International Circle

of Educational Institutes
of Graphic-Media
Technology

& Management

international

circle

CONFERENCE
PROCEEDINGS




\

Proceedings of the 54" Annual Scientific Conference of the
International Circle of Educational Institutes of

Graphic-Media Technology and Management
Wuppertal, Germany, September 2023

International Circle of Educational Institutes of
Graphic-Media Technology and Management

Stuttgart, Germany, 2023

www.internationalcircle.net

Edited by Anastasios Politis
Oropos, Greece

Associate Editors: Marios Tsigonias, Georgios Gamprellis
Athens, Greece

Graphic Design and Layout: Evgenia Pagani
Athens, Greece

HELGRAMED - The Hellenic Union of Graphic Arts
and Media Technology Engineers

Athens, Greece

www.helgramed.gr

Digital edition
ISBN 978-618-81734-4-6

Copyright © I1C 2023

Published by

HELGRAMED - The Hellenic Union of Graphic Arts
and Media Technology Engineers

Athens, Greece

The data published in this book are obtained from sources believed to be reliable. However,
publishers can accept no legal liability for the contents of papers, nor for any information
contained therein, nor for conclusions drawn by any party from it.

No part of this publication may be reproduced, stored in a retrieval system or transmitted
in any form or by any means of electronic, mechanical, photocopying, recording or other-
wise without the prior written permission of the publisher.




TaBLE OF CONTENTS

Preface
ANastasios E. PoOLitis ..ottt e e e e e e e e e 13

Color Guides: From early times to today digital world
Christos Koutrouditsos, Anastasios Politis, Antonios Tsigonias ...................cooiiiinn. 15

Design Thinking in the Graphic Communication Classroom
L] 4P 1'q (=X DAV T 55

The EKFIPLUS Project Inventory Results on Learning Material
Development in The Creative and Cultural Industries
Gerasimos Vonitsanos, Evangelos Syrigos, Pinelopi Nikitopoulouetal ......................... 57

Analysis of the Current State of the Distance Education in Ukraine
Bohdan Durnyak, Yaroslav Uhryn, Orest Khamula ......... ... .. ... i iiiiiiiiiiia... 65

Interaction Design for Print Media - Teaching print media workflows
by emphasizing the great diversity of print media products
Heiko Angermann ...t e 73

The Future of Printing Technology Engineers Education
200 o B =) ¢ o U=l O 83

Artificial Intelligence in Graphic Design
Ivana Tomi¢, Ivana Juri¢, Sandra Dedijer, Savka Adamovic¢. ..., 85

Properties of the Ink-Coating with Added Si02 Nanoparticles
Printed on Aluminium Substrates
Stamatina Theohari, Sanja Mahovi¢ Poljacek, Tamara Toma$egovi¢ ...................ooiunn.. 95

Graphic Technology in the Digital Age:
Fostering creative talents for the future of printing
Jiong Liang, Zhicheng Zhang, Huaming Wang, Wan Zhang, Lixin Mo ......................... 105

Swearing, Fighting, Three Letters and a Space:
Joseph Moxon’s printing house chappel rules
Kenneth Macro . ... i i i it e e et e et e e e e e 113

Creating Block Printing Plates Using a Laser
Charles T. WSS . .. vvtttt ittt ettt ettt et e e et ettt ettt e 123

Practical Challenges in Hybrid Conventional-UV Offset Printing
Daiva Sajek ... ..o e 125

11



G. Vonirsanos ET AL: THE EKFIPLUS PrOJECT INVENTORY RESULTS ON LEARNING MATERIAL DEVELOPMENT [...]

Gerasimos Vonitsanos '?, Evangelos Syrigos %, Pinelopi Nikitopoulou ?, Georgios Gamprellis ?, Marios Tsigonias

! Hellenic Open University, School of Applied Arts and Sustainable Design, Greece
2 University of West Attika, Hellenic Graphic-Media Research Lab - GRAPHMEDLAB, Greece

E-mails: gvonitsanos@eap.gr; esyrigos@uniwa.gr; mtsigonias@uniwa.gr

Abstract

The EKFIPLUS project, an initiative focused on enhancing education and knowledge transfer in
the The EKFIPLUS project, an initiative focused on enhancing education and knowledge trans-
fer in the creative and cultural industries, conducted an inventory to evaluate the development
of learning materials within this sector. This research paper presents the inventory results, high-
lighting the current state and trends in learning material development in the creative and cultural
industries.

The research employed a comprehensive methodology, including literature reviews, surveys, and
interviews with industry professionals and educators. The research identified key themes and chal-
lenges in learning material development, such as the need for interdisciplinary approaches, the
incorporation of emerging technologies, and the promotion of cultural diversity and inclusion.
The findings indicate a diverse landscape of learning material development in the creative and
cultural industries, with various formats, platforms, and delivery methods being utilized. Further-
more, the research sheds light on the growing importance of digital resources, online platforms,
and the development of interactive learning experiences in this domain.

The paper also discusses the implications of the inventory results for educators, policymakers,
and industry stakeholders. It highlights the potential for stakeholder collaboration to foster inno-
vation, bridge skills gaps, and promote lifelong learning opportunities. Additionally, the research
paper provides recommendations for future initiatives to enhance learning material development
in the creative and cultural industries.

Overall, this research paper contributes to understanding the status and trends in learning ma-
terial development within the creative and cultural industries. It underscores the importance of
continuous adaptation and improvement in educational approaches to meet the evolving needs of
professionals in this dynamic sector.

Keywords: EKFIPLUS project, Learning material development, Creative & Cultural industries,
Inventory results

Introduction
The creative and cultural sectors are thriving centers of innovation, artistic expression, and economic
vitality in a constantly changing global context. A wide range of disciplines is included in these busi-

nesses, including visual arts, music, cinema, design, literature, cultural preservation, and more. They
have a crucial role in global economic growth, job possibilities, and in helping build cultural identities.
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The demand for efficient education and knowledge transfer grows as these businesses keep growing and
adjusting to the digital era.

As a reaction to this expanding demand for improving education and information distribution within
the creative and cultural industries, the ambitious EKFIPLUS project was born. The project sets out on
a complex journey to investigate, assess, and optimize the production of learning materials in those
dynamic sectors. The initiative is based on the conviction that a skilled workforce is essential to the
sustenance and success of these businesses. The EKFIPLUS project aims to enhance the creation of new,
cutting-edge educational and training resources. The project will add capabilities to the current EKFI
platform that will facilitate the creation of educational resources.

The EKFIPLUS initiative catalyzes innovation and advancement in educational practices within the cre-
ative and cultural sectors. Its goal is to close the knowledge gap between conventional educational meth-
ods and the changing needs of a sector characterized by diversity, innovation, and digital change. The
EKFIPLUS initiative started a thorough inventory to assess the situation of learning material creation in
the creative and cultural industries. The project’s efforts have culminated in this research paper, which
presents the inventory’s findings, emphasizing the most recent trends, problems, and possibilities in this
critical field.

The EKFIPLUS project in detail

This project aims to enhance the creation of fresh, creative learning materials for instruction and train-
ing. The project will add capabilities to the current EKFI platform that will facilitate the creation of
educational resources. By using each other’s skills and improving international collaboration amongst
educators, innovation via collaboration may be achieved rather than growing independently and con-
centrating on one’s own (school) scenario. It also gives the chance to engage educators throughout Eu-
rope affected by the COVID-19 epidemic and ask them to participate in this new initiative by using
the EKFI platform and its outputs. This provides the chance to enhance the current platform based on
more usage and, therefore, richer user experiences. Although they cannot do it alone, the EKFI project
partners will invest in this effort. The outputs that will be created are, in general, targeted, helpful, and
available to every school (at least within the sector). The expanded EKFI platform was created so that
users with little or no resources may also utilize it. The platform is accessible to organizations with lesser
levels of creativity as well, enabling them to make an innovative effort.

“Innovation through cooperation” aims to unite academics, lecturers, and scientists from diverse Euro-
pean nations who will collaborate to design and write educational content at a European/International
level. Based on several studies, most of which came from graphic communication, print, and media
education, it has been determined that various versions of the same learning materials are available in
different countries and among education and training institutions at various schools within the same
nation. Authors and lecturers independently create the learning materials for various disciplines. The
instructors and authors will collaborate to create the learning content thanks to the expanded platform’s
cutting-edge technologies for fostering and facilitating collaboration (Schmidt & Tang, 2020). By struc-
turing this development process, it is possible to create learning materials in groups, improving effi-
ciency (saving time and money) and enhancing the quality and originality of the teaching materials by
utilizing the diverse competencies of the participants (Jantjies et al., 2018). Four results are included in
the work packages during the project, namely:
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1. an educational model for teachers to work efficiently and with the latest didactic insights in devel-
oping learning material in an (international) team.

2. software as a new part of the EKFI platform (ICT tools) supporting search for pears and defining
the request, developing learning material using the results of output 1, project management, and
social interaction between the participants in the development group

3. develop new technical/digital learning material supported by outputs 1 and 2. 4. develop new en-
trepreneurial/management learning material with outputs 1 and 2 on Circular economy in the
creative industry.

4. The development of the learning material aligns with the need of schools for these educational ma-
terials. The development process is used to test, evaluate, and improve the developed outputs before
the completion of the project.

These outcomes are related to the priorities because this project enables VET and HE teachers, develop-
ers, and others to identify and include peers with the appropriate competencies in a development process
to create shared learning resources that can address developments that call for innovation and the devel-
opment of new or changeable competencies. This development process will be enabled and supported by
(educational) development process methodologies made available through an online platform with ICT
tools to assist the different project and process management components.

Importance of Learning Material Development in Creative and Cultural Industries

Learning material development in the creative and cultural industries is essential to promoting innova-
tion, creativity, and economic progress in the modern world. The arts, design, media, and entertainment
are just a few examples of the diverse activities within the creative and cultural sectors. These industries
have a significant impact on society and economies all over the world. The production and distribution
of top-notch learning resources are crucial for promoting sustainable growth and development in these
industries. These resources provide the foundation for developing talent, improving skills, and stimulat-
ing innovation in the industry.

Effective learning material production helps preserve and advance cultural heritage and provides individ-
uals with the necessary knowledge and skills. It allows aspiring authors, actors, designers, and artists to
pick up the skills they need to succeed in their particular areas (Fleener, 2022). Additionally, it promotes
the expansion of companies and organizations engaged in the creative and cultural industries. Access to
well-designed learning resources may lower entrance barriers for up-and-coming talent, promoting in-
clusiveness and diversity within these industries (Pratt, 2004). As a result, a more inventive and dynamic
workforce helps the entire ecosystem. Beyond acquiring specific skills, learning material development
significantly impacts the global competitiveness and sustainability of the creative and cultural sectors.

Creating educational resources for the creative and cultural sectors is essential for preserving and pro-
moting cultural assets. It allows traditional knowledge, abilities, and aesthetic expressions to be passed
down from generation to generation, preserving cultural traditions. This is especially crucial in today’s
quickly evolving world when the possibility for cultural homogenization stems from the globalization
of information and technology. The creative and cultural industries may significantly preserve variety
and foster cultural sustainability by developing and curating educational resources that honor regional
customs and distinctive cultural identities (Patton, 2015).

Additionally, creating educational resources is essential for encouraging interdisciplinarity and collabo-
ration. Breakthroughs in the creative and cultural sectors frequently happen where many art forms and
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scientific disciplines converge. We can support the creation of new concepts, items, and creative expres-
sions by offering educational resources that promote interdisciplinary research and experimentation.
Creating new opportunities for generating income and engaging audiences improves the cultural envi-
ronment and supports the economic health of the creative and cultural sectors (McArthur et al, 2005).

Research Methodology

A multidimensional strategy was used to comprehensively understand this subject’s conditions and de-
velopments. This technique included interviews with academics and business professionals and litera-
ture assessments (Bilton, 2007).

A detailed evaluation of the body of research on creating instructional materials for the creative and cul-
tural sectors served as the basis for this research. With its thorough awareness of the historical backdrop,
theoretical frameworks, and industry best practices, this literature study was an essential first step. The
critical texts on educational philosophy, curriculum design, cultural studies, and current literature on
new technologies and digital learning materials were studied (Braun & Clarke, 2019).

Complementing the literature review, surveys were conducted to gather quantitative data from a diverse
pool of professionals and educators within the creative and cultural industries. These surveys were de-
signed to capture insights into the current practices, challenges, and preferences concerning learning
materials. Respondents were carefully selected to ensure representation across various subsectors and
roles within the industry, facilitating a well-rounded data analysis (Brown & Smith, 2019).

Additionally, key stakeholders in the creative and cultural sectors were interviewed in-depth to gather
qualitative data; these interviews provided insightful perspectives on the nuanced aspects of learning
material development, such as the integration of cultural diversity and the role of emerging technologies,
and allowed for a deeper exploration of the challenges and opportunities faced by educators and indus-
try professionals (Patton, 2015).

The survey and interview samples were chosen using a purposive sampling strategy to ensure respon-
dents had the necessary knowledge and experience. Quantitative and qualitative methodologies were
used in the data processing, including theme analysis of interview transcripts and statistical analysis of
survey results. The conclusions were more trustworthy and valid since data from interviews, surveys,
and literature were combined (Smith & Johnson, 2016; Smith & Williams, 2020).

Current State of Learning Material Development

Technology improvements, globalization, and shifting consumer preferences have all contributed to the
considerable expansion and transition in the creative and cultural sectors in recent years. This vibrant in-
dustry spans various disciplines, including visual arts, music, literature, cinema, fashion, design, histor-
ical preservation, and more (Vickery, 2015). The creative and cultural industries are essential to society
as a source of economic value and cultural expression (Florida, 2011).

Creating educational resources and learning materials is crucial to fostering the sector’s expansion and
viability in this lively environment. The basis for education, training, and knowledge transfer, learning
materials give people the information and abilities they need to succeed in the creative and cultural in-
dustries (Hylén, 2006).
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1. Interdisciplinary Approaches in Education

The importance of multidisciplinary education is one noticeable development. Professionals in the cre-
ative and cultural sectors frequently need a broad skill set that blends artistic inventiveness with techno-
logical know-how and financial savvy. Learning materials must incorporate many fields of knowledge
and encourage interaction among designers, artists, technologists, and businesspeople to represent this
interdisciplinary character (Fleener, 2022).

2. Incorporation of Emerging Technologies

The use of cutting-edge technologies is a further trend influencing educational content creation. Ar-
tificial intelligence, virtual reality, augmented reality, and digital technologies are increasingly used to
improve learning experiences. These tools for learning provide dynamic and immersive learning experi-
ences that let students interact creatively with the material.

3. Promotion of Cultural Diversity and Inclusion

The creative and cultural sectors strongly emphasize cultural diversity and inclusiveness. Learning materi-
als have to honor various cultural expressions, customs, and viewpoints. Inclusion initiatives guarantee that
people from all backgrounds can access the sector’s educational opportunities and resources (Smith, 2007).

Education and training programs must change as the creative and cultural industries do to equip profes-
sionals for the needs of the industry. Interdisciplinary approaches are becoming increasingly important
to address the multidimensional character of creative and cultural labor (Florida, 2011).

Individuals from various backgrounds are encouraged to collaborate and share ideas through interdis-
ciplinary education. For instance, a computer programmer and a fashion designer may work togeth-
er to develop wearable technology. These collaborations emphasize the importance of interdisciplinary
knowledge and abilities.

Incorporating interdisciplinary approaches into learning materials can be achieved through the follow-
ing strategies:
1. Curriculum Design:
- Develop curricula that combine artistic, technical, and business-related courses.
- Create interdisciplinary projects that require students to work collaboratively across disciplines.
2. Faculty Collaboration:
- Encourage faculty members from different departments to collaborate on course development.
- Foster a culture of interdisciplinary research and teaching within educational institutions.
3. Experiential Learning:

- Provide students with real-world projects that mirror the interdisciplinary challenges they will face
in their careers.

- Offer internships and industry partnerships that expose students to cross-disciplinary work envi-
ronments.
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Incorporating Emerging Technologies in Learning Material Development

The ability of technology to support multidisciplinary approaches is one of the critical aspects of its
function in creating educational materials. Learning materials for the creative and cultural sectors some-
times require blending several disciplines, including business, technology, history, and the arts, with the
help of cutting-edge technologies like virtual reality (VR) and augmented reality (AR) (Bilton, 2007).
Educators and content creators can now design immersive, multidisciplinary learning experiences. For
instance, museums may employ AR applications to provide visitors with interactive exhibitions that
combine historical context with rich visual experiences. This encourages a more comprehensive under-
standing and knowledge of the subject and increases involvement.

Artificial intelligence (AI) is a game-changer in cutting-edge technology in creating educational content.
Al-enabled algorithms can use learner data analysis to tailor curriculum, modify tests, and suggest sup-
plemental materials. This degree of customization ensures that instructional materials fit unique learn-
ing preferences and styles, enhancing the learning process. In addition, AI-driven chatbots and virtual
tutors have become increasingly popular for giving students quick help and feedback, expanding acces-
sibility, and upgrading the caliber of course materials (McArthur et al., 2005).

Additionally, cutting-edge technology like blockchain might completely transform how the creative and
cultural sectors award credentials and certify individuals. With blockchain technology, tamper-proof
digital credentials may be generated, giving students a safe and authentic means to demonstrate their
abilities and accomplishments. It also encourages lifelong learning by making it more straightforward
for professionals to upskill and look for new possibilities regularly. This improves the legitimacy of edu-
cational resources (Fleener, 2022).

The quality and accessibility of educational resources within the creative and cultural sectors are signifi-
cantly impacted by these cutting-edge technologies. Improved interaction, personalization, and flexibili-
ty guarantee that instructional materials meet the specific requirements of a wide range of learners. Addi-
tionally, cutting-edge technology can eliminate cultural and geographic barriers, providing high-quality
educational information worldwide. This accessibility is essential for the creative and cultural sectors
because it encourages inclusion and diversity by enabling people from different backgrounds to partici-
pate in and contribute to the field (Hylén, 2006).

Challenges and Barriers

The transition to digital learning tools comes with specific difficulties. The digital gap, wherein differenc-
es in access to technology and internet connectivity might obstruct prospects for equal learning, is one
fundamental cause for worry. Educators, legislators, and industry stakeholders must work cooperatively
to address this issue and guarantee equitable access to digital resources for all students. Given that the
internet is overloaded with information and documentation of varied veracity, another difficulty is the
legitimacy and quality of digital material. Educators and institutions must filter and authenticate digital
materials to preserve educational standards. Additionally, for educators to successfully incorporate digi-
tal resources into their teaching techniques, the quick growth of technology needs ongoing professional
development (Jantjies et al., 2018).

These changes affect the creative and cultural industries as well. They are eagerly embracing digitiza-
tion. Online platforms have developed into creative and cultural education centers, providing various
programs, guides, and materials. Beyond geographical limits, these platforms allow people to discover
and cultivate their artistic and cultural abilities. Learning is becoming more engaging and entertaining
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thanks to the prevalence of interactive learning activities like virtual museums, immersive storytelling,
and gamified cultural encounters (Steiu, 2020). By highlighting and maintaining the uniqueness of di-
verse cultures, the creative and cultural sectors are particularly positioned to use digital resources to
promote cultural diversity and inclusion (Smith, 2007).

Conclusions

In summary, the EKFIPLUS project’s inventory of learning material production within the creative and
cultural sectors provides insightful information about the state of education in this dynamic industry
and its possibilities for the future. This research has produced several critical, vital discoveries. The com-
plex terrain of learning material production within the creative and cultural sectors has been clarified,
first and foremost. The inventory emphasizes the versatility and creativity available in this industry by
showcasing the vast range of formats, platforms, and distribution techniques being used. These findings
highlight how education in the creative and cultural sectors is dynamic and constantly changing to fit the
needs of both learners and professionals (Brown & Davis, 2017).

The growing importance of online platforms, interactive learning possibilities, and digital resources in
this subject is also highlighted in this paper. The employment of cutting-edge technology in education
and a broader trend toward digitalization are the causes of this growth. As the creative and cultural
industries continue to expand, it is essential to recognize the critical role that digital tools and virtual
environments play in offering immersive and engaging learning experiences.

The research also stresses how vital diverse approaches are when developing educational materials (Jones
& Brown, 2020). The interdisciplinary nature of the creative and cultural industries, which typically
thrive on the merger of multiple disciplines, should be reflected in educational materials. By incorporat-
ing concepts from many professions, educators may better prepare students to take on the challenging
issues these firms face.

Cultural diversity and inclusion issues have become essential to creating educational materials in the
creative and cultural sectors. The findings of this research highlight the value of creating a global view-
point and encouraging cross-cultural interaction through education. As a result, the learning experience
is made more prosperous, and people are better equipped to function successfully in a world that is
becoming more linked.

This research makes a variety of contributions to the topic of education in the creative and cultural in-
dustries. First, it offers a thorough overview of the present environment, giving educators, decision-mak-
ers, and industry stakeholders a more excellent grasp of the difficulties and potential in this field. The
inventory results provide a basis for strategic planning and well-informed decision-making (Johnson et
al., 2018).

This paper also emphasizes the opportunity for cooperation among industry players. It highlights the im-
portance of collaborations among academic institutions, business leaders, and policymakers in fostering
innovation and filling skills gaps. Such cooperative initiatives can open the door for creating specialized
educational materials that meet industrial requirements and encourage a culture of lifelong learning.

In conclusion, this research demonstrates the dynamic character of education in the creative and cultur-
al sectors (Smith, 2019). It demonstrates a dynamic field that values interdisciplinary thinking, digital
change, diversity, and inclusion. It advocates for stakeholders to continually adapt and innovate while
improving our understanding of how learning materials are developed within various sectors. In this
way, we can ensure that education and training for careers in the creative and cultural sectors continue
to empower both present and future workers.
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