4
CONIL

Co-funded by the

Erasmus+ Programme
of the European Union

Artistic Exploration for the Development of Soft and Digital Skills

Project Code: 2024-1-1T02-KA220-ADU-000245461

Report on the impact that art has
On the development of social and digital skills

in adults

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein.



4>
CONIL

Co-funded by the
Erasmus+ Programme
of the European Union

Artistic Exploration for the Development of Soft and Digital Skills

Project Code: 2024-1-1T02-KA220-ADU-000245461

CONTENTS
(Lo Ao e [UTo1 4o o H SO U PP OP PSP 4
Background of the ARTSKILLS PrOJECE......eciueiiiiieeieeiiieeitte ettt ettt sttt sttt e st e et esb e e st e sabeeeabeesabeeeabeesabeesaneesas 4
RESEAICI ODJECTIVES ...ttt e e e s b e e bt e s bt e et e s bt e e bt e s bt e eabeesabeeeabeesabeeeaneesabeesaneenas 4
[V 1=y g Yo To o] To =4V T 1YY ST 5
1. Overview Of the NatioN@l CONTEXE ...coc.uiiiiiiiie ettt e b e et esb e st e sbeeeabeesbeesanees 6
Adult education policies and INIHIATIVES .......eeveiiiiie e sttt e s b et esreennee 6
Role of art and cUlture in lifeloNg IEAINMING ......coccuiiii et e e e e e e s tre e e st e e e e staeessasaeeesnsaeeennnns 7
Challenges and opportunities in the field of social and digital SKills ...........coouieriiiiiiiieeeee 7
2. Impact of art on social comMpPetenCes iN AAUIES .........ooiiiiiiiii e s e 8
Definition of social competences in the NAtioNal CONTEXT .......cccuiiiiiiiiiicee e e e e s tre e e eaens 8
Relevant StUdIES @Nd MESEAICR .......ciuiiiieee ettt e h e e be e e bt e e sae e e b b e e sae e e sbbeesbeeeabeeesneeebeeenneeens 8
Case studies and examples Of SO0 PraCiCe .....uiii i e et e e s bae e e stte e e enbeeeesneeeas 9
Analysis Of results and EMEIrGING trENUS . ....cuuii et e e e et e e e et e e e e rttaeeesbaeeeesteeesensaeeesasseeesnssesennnnes 9
3. Impact of art on digital SKills iN @AUILS ....ceeeuiiiiiiie e et e s s ae e e s be e e ssaae e s snbaeeesnnreeesnaens 10
Defining digital skills in the NatioNal CONTEXE......ccuiiiiiiieice e st e e e st e e e stte e e ssaaeeessnseeeens 10
Relevant StUAIES @Nd rBSEAICH ......co.tiiiiieteeet ettt s b et e sttt st sae e s bt e b e et e ea b e sabesbbesbeenbeennes 11
Case studies and examples Of GO0 PraCliCe .....uiii i e e st e e s eaee e e snraeeessaeeeennnes 11
Analysis Of results aNd EMEIrZING trENUS . ..cccuiii et e e et e e e st e e e saaeeessabeeeesseeeeesaneeensseeaens 12
4. Innovative approaches and METhOAOIOZIES. ......cccuuiiiiiiiee et s et e e e et e e e e etba e e e sbeeeeebbeeeesaaeeesaraeaans 13
Programs and initiatives that integrate art and tEChNOIOZY ......c.ueiviiiiiiiii e e 13
Digital tools and platforms for art-based |€arNING..........ceoeiiii it e e e s ere e e e sraee e e saeaeeas 13
Evaluation of the effectiveness of these apPPrOaChES.........c..iiiiiiii ittt e e e e e aeee e 14
oI @ o P11 [T o F= LT Yo o I oY o) o Yo T o £ 1] o 1 =T3PPSR 15
Barriers to Implementing Art-Based PrOSramS........cuiicuueeeeciirieeiieeeiiieeeesieeeseeeeeesseeessssseeessssseesssseeesssssesesssssessssseeeanns 15
Potential mitigation SOIULIONS ANd STrAtEEIES .....cc.uuiiiiiiie ettt ee e e e st e e e et e e e eeataeeeeabaeeeesbeeeeessaeeeanseaaans 17
Opportunities for future development and expansion of these approaches..........cccceeeciiieciiii e, 18
6. RECOMMENAATIONS ...ttt ettt ettt s e e s ae e s bt e r e e et s et sme e s b e e reenreeanesenesnnenreennes 19
(oY gl Yo 1oAY g - | =] USSP 19

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein.



4
CONIL

FIECARE COPIL ESTE O LUME

Co-funded by the
Erasmus+ Programme
of the European Union

Artistic Exploration for the Development of Soft and Digital Skills

Project Code: 2024-1-1T02-KA220-ADU-000245461

FOr @dUCAtOrs @Nd TraiNEIS ...c..coouiiiiiiiceee ettt sttt et st st e s bt e n e e r e et e eme e s b e e r e e neeanesanesanes 20
For cultural @and artistic INStItULIONS......c.eiiiiiiee ettt s 20
(6o} 3Tl [V T 1] o[- TSRO PP PUPRRPPRRPPPRPPO 21
L2110 oY 4o 1Y 2SR 23
Yo T=T 0o [ Tol T3PPSR 24
List Of Stakeholders CONSUITEM .......couiiiiiiiii ettt sttt sb e st e sbe e st esabeesnt e e saneenneees 25
Research tools used (e.g. questionnaires, iINTErVIEW SUIAES) ...c..ueeeiivieeiiiiie ettt erre e e rire e e eetr e e e saraeeesrreeeenns 25
Interview Guide for Teachers and EAUCATOLS ......c..eeviiiiiiirieeiieeeeee ettt sttt ne e 25
CaSE STUAY TOMIPIALE ..eeiiiieiiie ettt ettt e s et e st e e s a bt e s a b e e sbb e e sae e e sbe e e sabe e beeesaee e bt e eseeeneeenneeennes 26
[T =E= T el s T (U0 VAol Y=Y (] SRS 27

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein.



4>
CONIL

Co-funded by the

Erasmus+ Programme
of the European Union

Artistic Exploration for the Development of Soft and Digital Skills

Project Code: 2024-1-1T02-KA220-ADU-000245461
INTRODUCTION

BACKGROUND OF THE ARTSKILLS PROJECT

The ARTSKILL project was initiated in response to the growing need for the development of digital and soft skills in
adults, addressing the challenges of contemporary society. In an era of digitalization and rapid social changes, adults
face the necessity of developing transferable skills that are relevant for integration into the labor market and active
participation in the community. At the same time, there has been insufficient use of cultural heritage and artistic
exploration as innovative educational resources.

European cultural heritage and the arts are underutilized resources in terms of their potential to develop critical
thinking, creativity, collaboration, and digital skills. The ARTSKILL project positions itself at the intersection of
education, technology, and art, aiming to promote social inclusion and individual empowerment through an
innovative approach.

RESEARCH OBJECTIVES
Conduct a comprehensive literature review

e Review and analyse existing academic and practice-based literature to understand the impact of artistic
approaches on the development of soft skills and digital competencies in adults.

e Identify and document theoretical frameworks and methodologies relevant to integrating art into adult
education.

Collect and analyse case studies
e Gather case studies from the three partner countries showcasing the use of art in education.

e Analyse these case studies to evaluate their effectiveness in enhancing critical thinking, creativity,
collaboration, and digital skills.

e Compare and contrast cultural and contextual factors influencing the application of art-based education
across partner countries.

Synthesize evidence and identify best practices

e Compile and synthesize findings from the literature review and case studies to identify successful practices
and areas needing improvement in the use of art for education.

e Determine the potential for adapting effective practices to diverse educational settings.
Develop an impact assessment framework
Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
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e (Create a framework to measure the impact of art-based approaches on soft skills and digital competencies.

e Define clear metrics and indicators to evaluate the success and applicability of these approaches in future
initiatives.

METHODOLOGY USED

General Approach

The methodology for this research adopts a mixed-methods design, combining qualitative and quantitative
approaches to comprehensively address the stated objectives. This approach ensures a thorough exploration of the
theoretical foundations, case studies, and impact assessments associated with art-based methods for developing soft
skills and digital competencies.

Literature Review and Theoretical Foundation

The first step involves conducting a systematic review of academic and practice-based literature to establish a solid
theoretical foundation for the research. This review focuses on studies that examine the impact of art-based
approaches on soft skills such as critical thinking, creativity, and collaboration, as well as digital competencies.
Relevant theoretical frameworks and methodologies will be identified through an extensive search of academic
databases, including Scopus, Web of Science, and PubMed. Inclusion and exclusion criteria, such as relevance to adult
education, a publication window within the last ten years, and a focus on art-based methods, will guide the selection
process. Thematic analysis will be employed to identify recurring patterns and insights, providing a comprehensive
basis for understanding the role of art in education and highlighting gaps in the current literature.

Case Study Collection and Analysis

The second phase of the methodology involves collecting and analyzing case studies from the three partner countries,
showcasing the use of art in educational contexts. These case studies will document details such as objectives,
implementation processes, and outcomes, offering insights into how art fosters the development of critical thinking,
creativity, collaboration, and digital skills. Data collection will involve collaboration with local organizations, educators,
and cultural institutions in the partner countries. Semi-structured interviews and focus groups with project
stakeholders will provide additional perspectives on the effectiveness of these initiatives. A comparative analysis will
highlight cultural and contextual influences, enabling a deeper understanding of how art-based methods are adapted
and implemented in different socio-cultural settings.

Evidence Synthesis and Best Practices

The findings from the literature review and case study analysis will be synthesized to identify successful practices and
methodologies. This phase aims to integrate evidence from diverse sources to highlight what works in art-based
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education and to identify existing gaps or areas for improvement. A meta-synthesis approach will be used to combine

gualitative insights, resulting in a comprehensive set of best practices. These will be categorized by the specific skills
targeted, such as critical thinking or digital literacy. Additionally, the transferability of these practices to other
educational contexts will be evaluated, providing practical recommendations for their broader application.

Impact Assessment Framework Development

A crucial component of the methodology is the development of a framework for assessing the impact of art-based
approaches on soft skills and digital competencies. This framework will include metrics and indicators that measure
outcomes such as skill improvement and participant engagement. To create the framework, consultations with
experts in education, art, and digital technology will be conducted. The framework will be piloted with a selected
group of participants to validate its relevance and effectiveness. The pilot will include both qualitative data, such as
participant feedback, and quantitative data, such as pre- and post-intervention assessments. This process will ensure
the framework’s applicability and provide a robust tool for evaluating the success of art-based educational
approaches.

1. OVERVIEW OF THE NATIONAL CONTEXT

ADULT EDUCATION POLICIES AND INITIATIVES

The national context of Romania highlights significant challenges and opportunities in adult education, which are
critical to consider for the successful implementation of the ARTSKILL project. Recent statistics indicate that Romania’s
adult population (aged 18-64) comprises approximately 13 million individuals. Of these, around 40% face risks of social
exclusion and poverty, while 12% are either returning migrants or individuals in cultural integration processes
(National Institute of Statistics, 2023). A large proportion of this demographic resides in rural or semi-urban areas,
where access to education and technology remains limited.

Romania has one of the lowest participation rates in lifelong learning programs within the European Union, standing
at just 1.3%, significantly below the EU average of 10.8% (European Commission, 2021). This gap is particularly
pronounced in rural areas, where opportunities for adult education are almost nonexistent. Traditional adult
education systems in Romania focus heavily on technical skills, often overlooking the importance of transversal skills
such as creativity, critical thinking, and collaboration.

In recent years, digitalization initiatives have gained momentum, albeit unevenly. Only 25% of adults in rural areas
report having basic digital skills (World Bank, 2020). Despite the acceleration of digital transformation during the
COVID-19 pandemic, many individuals struggled with online platforms due to a lack of fundamental digital
competencies. The ARTSKILL project can address these gaps by introducing innovative educational resources that
integrate art and technology, providing a much-needed alternative to traditional approaches.

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
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ROLE OF ART AND CULTURE IN LIFELONG LEARNING

Romania’s rich cultural heritage, which includes nine UNESCO World Heritage Sites and numerous valuable works of
art, remains an underutilized resource in both formal and non-formal education. While cultural heritage is often
viewed as a driver of tourism, its potential as an educational tool has yet to be fully realized (UNESCO, 2022).
Institutions such as museums, libraries, and art galleries are predominantly concentrated in urban centers, limiting
access for those in remote or underserved areas.

Efforts to digitize cultural heritage are underway, but their integration into interactive and accessible educational
resources remains underdeveloped. The ARTSKILL project’s focus on leveraging cultural heritage as an educational
tool aligns well with these ongoing efforts. By combining art and technology, the project can help develop critical
thinking, creativity, and collaboration, which are essential for personal and professional growth.

CHALLENGES AND OPPORTUNITIES IN THE FIELD OF SOCIAL AND DIGITAL SKILLS

Romania faces a range of challenges in advancing social and digital skills among its adult population. One of the
primary obstacles is regional disparities, where limited access to the internet and technology in rural areas
significantly hampers participation in digital and online activities (World Bank, 2020). This digital divide creates
inequities in access to educational opportunities, particularly for underserved communities.

Another key challenge is cultural resistance to unconventional learning methods, such as those integrating art and
technology. Many adults remain hesitant to engage with these innovative approaches, often due to unfamiliarity or a
lack of confidence in their efficacy. Additionally, educational infrastructure deficiencies pose logistical barriers, with
insufficient resources to support interactive workshops and pilot programs.

Despite these hurdles, significant opportunities exist for fostering social and digital skills. Romania’s rich cultural
heritage serves as a valuable resource for developing innovative educational methods, providing inspiration and a
connection to the country’s artistic and historical legacy (UNESCO, 2022). Furthermore, the project aligns with
European Union funding and digitalization priorities, which emphasize digital education and social inclusion (European
Commission, 2021). This alignment creates opportunities for accessing financial and institutional support.

Lastly, the post-pandemic shift towards digital learning has generated increased openness to utilizing online resources
and digital platforms, creating a receptive environment for the ARTSKILL project. By leveraging these opportunities,
the project can address the challenges effectively and contribute to the broader development of social and digital
skills in Romania.

The Romanian context offers a unique platform for testing the ARTSKILL methodology, given the multiple challenges
and diverse needs of the target groups. The anticipated impact of the project includes the enhancement of digital and
soft skills, the promotion of social inclusion through art and cultural heritage, and the strengthening of adult
education as a tool for personal and professional development.

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
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By addressing these needs with an innovative approach, ARTSKILL can contribute significantly to the broader goals of

improving adult education in Romania and beyond. The project’s focus on creating scalable and replicable methods
ensures its relevance and sustainability.

2. IMPACT OF ART ON SOCIAL COMPETENCES IN ADULTS

DEFINITION OF SOCIAL COMPETENCES IN THE NATIONAL CONTEXT

Social competences are defined, according to the European Framework for Key Competences for Lifelong Learning, as
the ability to work effectively in a team, communicate constructively, interact with others, and understand different
perspectives. These competences encompass empathy, conflict resolution, and adaptability to diverse social and
cultural contexts (European Commission, 2021).

In Romania, social competences are particularly relevant due to the country’s socio-economic dynamics and diverse
population. Romania faces significant challenges related to social inclusion and diversity, with ethnic and cultural
minorities such as the Roma and Hungarian communities requiring targeted efforts to foster tolerance and
understanding. Additionally, rural and semi-urban areas often experience social isolation, which affects the
development of interpersonal skills (National Institute of Statistics, 2023).

Professional adaptation is another critical aspect, as the labor market increasingly demands transversal skills like
teamwork and effective communication. However, many adults in Romania lack access to formal training in these
areas. Vulnerable groups, including the unemployed, migrants, and individuals with disabilities, encounter further
barriers due to marginalization and limited opportunities to develop and apply social competences.

RELEVANT STUDIES AND RESEARCH

Art has proven to be an effective tool for enhancing social competences, offering adults opportunities to express
themselves, collaborate, and engage in intercultural understanding. Several studies and initiatives in Romania have
highlighted its impact:

Study: "Art and Social Inclusion"

Conducted by the National University of Arts in Bucharest, this study explored how art facilitates the inclusion of
marginalized groups. Using interviews with participants in artistic workshops and observations of their social
interactions, the research found significant improvements in empathy, self-confidence, and collaboration (UNESCO,
2022).

Project: "Colors of Empathy"

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
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Organized by the Progress Foundation, this project involved painting and storytelling workshops in rural communities.

Participants reported improved communication skills and stronger interpersonal bonds. The initiative also highlighted
the potential of art to build bridges across generations and social groups (Progress Foundation, 2020).

Study: "Forum Theatre for Social Inclusion"

Led by the NGO A.R.T. Fusion, this project focused on participatory theater as a means to address intercultural
conflicts and develop conflict resolution skills. Participants noted enhanced self-confidence and empathy, as well as a
greater ability to navigate complex social dynamics (A.R.T. Fusion, 2019).

Erasmus+ Project: "Creative Skills Through Art"

This transnational initiative, with Romania as a partner, developed a guide for integrating art into adult education. It
demonstrated how art fosters communication, collaboration, and cultural awareness, especially in diverse groups
(Erasmus+, 2021).

CASE STUDIES AND EXAMPLES OF GOOD PRACTICE

1. "Colors of Empathy"

Workshops involved adults creating art inspired by personal stories or local cultural heritage. Community exhibitions
showcased the work, fostering dialogue and pride. Outcomes included increased self-expression, communication, and
empathy.

2. "Forum Theatre for Inclusion"

Participants acted out scenarios reflecting real social challenges, such as discrimination. Post-performance discussions
encouraged collective problem-solving and deeper understanding. The initiative reduced interpersonal tensions and
fostered intercultural dialogue.

3. "Art and Inclusion Workshops" by the National Museum of the Romanian Peasant

These workshops connected urban and rural participants through traditional crafts like pottery and weaving. Results
included stronger bonds across cultural divides and a renewed appreciation for shared heritage.

ANALYSIS OF RESULTS AND EMERGING TRENDS

Art has demonstrated substantial benefits in developing social competences among Romanian adults.
Participants in various programs reported increased empathy, improved communication skills, and stronger
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collaboration abilities. Activities such as storytelling, participatory theater, and group art projects created safe spaces

for emotional exploration and social interaction. For example, the "Forum Theatre" approach enabled participants to
address conflicts constructively, while the "Colors of Empathy" project strengthened community ties through shared
artistic expression (Progress Foundation, 2020; A.R.T. Fusion, 2019).

However, challenges remain. Rural areas often lack the infrastructure to support artistic programs, and many
initiatives rely heavily on external funding, limiting their sustainability. Moreover, societal perceptions often
undervalue the role of art in adult education, favoring technical or professional training instead (World Bank, 2020).

Emerging trends highlight the integration of digital tools in artistic initiatives. Virtual reality (VR) and augmented
reality (AR) are being explored to create interactive cultural experiences, broadening access to art in remote areas.
Personalized and inclusive approaches, such as workshops tailored to individual needs or those designed for
participants with disabilities, are also gaining traction (Erasmus+, 2021).

3. IMPACT OF ART ON DIGITAL SKILLS IN ADULTS

DEFINING DIGITAL SKILLS IN THE NATIONAL CONTEXT

Digital skills, as defined by the European Digital Competence Framework for Citizens (DigComp 2.2), encompass the
essential abilities required to use digital technology effectively in personal, social, and professional contexts. These
skills are categorized into five key areas:

1. Information and Digital Literacy: The ability to search for, evaluate, and manage information from online
sources.

2. Communication and Collaboration: Effective use of digital technologies to communicate and collaborate in
digital environments.

3. Digital Content Creation: Development and editing of digital content, including the use of creative
applications.

4. Digital Safety: Protecting personal data and managing risks in the digital environment.
5. Problem-Solving: Utilizing technology to address everyday challenges.

In Romania, the digital skills landscape reflects significant disparities. According to the Digital Economy and Society
Index (DESI, 2022), only 31% of Romanians possess basic digital skills, compared to the EU average of 56%. These
disparities are particularly pronounced between urban and rural areas, where access to technology remains limited,
and among older adults, who face greater challenges in adopting digital tools (European Commission, 2022).

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
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RELEVANT STUDIES AND RESEARCH

Art, combined with technology, has proven to be an effective medium for developing digital skills, especially in
contexts where traditional methods may fail to engage participants. Several studies and projects in Romania highlight
the potential of art to foster digital literacy:

1. Study: "Digitalization through Art"

Conducted by the National University of Arts Bucharest, this qualitative study involved 100 adult participants engaged
in digital art projects. Findings revealed that 85% of participants improved their proficiency in creative software, and
68% gained confidence in exploring new technologies (National University of Arts Bucharest, 2020).

2. Project: "Digital Library and Art"

Organized by the Progress Foundation, this initiative aimed to enhance digital literacy in rural areas through artistic
activities. Participants learned to create and publish digital content, such as photographs and creative writing. Over
60% of participants applied their skills to initiate community-based online projects (Progress Foundation, 2020).

3. Study: "Art and Digital Transformation in Adult Education"

Led by the Institute for Education and Culture Research, this mixed-methods study involved 300 participants across
three regions. Results indicated that 85% of participants developed foundational digital competencies, including video
editing and content creation (Institute for Education and Culture Research, 2022).

CASE STUDIES AND EXAMPLES OF GOOD PRACTICE

1. "Colors of Technology"

This project, organized by the Progress Foundation, provided workshops on graphic design and digital storytelling for
adults in rural areas. Participants used applications like Canva and Animoto to create visual and narrative content.
Outcomes included an 80% improvement in digital content creation skills and enhanced local community promotion
through online platforms.

2. "Art for Digital Inclusion"

Conducted by the National Association of Librarians and Public Libraries in Romania, this project focused on photo
editing and digital storytelling workshops in rural libraries. Participants gained practical skills in using tools like GIMP
and Google Sites, with 90% reporting improved confidence in navigating digital platforms.

3. '"Digital Artists"

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
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Organized by the National University of Arts Bucharest, this initiative offered courses in digital animation and

collaborative art projects. Participants created animated short films using Blender and Krita, leading to a 70%
continuation rate in exploring digital arts post-program.

ANALYSIS OF RESULTS AND EMERGING TRENDS

Art-based digital skill initiatives have demonstrated significant benefits in Romania, addressing critical gaps in digital
literacy. Participants reported increased confidence in using technology, improved collaboration skills, and enhanced
creativity. For example, the "Colors of Technology" project empowered rural participants to utilize digital tools for
local community development (Progress Foundation, 2020).

Emerging trends in this field include:
1. Integration of Advanced Technologies:

Virtual reality (VR) and augmented reality (AR) are being adopted by cultural institutions to create interactive learning
experiences. For instance, virtual tours organized by the Romanian Peasant Museum are broadening access to cultural
resources.

2. Personalized Digital Learning:

Adaptive educational platforms are tailoring content to individual needs, making learning more accessible and
effective for diverse groups.

3. Focus on Sustainability:

Projects are increasingly integrating recycled materials and eco-friendly practices into digital art initiatives, promoting
environmental awareness alongside digital literacy.

4. Hybrid Learning Models:

Combining online and offline activities, hybrid models are becoming the norm, offering flexible participation options
for adults in remote areas.

Art offers a transformative approach to developing digital skills among adults, particularly in Romania, where digital
disparities are evident. By blending creativity with technology, art-based programs engage participants in meaningful
ways, fostering confidence, collaboration, and innovation. Expanding access to such initiatives, particularly in
underserved areas, and integrating emerging technologies will be key to sustaining their impact. The ARTSKILL project
is uniquely positioned to build on these successes, further bridging the digital divide through innovative art-based
education.
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4. INNOVATIVE APPROACHES AND METHODOLOGIES

PROGRAMS AND INITIATIVES THAT INTEGRATE ART AND TECHNOLOGY

In Romania, the integration of art and technology in educational initiatives has become increasingly relevant,
particularly in non-formal education targeting adults. Programs aim to leverage digital tools to make art more
accessible and engaging, fostering creativity even among individuals without formal artistic training.

1. Art-Based Digital Learning Programs

Digital Art and Creativity Hub: This program focused on teaching graphic design, animation, and content creation
using tools like Canva and Blender. Participants from rural areas were introduced to foundational digital skills through
artistic activities, leading to an 85% improvement in their competencies. (Progress Foundation, 2020)

EduArt Digital: Led by the Progress Foundation, this initiative combined art and digital literacy to enhance creativity
and communication in underserved communities. Participants created and shared digital stories, fostering digital skills
and cultural awareness (Progress Foundation, 2020).

2. Collaborative Art Platforms

Digital Bridges Through Art: This Erasmus+ project facilitated collaborative art creation across national borders using
tools like Miro and Google Workspace. Participants worked together on projects such as digital exhibitions, promoting
both technical skills and teamwork. (Erasmus+, 2021)

Art for Digital Inclusion: Hosted by the National Association of Librarians and Public Libraries, this program provided
photo editing and storytelling workshops in rural libraries. Participants utilized GIMP and other software to create and
share their works online (ANBPR, 2019)

DIGITAL TOOLS AND PLATFORMS FOR ART-BASED LEARNING

The effective integration of digital tools and platforms has been central to these initiatives, offering accessible ways to
learn and create art. Below are some of the most impactful tools used in Romania:

1. Tools for Visual Art

Canva: A user-friendly graphic design platform ideal for beginners. Widely used in non-formal education, it enables
participants to create posters, flyers, and presentations with minimal training (Progress Foundation, 2020).

GIMP: An open-source graphic editing tool offering advanced functionalities. Frequently employed in workshops
organized by public libraries, it caters to both novice and experienced users (ANBPR, 2019).
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SketchBook: A professional-grade digital drawing app that supports a range of artistic needs, from sketching to

detailed illustrations. It is widely adopted in digital art education programs (National University of Arts Bucharest,
2020).

2. Platforms for Online Learning

EduCred.ro: A national platform offering courses and resources tailored to Romanian contexts. It provides online
workshops on visual and digital arts, making learning accessible to diverse populations (EduCred.ro, 2023).

Udemy: A global online learning platform with a rich selection of art-related courses. Romanian educators and artists
frequently use Udemy to access high-quality tutorials at affordable rates (Udemy, 2023).

3. Collaborative Platforms

Miro: A digital whiteboard tool enabling group collaboration on creative projects. It has been instrumental in fostering
teamwork and innovation in art-based initiatives (Erasmus+, 2021).

Google Workspace: Tools like Jamboard and Google Drive are used for collaborative sketching and sharing digital art,
enhancing the interactivity of learning programs (Google, 2023).

4. Cultural Exploration Resources

Europeana: This platform provides access to digitized cultural heritage, including Romanian art. It serves as a valuable
source of inspiration and educational material (Europeana, 2022).

Google Arts & Culture: Educators and learners explore classical and contemporary art collections from around the
world, enabling interactive and immersive learning experiences (Google, 2023).

Google Arts & Culture: Educators and learners explore classical and contemporary art collections from around the
world, enabling interactive and immersive learning experiences.

EVALUATION OF THE EFFECTIVENESS OF THESE APPROACHES

The effectiveness of integrating art and technology in adult education programs has been evaluated based on
accessibility, skill development, engagement, creativity, and sustainability. The following findings are drawn from
national initiatives in Romania:

1. Accessibility

Tools like Canva and Tinkercad have proven to be user-friendly and highly accessible, even for participants with no
prior digital experience. However, limited infrastructure in rural areas remains a barrier (Progress Foundation, 2020).

2. Skill Development
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Participants in programs like "Digital Art and Creativity Hub" reported significant improvements in skills such as

graphic design and animation. For example, 85% of participants demonstrated increased proficiency in using tools like
Blender and GIMP (National University of Arts Bucharest, 2020).

3. Engagement and Motivation

The integration of creative and interactive methods has led to higher participation rates. In initiatives like "EduArt
Digital," participants reported being more motivated to engage with technology due to the artistic context of the
activities (Progress Foundation, 2020).

4. Creativity and Self-Expression

Programs incorporating digital storytelling and collaborative projects allowed participants to express themselves
uniquely. Examples include the creation of digital exhibitions showcasing personal narratives (Erasmus+, 2021).

5. Sustainability

While programs demonstrated immediate success, challenges in maintaining long-term engagement were noted,
particularly due to resource limitations in underserved areas. Continuity relies heavily on external funding and
partnerships (ANBPR, 2019).

The integration of art and technology in adult education programs in Romania has demonstrated substantial
benefits in fostering digital skills, creativity, and collaboration. By leveraging intuitive tools and collaborative
platforms, these initiatives have made art-based learning accessible to diverse populations. However, addressing
challenges such as digital infrastructure gaps and ensuring long-term sustainability will be critical to expanding the
reach and impact of these programs. Future efforts should focus on hybrid learning models, personalized approaches,
and fostering partnerships to maximize the potential of art and technology in education.

5. CHALLENGES AND OPPORTUNITIES

BARRIERS TO IMPLEMENTING ART-BASED PROGRAMS

Art-based programs in Romania face significant challenges that hinder their accessibility, effectiveness, and long-term
sustainability. These challenges can be grouped into structural, social, educational, economic, and technological
barriers, as also observed in similar European contexts (Belfiore & Bennett, 2007).

1. Structural Barriers
Insufficient Access to Cultural Infrastructure

Many rural and semi-urban communities lack spaces dedicated to artistic activities, limiting opportunities for creative
engagement. "The absence of cultural hubs disproportionately affects marginalized communities and hinders access
to resources" (Belfiore, 2021, p. 43).
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Impact: Without cultural infrastructure, adults in rural areas remain excluded from artistic development

opportunities. For instance, only a minority of Romanian rural regions report access to functioning cultural centers
equipped with modern technology (INS, n.d.).

Digital Infrastructure Disparities

High-speed internet and modern devices are unavailable in numerous rural areas, mirroring digital inequality trends
across Europe (Van Dijk, 2020).

Impact: Programs integrating digital art fail to reach their potential, as technological gaps dissuade participation.
Underfunding of the Cultural Sector

"Public cultural funding remains critically low in Romania, with less than 1% of GDP allocated to the cultural sector,
ranking among the lowest in the European Union" (INS, n.d., p. 12).

Impact: Overreliance on external funding threatens program sustainability and growth.
2. Social and Cultural Barriers
Lack of Awareness about the Value of Art

Research shows that societal undervaluation of the arts reduces participation. "Art is often seen as a luxury rather
than an essential tool for personal and social development" (Holden, 2015, p. 67).

Impact: Such perceptions discourage local authorities and communities from investing in or attending artistic
programs.

Resistance to Change

Traditionalist attitudes toward education and art inhibit the adoption of innovative methods like integrating digital art
into curricula (Eisner, 2002).

Exclusion of Vulnerable Groups

Vulnerable populations, including ethnic minorities and persons with disabilities, face barriers to inclusion in artistic
initiatives

3. Educational Barriers
Lack of Qualified Trainers

"The quality of art education relies heavily on the availability of well-trained facilitators" (UNESCO, 2021, p. 89).
Romania lacks educators skilled in integrating digital art and technology into teaching. Educator teaching programs are
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only a few and sometimes the teachers do not have time or infrastructure to use in class even if they know how.

Although the pandemic has pushed forward the digital skill development in teachers there still is a long way to go.
Rigid Curricula
The current curricula still prioritize theoretical knowledge over practical skills further deter engagement.

4. Economic Barriers
High Costs of Participation
The financial burden of art supplies and digital tools limits accessibility for economically vulnerable populations.
Limited Local Funding Opportunities

Local budgets often exclude art initiatives, relying instead on external grants, which are "insufficient to ensure long-
term program sustainability" (Belfiore & Bennett, 2007, p. 52).

5. Technological Barriers
Low Digital Literacy

Many adults, especially in rural communities, lack the skills to engage with digital art programs effectively (Van Dijk,
2020).

Limited Access to Modern Tools

"The absence of adequate technological resources significantly hinders participation in digital art initiatives" (UNESCO,
2021, p. 45).

POTENTIAL MITIGATION SOLUTIONS AND STRATEGIES

Based on both expert opinions and the studied references during the research part we were able to conclude that
these barriers can be overcome. We have created a list of solutions that have also been mentioned in the studied
references.

1. Structural Solutions

Establishing regional cultural hubs with facilities for both traditional and digital art, as recommended by UNESCO
(2021). Expanding internet access in rural areas through targeted public-private partnerships will significantly reduce
the digital divide (Van Dijk, 2020).

2. Social Solutions

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein.



4
CONIL

Co-funded by the
Erasmus+ Programme
of the European Union

Artistic Exploration for the Development of Soft and Digital Skills

Project Code: 2024-1-1T02-KA220-ADU-000245461
Implementing national awareness campaigns on the transformative power of art for community development,

emphasizing success stories from other countries (Anantrasirichai 2022). But also the design of inclusive programs
tailored to vulnerable groups, such as mobile workshops or financial subsidies, to foster greater participation
Educational Solutions

Train educators in innovative teaching methods, blending art and technology. This aligns with recommendations to
modernize art education globally (Eisner, 2002) but also with. Integrate art-based learning modules into formal
education systems, fostering creativity and digital literacy from an early age.

3. Economic Solutions

Increase public funding for cultural initiatives, ensuring long-term sustainability. Encourage private sector involvement
through corporate social responsibility (CSR) programs, following successful European models (Belfiore & Bennett,
2007).

4. Technological Solutions

Invest in digital literacy programs targeting rural and elderly populations, a proven approach for enhancing
engagement (Van Dijk, 2020). Equip cultural centers with modern tools to support digital art education, as suggested
by UNESCO (2021).

OPPORTUNITIES FOR FUTURE DEVELOPMENT AND EXPANSION OF THESE APPROACHES

1. Infrastructure Development

Multifunctional Cultural Hubs: The creation of multifunctional cultural hubs can provide dynamic spaces for
community learning, cultural exchange, and innovation. These hubs should integrate flexible designs that
accommodate diverse activities such as workshops, exhibitions, performances, and digital learning sessions. Research
indicates that such spaces foster social cohesion and innovation by encouraging collaboration and lifelong learning
(Florida, 2014). Furthermore, multifunctional hubs can act as incubators for creative industries, driving local economic
development and cultural sustainability (Throsby, 2001).

2. Technological Innovation

Artificial Intelligence (Al) and Augmented Reality (AR) in Art Education: The integration of Al and AR technologies in
art education offers opportunities for personalized and immersive learning experiences. Al-powered platforms, such
as DALL-E, allow users to create art through machine learning algorithms, democratizing access to creative tools and
fostering innovation in visual arts (Holden, 2015). Similarly, AR can transform traditional art education by enabling
learners to interact with three-dimensional artworks or participate in virtual museum tours, enhancing engagement
and comprehension (Billinghurst & Duenser, 2012). These technologies not only enhance the creative process but also
make art education accessible to individuals with diverse abilities and learning styles (Andreu et al 2025).

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein.



4>
CONIL

FIECARE COPIL ESTE O LUME

Co-funded by the
Erasmus+ Programme
of the European Union

Artistic Exploration for the Development of Soft and Digital Skills

Project Code: 2024-1-1T02-KA220-ADU-000245461
3. Strengthening Partnerships

Expanding Public-Private Collaborations: Strengthening partnerships between public institutions and private entities
can secure funding, technical expertise, and resources for cultural initiatives. Successful examples include corporate
sponsorships and industry collaborations that fund art education programs, as demonstrated by the Guggenheim
Museum's partnership with Google Arts & Culture (Choi & Burnes, 2017). Public-private collaborations also allow for
knowledge exchange and capacity building, which are crucial for sustaining innovative programs in the arts sector
(UNESCO, 2021).

Leveraging International Networks: Participation in international funding programs, such as Erasmus+ and Creative
Europe, can provide access to financial resources and knowledge-sharing networks. These initiatives promote cross-
cultural collaboration, skill development, and innovation in the creative industries. According to UNESCO (2021), such
programs are instrumental in supporting cultural diversity and fostering inclusive growth.

4. Promoting Sustainability

Hybrid Financial Models: Developing hybrid financial models is essential for ensuring the long-term sustainability of
cultural and educational programs. Combining public subsidies, private investments, and community contributions
provides resilience against economic fluctuations and enables diversified revenue streams (Morlok et al., 2021).
Community-supported initiatives, such as crowdfunding campaigns and volunteer-based programs, can enhance local
engagement and ownership (Jenkins, 2016). Additionally, integrating sustainable practices, such as energy-efficient
infrastructure and resource optimization, can reduce operational costs and contribute to environmental goals
(Throsby, 2001).

6. RECOMMENDATIONS

FOR POLICYMAKERS

1 Public Policy and Funding

Increase Budgets for Culture and Education: Allocating dedicated funds for initiatives integrating art and technology
into adult education. As Belfiore and Bennett (2007) emphasize, "Increased investment in cultural sectors is key to
unlocking their potential for fostering social inclusion and innovation" (p. 58). Establish specific funding lines for digital
art programs within national and European frameworks to ensure continuity and expansion.

Subsidize Access to Artistic Programs: Develop financial schemes to cover costs for vulnerable groups, including
individuals with disabilities, ethnic minorities, and the unemployed. Research indicates that financial barriers are a
primary reason for exclusion in arts-ased education (UNESCO, 2021).

Support Cultural Infrastructure: Invest in modernizing cultural centers and equipping them with digital tools to create
inclusive spaces for learning and creativity. Expand high-speed internet access in rural areas to facilitate participation
in online art programs, addressing disparities highlighted by Van Dijk (2020).
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2 National Strategies and Regulations

Develop a National Strategy for Digital Art Education: Integrate digital art education into non-formal learning and
lifelong learning policies to align with global trends (Holden, 2015). Establish an Intersectoral Advisory Council: Form
a council comprising experts in education, culture, and technology to guide policymaking and ensure evidence-based
decision-making.

FOR EDUCATORS AND TRAINERS

1. Continuous Professional Development

Training in Digital Technologies: Organize courses for educators to master digital tools such as Canva, GIMP, Blender,
and emerging technologies like virtual reality (VR) and artificial intelligence (Al). Eisner (2002) highlights the
importance of "equipping educators with the tools and methods to adapt to rapidly changing technological
landscapes" (p. 89).

Adopt Interactive Pedagogical Methods: Use participant-centered methods such as digital storytelling, project-based
learning, and collaborative workshops to increase engagement and retention.

Develop Transdisciplinary Skills: Integrate arts education with social sciences, technology, and entrepreneurship to
provide learners with holistic and applicable knowledge.

2. Personalized and Inclusive Approaches

Adapt to Participant Needs: Design educational programs tailored to the skill levels, interests, and cultural
backgrounds of participants.

Foster Inclusion: Create safe, welcoming environments for participants from diverse social and cultural contexts to
encourage participation and innovation.

FOR CULTURAL AND ARTISTIC INSTITUTIONS

1. Innovative Program Development

Integrate Technology into Artistic Activities: Develop virtual tours, digital art workshops, and interactive exhibitions
using VR and AR technologies. "Innovative uses of technology in art can significantly enhance participant engagement
and creativity" (UNESCO, 2021, p. 56).

Launch Digital Platforms: Create online platforms to provide access to courses, resources, and collaborative
communities, enabling nationwide participation in art education.

Develop Transdisciplinary Projects: Collaborate with museums, libraries, and universities to design programs
combining art, education, and technology.
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2. Expand Partnerships

Collaborate with the Private Sector: Engage technology companies to support initiatives through financial backing
and the provision of tools and expertise. Corporate Social Responsibility (CSR) programs have proven effective in
supporting arts-based education (Belfiore & Bennett, 2007).

Join International Networks: Participate in international consortia, such as Erasmus+ and Creative Europe, to access
funding and share best practices.

3. Promotion and Community Engagement

Organize Awareness Campaigns: Host events to showcase program outcomes, increasing visibility and encouraging
community involvement.

Engage Local Communities: Design participatory art projects that reflect local cultural heritage, fostering community
ownership and pride.

CONCLUSIONS

The ARTSKILL project highlights the transformative potential of integrating art and technology into adult education,
addressing critical gaps in digital and soft skills while promoting social inclusion and cultural appreciation. The
research, grounded in both theoretical exploration and practical case studies, provides compelling evidence for the
efficacy of art-based educational approaches in fostering critical thinking, creativity, collaboration, and digital literacy
among adults. The following conclusions summarize the project's key findings:

1. Art as a Catalyst for Lifelong Learning

Artistic activities, when combined with technology, serve as effective tools for developing transversal competencies
essential for personal and professional growth. Case studies and research demonstrate improvements in social
competences, such as empathy, communication, and teamwork, alongside significant advancements in digital skills,
including content creation, digital safety, and problem-solving.

2. The Role of Cultural Heritage

Romania’s rich cultural heritage, though underutilized in education, presents a unique opportunity to connect learners
with their cultural identity while fostering critical skills. The ARTSKILL approach will leverage cultural assets to create
innovative educational programs that are both engaging and impactful.

3. Bridging Urban-Rural Disparities

The digital and cultural divides between urban and rural areas remain significant challenges. Our projects initiatives
intents to bridge these gaps through the establishment of cultural hubs, the use of accessible digital tools, and
targeted programs tailored to underserved communities.
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4. Innovative Methodologies

By integrating tools such as Canva, GIMP, and Blender into educational activities, the project will showcase how digital
art platforms can democratize access to learning. Emerging technologies like virtual and augmented reality offer
further opportunities to create immersive and interactive learning experiences.

5. Challenges and Opportunities

The implementation of art-based programs faces barriers including inadequate infrastructure, limited funding, and
societal undervaluation of art’s educational potential. However, the alignment of the project with European Union
priorities, the increasing availability of digital tools, and the success of other initiatives provides a strong foundation
for scaling and sustaining these efforts.

6. Impact on Social and Digital Skills

Participants in other artistic initiatives reported measurable improvements in confidence, collaboration, and digital
competencies. Programs such as "Colors of Empathy" and "Forum Theatre for Inclusion" have demonstrated that art
can foster inclusive learning environments, breaking down barriers related to social isolation and digital illiteracy.

7. Sustainability and Scalability

For long-term success, the project emphasizes the need for hybrid financial models, cross-sector partnerships, and
policy-level support. Expanding access to digital tools and infrastructure, particularly in rural areas, will be crucial for
sustaining the impact of art-based education.

8. Policy and Strategic Recommendations

The findings call for increased public funding for cultural and educational initiatives, the integration of digital art into
national education strategies, and capacity-building programs for educators. Partnerships with private entities and
participation in international networks can further enhance the reach and effectiveness of such programs.

9. Future Directions

The ARTSKILL framework offers a scalable model for addressing similar challenges in other contexts. Its focus on
innovation, inclusivity, and sustainability ensures relevance in diverse educational settings. Expanding the use of
advanced technologies, such as Al and AR, and fostering international collaboration will amplify its impact.

In conclusion, the ARTSKILL project will address pressing educational needs but also redefines the role of art in lifelong
learning, demonstrating its potential to drive social and digital transformation. By bridging the gap between tradition
and innovation, the project will offer a roadmap for empowering adults and fostering inclusive, creative, and resilient
communities.
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LIST OF STAKEHOLDERS CONSULTED

*25 teachers working with adult and children training/education

* 10 specialised trainers that work in Digital skills training businesses that use information technology as a learning
and knowledge tool

*20 employes of associations that work on independent life skill forming for both adults and children with special
educational needs or disability

RESEARCH TOOLS USED (E.G. QUESTIONNAIRES, INTERVIEW GUIDES)

INTERVIEW GUIDE FOR TEACHERS AND EDUCATORS

Purpose

The interview aims to collect insights from teachers and educators regarding their experiences, challenges, and
perspectives on integrating art and technology into adult education to develop digital and social skills.

Section 1: Background Information

Demographics: name, age, years of teaching experience, current role or title, type of institution (e.g., school, cultural
organization, adult education center)

Experience with art and technology in education

How long have you been incorporating art-based methods in your teaching?

Have you previously used digital tools in your teaching? If yes, which ones?

Section 2: Perceptions of Art-Based Education

What role do you think art plays in developing critical thinking, creativity, and collaboration?

How do you perceive the impact of art-based education on adults’ social and emotional skills?

In your opinion, how does the integration of digital tools enhance or challenge art-based learning?
Can you provide examples of how you’ve combined art and technology in your teaching?

Section 3: Impact on Students
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Social Skills Development

Based on your observations, how has art-based learning influenced students' teamwork, communication, and
empathy?

Can you share specific examples of student improvement in these areas?
Digital Skills Development

What digital competencies have your students gained through art-based programs (e.g., using creative software,
digital collaboration)?

Have you noticed changes in their confidence or willingness to engage with digital tools?

Section 4: Challenges and Barriers

Barriers to Implementation

What challenges have you encountered when implementing art-based or technology-driven education programs?
How does infrastructure, access to digital tools, or funding impact your ability to teach effectively?

Have you experienced resistance (from students, colleagues, or institutions) to art-based or digital learning methods?
How have you addressed this?

Section 5: Recommendations

Improvements Needed

What support or resources would help you better implement art-based and digital learning in your teaching?
How can institutions or policymakers improve access to art and digital tools in education?

Future Opportunities

What trends or innovations do you think will shape the future of art and technology in education?

How can programs like art projects be scaled or improved to maximize their impact on educators and learners?

Is there anything else you would like to share about your experience or the role of art and technology in education?

CASE STUDY TEMPLATE

Purpose:

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein.
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To document and analyze specific art-based education initiatives in Romania and partner countries.

Sections:
1. Program Overview:
Name of the initiative, location, and duration.
Target audience and objectives.
2. Implementation Details:
Activities conducted (e.g., workshops, digital art projects).
Tools and resources used (e.g., software, cultural heritage elements).
3. Outcomes:
Skills developed (digital and social).
Participant success stories or testimonials.
4. Challenges and Solutions:
Barriers encountered and how they were addressed.
5. Best Practices and Lessons Learned:

Key takeaways for replicating or scaling the initiative.

RESEARCH STUDY CHECKLIST
Purpose

This checklist will guide researchers in systematically reviewing and analyzing research studies related to the
integration of art and digital tools in adult education. The goal is to extract relevant information that contributes to
the ARTSKILL project’s objectives: enhancing social and digital skills through artistic methods.

General Information

[ Title of the study:
[ Author(s):

[ Year of publication:

[ Country/Region of focus:
[ Type of study (Check one):

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use which may be
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[ Empirical research (with data collection)
[ Literature review / meta-analysis
[ Case study
O Policy report

[ Other (please specify):

[ Source (Journal, Conference, Institutional Report, etc.):
[ Accessibility (Check one):

1. Study Objectives and Scope

[ Does the study focus on art-based learning in adult education?

[ Does it address digital literacy and technology use in learning?

[ Is the study relevant to teacher training and instructional strategies?

[ Does it include insights on social competence development (e.g., collaboration, communication, empathy)?
[ Does the study explore the impact of creative methods on learning outcomes?

[ Are the findings applicable to both formal and non-formal education settings?

Additional Notes:

2. Research Methodology & Study Design
[0 What methodology does the study use? (Check all that apply)
[J Qualitative (interviews, focus groups, case studies)
[ Quantitative (surveys, statistical analysis, experimental studies)
O Mixed-methods (combination of qualitative & quantitative)
[ Theoretical/conceptual framework only

O Number of participants involved (if applicable):

[ Duration of study (if applicable):
[0 Setting of study (Check one):

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use which may be
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[ Urban
[ Rural

O Mixed

Additional Notes on Methodology:

3. Key Findings on Art-Based Learning

[ Does the study provide evidence that art enhances learning engagement for adults?

[0 What specific art forms are included? (Check all that apply)
[ Visual arts (painting, drawing, photography, etc.)
[ Performing arts (theater, dance, storytelling, etc.)
[ Music and sound-based learning
[ Digital art and design (animation, digital storytelling, VR/AR)

[ Other:

[ How does art contribute to skill development? (Check all that apply)

[ Creativity and problem-solving

[ Critical thinking

O Collaboration and teamwork

0 Communication skills

[0 Emotional intelligence (self-awareness, empathy)

[ Digital literacy
[ Does the study mention specific art-based teaching strategies used in adult education? (List strategies mentioned)
[0 What challenges were identified in using art as a teaching tool? (Check all that apply)

[0 Lack of resources or funding

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
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[ Resistance from learners
O Institutional barriers / rigid curricula
O Limited access to digital tools

O Other:

Additional Notes on Art-Based Learning:

4. Key Findings on Digital Skills Development

[ Does the study explore how digital tools are used in art-based adult learning?

[ What digital tools/platforms are mentioned? (Check all that apply)
[ Canva / Photoshop (graphic design)
[ Blender / Krita (digital animation, illustration)
[ Virtual Reality (VR) / Augmented Reality (AR)
[ Online collaboration tools (Miro, Google Workspace, etc.)
[ Digital storytelling platforms
[ Coding / Al tools for creative learning

O Other:

[ What types of digital skills are developed through these methods? (Check all that apply)
[ Basic digital literacy (using computers, software)
[0 Online collaboration and communication
[ Content creation (blogs, videos, graphics)
[ Cybersecurity and responsible digital behavior
O Problem-solving using digital tools

[ Does the study identify challenges in integrating digital tools? (Check all that apply)

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
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[ Limited digital access in rural areas
[ Lack of digital literacy among adult learners
[ Resistance to technology in education
O Institutional or policy constraints

[ Other:

Additional Notes on Digital Learning:

5. Evaluation of Study Impact and Practical Application

[ Does the study provide measurable outcomes (e.g., survey results, skill assessments)?
[ Are the findings applicable to the ARTSKILL project’s focus areas?

[ Does the study suggest recommendations for improving art-based digital learning?

[ Are the methods scalable and adaptable to different educational contexts?

[ Are there specific policy recommendations mentioned in the study?

Key Takeaways from the Study:

Disclaimer: The European Commission support for the production of this publication does not constitute an endorsement of the
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