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(2) LEARNING OUTCOMES

Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate level, which the students will acquire|
with the successful completion of the course are described.
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Students will be able to:
e Understand the relationship between the concepts of digital culture and cultural
industries
® Recognize and analyze the multifaceted role of cultural industries in cultural theory and
practice
e Describe and analyze the operation of cultural industries in modern social reality and
distinguish the differences of cultural organizations
e Recognize and analyze the functioning of the culture market, as well as the cultural
goods
e Understand and analyze the role of ICT and digital media in the functioning of cultural
industries
e Distinguish and analyze the strategies of cultural industries and their operation tools

e Evaluate the needs of cultural industries and propose new strategies

General Competences



Taking into consideration the general competences that the degree-holder must acquire (as these appear in the Diploma
Supplement and appear below), at which of the following does the course aim?

Search for, analysis and synthesis of data and information,  Project planning and management

with the use of the necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

Decision-making Showing social, professional and ethical responsibility and
Working independently sensitivity to gender issues

Team work Criticism and self-criticism

Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment
Production of new research ideas

Search, analyze and synthesize data and information, using the necessary technologies
problem solving

Production of new research ideas

Promoting free, creative and inductive thinking

respect for difference and multiculturalism

Working independently

Team work

Decision making

Project planning and management

showing social, professional and ethical responsibility

(3) SYLLABUS

In recent decades, the rapid penetration of ICT in various social and cultural aspects of
modern social reality impacts on the reorganization and the creation of practices that
influence the mechanisms of formation and management of cultural industries, as well as
their functioning of the culture market. The new possibilities of production and meaning of
cultural experiences, as well as the challenges regarding cultural construction, distribution
and consumption of cultural products and goods, resulting from the use of digital
technologies, make modern Cultural Industries a key field of study, in order for
understanding processes of contemporary cultural production locally and globally. In this
light, the aim of the course concerns:

a) the understanding and critical perspective of the theoretical approaches concerning the
Cultural Industries and their effects from the use of digital technologies,

b) the study and analysis of the factors that influence the mechanisms of the formation of
cultural identities and diversity, as well as the mechanisms for managing and organizing
social actors leisure time, reshaping their practices of cultural consumption and

c] outlining the conditions and challenges of the Cultural market that adapts characteristics of
modern cultural work , and at the same time leads to the implementation of specific policies
for the Cultural Industries.




(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY
Face-to-face, Distance learning, etc.

Face to face utilizing the principles of
Socio-cognitive Learning Theory:

e Method of acquiring concepts

® Research method

e Collaborative method

USE OF INFORMATION AND
COMMUNICATIONS TECHNOLOGY

Use of ICT in teaching, laboratory education,
communication with students

e Software for concept maps
e Diagrams, tables, pictures, photos, videos, digital
material, viewing & presentation software
e Utilization of social media
to support the learning process, laboratory training, as well as
the research, the preparation, and presentation of team work
for the semester project.

TEACHING METHODS
The manner and methods of teaching are
described in detail.
Lectures, seminars, laboratory  practice,
fieldwork, study and analysis of bibliography,
tutorials, placements, clinical practice, art
workshop, interactive teaching, educational
visits, project, essay writing, artistic creativity,
etc.

The student's study hours for each learning
activity are given as well as the hours of non-
directed study according to the principles of the
ECTS

Activit Semester workload
y
Lectures 26 hours
Personal Projects 26 hours
Team project 38 hours
Personal 52 hours
Study/Research/Preparatio
n
Evaluation 14 hours
Course total 156 credits

STUDENT PERFORMANCE EVALUATION
Description of the evaluation procedure

Language of evaluation, methods of evaluation,
summative or conclusive, multiple choice
questionnaires, short-answer questions, open-
ended questions, problem solving, written work,
essay/report, oral examination, public
presentation, laboratory ~ work,  clinical
examination of patient, art interpretation, other

Specifically-defined evaluation  criteria  are
given, and if and where they are accessible to
students.

Language of evaluation: Greek

Students are familiar with the evaluation criteria
during the initial course lecture at the beginning of
the semester and are stored throughout the
semester in the course’s area in eclass
(eclass.aegean.gr).
Methods of evaluation:
v/ Active participation in laboratory
education projects (10%)
v/ Presentation and submission of Team
Project and Essay (30%)
v/ Final exam (60%) which include:
e Multiple choice questions
e Analysis of a brief case study of
cultural organizations
e Suggestions for improving the
communication strategy of a
cultural organization
e Comparative evaluation of cultural
theories
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