructor guides participants to form teams of 
three to 10 participants. Then, participants assemble by 
team at each table. Finally, the instructor distributes  one 
Marshmallow Challenge Kit to each team. 

Step. 3: Teams compete to build the tallest freestanding 
structure following these rules:  

□ Build the tallest freestanding structure as measured 
from the table surface to the top of the marshmal-
low. The structure may not be suspended from an-
other structure (like a chair, the ceiling, or a chande-
lier).  

□ The entire marshmallow must be on top of the struc-
ture. Cutting or eating part of the marshmallow dis-
qualifies the team.  

□ Use as many or as few of the supplies as your team 
chooses, with the exception of the marshmallow 
(which must be placed on top of the structure) and 
the paper bag (which may not be used as part of the 
structure). The paper bag includes 20 sticks of spa-
ghetti, one yard of tape, one yard of string, and one 
marshmallow.  

□ Teams may break the spaghetti and cut the tape and 
string as needed to create the structure.  

□ Complete the challenge in 18 minutes. Teams may 
not hold the structure in place when the time stops. 
Touching or supporting the structure at the end of 
the exercise disqualifies the team.  

The time limit is 18 minutes.  

 

NOTE TO FACILITATOR  

Walk around the room as the teams work. Periodically 
announce the time remaining. Announce the progress of 
the teams, building a friendly rivalry. When time is 
finished, the instructor tells the group which team won.  

 

Step 4: The instructor invites participants to see this video 

After the video, ask the participants: 

□ How did the team function?  

□ What were your team’s strengths?  

□ What were your team’s frustrations?  

□ How can you apply what you learned from this 
challenge to your job roles? 

https://www.ted.com/talks/tom_wujec_build_a_tower_build_a_team
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Duration Necessary  

equipment 

Procedure (cont.) 

45 minutes □ One Marshmallow 
Challenge Kit per 
team, including the 
following items in a 
paper bag:  

□ 20 sticks of un-
cooked spaghetti  

□ One marshmallow  

□ One meter of string  

□ One meter of tape  

□ One measuring 
tape  

□ Did any team members tune out of the activity — out 
of frustration with other members or for some other 
reason? What could you have done to keep all 
members of the group fully engaged? 

□ Did you feel everyone's ideas were well received 
during the activity? 

□ How did you feel as the time limit was approaching? 
Did pressure increase? If yes, was that helpful or not? 

□ In retrospect, what could you have done better to 
enhance your ability to Challenge the Process? 

□ Did you practice outsight? Where might new ideas 
have come from given your time constraint? 

□ Did you celebrate small wins? If yes, how did you do 
this? 

 

Discuss for 10 minutes. 

 

Step 5: Working together will help your team achieve 
success. Remember what you’ve learned today as you 
complete your term.  

Instruct participants to share something they learned from 
this session with another participant. 

(Toastmasters International, Marshmallow Challenge 
Facilitator Guide) 

Duration Necessary equipment Procedure (cont.) 

45 minutes □ One Marshmallow 

Challenge Kit per 

team, including the 

following items in a 

paper bag:  

□ 20 sticks of uncooked 

spaghetti  

□ One marshmallow  

□ One meter of string  

□ One meter of tape  

□ One measuring tape  

□ Was there a leader on your team? Who was it and who 
decided who the leader would be? 

□ If you had no leader, do you think having designated 
someone a leader would have helped? 

□ If you had a leader, how did he/she do? Among the 
leadership practices we have learned so far, which did 
your leader use? 

□ How helpful was everyone on your team in challenging 
the process of building the tallest structure? Did 
anyone appear to be an expert? 

□ Did any team members tune out of the activity — out 
of frustration with other members or for some other 
reason? What could you have done to keep all 
members of the group fully engaged? 

□ Did you feel everyone's ideas were well received 
during the activity? 

□ How did you feel as the time limit was approaching? 
Did pressure increase? If yes, was that helpful or not? 

□ In retrospect, what could you have done better to 
enhance your ability to Challenge the Process? 

□ Did you practice outsight? Where might new ideas 
have come from given your time constraint? 

□ Did you celebrate small wins? If yes, how did you do 
this? 

 

Discuss for 10 minutes. 

 

Step 5: Working together will help your team achieve 
success. Remember what you’ve learned today as you 
complete your term.  

Instruct participants to share something they learned from 
this session with another participant. 

(Toastmasters International, Marshmallow Challenge 
Facilitator Guide) 
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Participation Activity 4: Six thinking Hats (from Edward De Bono (1985), Six thinking 
hats) 

 

De Bono’s “Six thinking hats” is a powerful technique for looking at decision making from 
different points of view. It allows emotion and skepticism to be brought into what might 
normally be a purely rational process and it opens up the opportunity for creativity 
within decision making. The exercise promotes collaboration and creativity by providing 
a structured way for team members to analyse their design concepts and prototypes.  

Duration Necessary 

equipment 

Procedure 

20 minutes □ Coloured items, or 
hats, corresponding 
to the colours in this 
exercise (Blue, 
white, red, black, 
yellow, green). Do 
not tell the 
participants in 
advance what the 
colours represent!  

The instructor will give them a topic or problem to think 
about and make them adopt the position corresponding 
to the colour they have picked up. For instance, you can 
give them a problem such as “would it be possible for 
your company to organise a car pool for their 
employees?”. The participants will then debate on the 
topic but have to stick to the role they have been assigned 
to. After 5-10 minutes make the participants change the 
hats. Alternatively, at this point you can have a brief 
summary session of the discussion before making them 
change hats. 
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Blue Hat – manages the thinking. It is the “control” hat. Blue hat organises the 
thinking, sets the focus and agenda, summarises and concludes, and ensures 
the rules are observed. Sequences always begin and end with a blue hat. The 
person with the blue hat orchestrates the process, keeps everyone wearing 

the proper hat at a given time to maintain parallel thinking. 

 

White Hat – the information hat. Identifies information we have, need and 
lack. Wonders what questions need asking to get the right information and 
how we are going to get that information. Emphasises that facts and figures 
cannot be treated objectively when they are part of an argument. It reminds 

us of the difference between a checked fact and unchecked fact (belief). It requires us to 
take the mindset of a computer. This is also called a “neutral” hat because it deals with 
facts, data and the like. A picture emerges from white hat thinking. 

 

Red Hat – deals with emotion and intuition which are key ingredients in 
decision-making. The Red hat gives permission to express feelings with no need 
to justify them. It represents feelings right now and helps give insight as to 
“where people are coming from” in a non-punitive way. It opens the door for 

one to pull on tacit knowledge – views stemming from life experience to include bias, 
heuristics and pattern-recognition. The red hat is recommended to be used for a very 
short period to get a visceral gut reaction - about 30 seconds, and is a great way to start 
the process, “lay it out on the table.” 

 

Black Hat – is the hat of caution and survival. It helps identify risks, difficulties, 
and problems. Black hat is the sceptical view. Points out potential problems and 
thinking that does not fit the facts, experience, regulations, strategy, or values. 
Why will something not work? Why might it not be the right thing to do? It is 

the one hat that allows us to deconstruct the thinking process of the topic at hand. It can 
counter Yellow hat optimism and can deconstruct yellow hat arguments. In all instances, 
however, reasons must be given. Logic must dominate the black hat responses; if based 
on emotion then it is a red hat thought. As a general rule, we are all “natural” black hats. 
People who over-use the black hat tend to spend a lot of their energy finding fault in 
things. 

 

Yellow Hat – deals with benefits and feasibility, not fantasy. It is the optimistic 
view. In fact, optimism is a requirement to use this hat. It helps find the 
benefits and values and considers both short- and long-term perspectives. 
Reasons must be given. However, if all one has is speculation, then go forward 

with it under this hat. Use the yellow hat to deconstruct and counter the black hat. 
Yellow hat takes more effort than black hat, because it forces optimism, and is usually 
the easiest role for the project advocates to take. Where the Black hat is about risk, the 
yellow hat is about opportunity. In fact any opportunity the yellow hat identified can be 
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given to the green hat to see how that opportunity can be exploited. 

 

Green Hat – deals with new ideas and possibilities. It is the creative thinking 
hat, all about energy. The yellow hat identifies the opportunity but has no 
responsibility to explain how it can come about: the Green hat takes on that 
responsibility. Green seeks alternatives and possibilities, removes faults, and 

generates new concepts. It does not have to be logical. It provokes risk taking. It 
demands new approaches and replaces judgment with movement. Of all hats, our 
experience shows this is at once very difficult to role-play but also one of the most 
insightful. 

 

Blue Hat Sample Questions  

• What is the problem?  

• What is the decision we are after?  

• What sequence of thinking hats ought we use?  

• What process will we use to work each hat?  

• How will we move on to the next hat?  

• How do we get each hat to play off the other? 

 

White Hat Sample Questions  

• What is the objective?  

• What is the framing assumption? (e.g. the supposition that is central to achieving the 
objective)  

• What is the context (who, what, when, where, why, how, how much)?  

• What are the beliefs and opinions in play?  

• What are the facts we know vice interpretations we have?  

• What information do we require?  

• What questions need asking?  

• What information is missing?  

• Where can we find this information? 

 

Red Hat Sample Questions  

• What do you think about this? 

 • What is your initial reaction?  

• What kind of emotions does this bring out?  

• What is your gut feeling?  



 130         

 

MODULE 4      Development of soft skills  

• How might your feelings change over time?  

 

Yellow Hat Sample Questions  

• What makes this so successful?  

• What are the benefits?  

• How does this make things better?  

• What other benefits are there not presented?  

• How do you know this will be so beneficial?  

• Why do you think this will be successful?  

• What black hat concerns can we deconstruct and show to be flawed?  

• What should the green hat expand upon to show how we can get there?  

• What does success look like? 

 

Black Hat Sample Questions  

• What are the risks?  

• What are the failure scenarios?  

• What are the potential unintended consequences?  

• Why won’t this work?  

• What are the weaknesses? 

What are we forgetting that will bite us? 

 • How do we know this will not work?  

• What makes this more difficult than we might be assuming?  

• What yellow hat opportunities can we deconstruct and show to be flawed?  

• Where are there real dangers?  

• Why should we not proceed? 

 

Green Hat Sample Questions  

• Can we do this another way?  

• What new ideas does this generate?  

• What opportunity does this offer?  

• What are the immediate steps after success?  

• What yellow hat opportunities should we expand upon?  

• What thought experiment could we do here?  

• What risks ought we accept?  

• What odd – even implausible - scenario could we come up with based on this idea just 
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to generate more insights?  

• What original white hat assumptions might we totally reverse just to see where it 
leads?  

 

Each hat is typically used for approximately 3 minutes at a time.  

 

• Initial ideas, brainstorming - Blue, White, Green, Blue  

• Choosing between alternatives - Blue, White,( Green), Yellow, Black, Red, Blue  

• Identifying solutions - Blue, White, Black, Green, Blue  

• Quick feedback - Blue, Black, Green, Blue  

• Strategic planning - Blue, Yellow, Black, White, Blue, Green, Blue  

• Process improvement - Blue, White, White (other people’s views), Yellow, Black, 
Green, Red, Blue  

• Problem-solving - Blue, White, Green, Red, Yellow, Black, Green, Blue  

• Performance review - Blue, Red, White, Yellow, Black, Green Red, Blue. 

 

(De Bono: 1985) 

 

 

Participation Activity 5: Problem solving within a team (from ODEP (2019), Skills to pay 
the bills - Mastering Soft skills for workplace success)  

Working together to solve problems is not always easy. The purpose of this activity is to 
have participants explore how effective teams might address problems that occur among 
its members.  

Duration Necessary  

equipment 

Procedure 

30 minutes □ None (pen and 
paper optional)  

There are times when getting a team of people to work 
together successfully on a job or at school can be a challenge. 
Occasionally one person might display bad attitude (for one 
reason or another) and cause the team to be less than 
productive.  The following activity presents 10 different 
situations where the action of one team member interferes 
with the team's success.  

The instructor divides a large group into smaller groups. The 
participants have to create a skit for each situation described 
in the sheet, providing both positive and negative alternatives 
for working through and solving each problem. Participants 
should take turns being the “difficult” team member. 
Participants can compare skits and response and ultimately 
decide (as a larger group) on the best way(s) to handle each 
situation.  
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Duration Necessary  

equipment 

Procedure 

30 minutes □ None (pen and pa-
per optional)  

Participants should take turns being the “difficult” team 
member. Participants can compare skits and response and 
ultimately decide (as a larger group) on the best way(s) to 
handle each situation.  

Using the problems listed below, invite employers in to talk 
about how these situations are handled at their place of 
employment. 

It’s hard to work to keep a team working well. What would 
you say to or do about a team member in the following 
situations?  

1.  Is always late. 

2. Whispers to others or starts side conversations 
during discussions. 

3. Gets upset when his/her recommendations are not 
followed. 

4. Hogs the conversation/discussion. 

5. Leaves before the job/work is done. 

6. Constantly tells jokes and gets people off track. 

7. Refuses to work with another “certain” team member. 

8. Won’t share in the leadership role. 

9. Falls asleep. 

10. Just sits there. 

 

Conclusion 

Should each person on the team be “dealt” with in the 
same way? Are there any exceptions? Explain. 

(ODEP: 2019) 
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PARTICIPATION ACTIVITY 6: Clock types (from: Skills 
Converged (2019), Team Building Exercise: Clock Types) 

The purpose of this exercise is to show that each person in a 
team has certain characteristics that can contribute to the 
team. It is not necessarily about casting each person into an 
ideal team member role; instead, it is about taking advantage 
of each person’s unique strengths. Learn about four personality 
types and use this knowledge to communicate more effectively. 



 133 

 

SESSION 12: Team work and creativity: A brief introduction  

Duration Necessary  

equipment 

Procedure 

Explaining the 
Exercise:  
5 minutes 

 

Activity:  
10 min for 
each stage * 3 
= 30 minutes 

Group Feed-
back:  
10 minutes  

□ A rope, six meters 
long. 

□ Four large cards A4 
or A3 size with the 
following written on 
each. The numbers 
represent clock 
hour: 3: Let’s think 
about it. 6: Let’s do 
it. 9: Let’s consider 
the feelings. 12: 
Let’s pay attention 
to detail. 

Prepare the scene for the exercise by placing a rope on 
the floor in the shape of a circle, with a diameter of 
about 2m. This forms the face of your clock. Place the 
cards at the correct locations based on clock hours. 

Explain that there are four types of people. Each is repre-
sented at a certain clock hour. Delegates must examine 
all four types and then decide which one represents 
them the most. 

To make decision making easier explain the following and 
show them in a slide for reference: 

3: Let’s think about it. 

Look at the big picture, bird’s eye view, possibilities. 

6: Let’s do it. 

Focus on actions, plunge in, use momentum, energy and 
excitement to get things done. 

9: Let’s consider the feelings. 

Consider people’s feelings, how they will be affected, 
what their thoughts and needs are. 

12: Let’s pay attention to detail. 

Think it through, plan systematically, examine all parame-
ters and optimise. 

Once delegates have become familiar with the four cate-
gories, get them to choose one that represents them 
best and ask them to stand next to the card on the floor. 
This will divide the delegates into four groups. 

 

Stage 1: 

Ask each group to consider two questions: 

□ What are the strengths of your type? 

□ What are the weaknesses of your type? 

Allocate 5 minutes. 

 

Bring everyone’s attention back while standing where 
they are. Ask each group to present their thoughts. This 
discussion helps to prepare the participants for the next 
stage. 
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equipment 

Procedure 

  Stage 2: 

Ask participants to consider two more questions: 

□ Which other type do they find most difficult to work 
with? 

□ Which other type do they find most easy to work with? 

Allocate 5 minutes. 

 

As before, bring everyone’s attention back and ask each 
group to present their thoughts. 

 

Stage 3: 

Ask participants to consider two more questions: 

□ Given your type, what is one characteristic you value in 
each of the other types? 

□ Given your type, what others need to know about you 
so that you can work together more effectively? 

Allocate 5 minutes. 

 

As before, bring everyone’s attention back and ask each 
group to present their thoughts. 

 

Here, the discussion can become valuable as differences in 
types are highlighted. It would shed light on why people 
might have difficulty communicating with each other at 
work. Here are some examples: 

□ Which types get frustrated with the attention-oriented 
type? 

□ Which types get frustrated with those who want to 
jump in and do it right away? 

□ What happens when feelings (of co-workers, custom-
ers, suppliers, etc.) are not considered? 

 

Follow with a discussion: What are some of the important 
lessons you have learned from this exercise? What new 
insights have you gained about your co-workers? Is it best if 
you only have a single type in a team or is it better to have 
at least one of each type? What would this suggest? Next 
time you feel frustrated with a team member, what would 
be your first thoughts and reactions? 

 

(Skills Converged: 2019) 
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This is a manual designed to assist the Educators of a 40-hour seminar on IT skills 

in Sharing and Web-based Economy. It is also paired with a Trainees’ 

Handbook, which serves as the main educational material for the participants 

in the seminar. Both are supported by an e-learning platform  where the set of 

Manual and Handbook on IT skills in Sharing and Web-based Economy is 

available for download, as well as two additional sets, focusing on Resilient 

Sectors and Social Economy respectively. The e-learning platform is available 

at: https://elearning.youthshare-project.org/login/index.php . 

All the above is a product of the collective effort of the partners in the 

YOUTHShare project: A Place for Youth in Mediterranean EEA: Resilient and 

Sharing Economies for NEETs (Project No: 2017-1-345). This project is funded by 

the Active Youth call by the EEA and Norway Grants, and  it aims to reduce 

youth unemployment in coastal and island regions of the Mediterranean EEA 

by advancing young NEETs skills in trans-locally resilient agri-food production 

and the pertinent circular economies. By boosting the potential of those 

sectors, through social entrepreneurship and sharing economy platforms, it aims 

to reduce economic disparities in the target area.  


