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Evaluation of cultural projects

Description
Title: Evaluation of Cultural projects
The purpose of the game: to explain the evaluation process of cultural projects

The aim of the game: the students have to evaluate “submitted projects” and agree on
those, who should be supported, as well as on the financial support amount

Problematic Question: How the projects are evaluated by funds experts and why so many
projects are rejected?

Target group: students of culture management, study course Project management.
Additional questions:

- How s the evaluation process built?

- How the evaluation criteria are formed?

- How s the finance for support divided in short financial terms?

- How to write a rejection letter?

- How was the discussion about the selection of projects and allocation of restricted finance
resources built?

Game process

To start each process, the lecturer has to put the lamp button. For help, there is Explanation buttons
on the lecturer’s desks.

Action Duration | Comments Photos of the Lecturer's table
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Players enter the room, | 15 min Optional:

creating avatars.
g The lecturer can open

The lecturer explains the rules uploaded projects.
and procedure of the game
and the content of the virtual
room.

The lecture can upload
and show video -
materials about project
The lecturer gives a short evaluation.
presentation on the problems
of project evaluation and
support in the culture field.

1% round: EVALUATION OF PROJECTS (VR)
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The lecturer defines the rules | 30 min The projects can be
for the first round. The evaluated with max 100
lecturer put the TABLE 1 on points.
the SCREEN.

Lecturer can open
Students read the project evaluation table -
applications (by clicking on the TABLE 1

OBJECT — 5 FOLDERS on the
student table with the project
description and budget).

Each student fills the list with
evaluation criteria (TABLE 3)
for each project and saves it.

The system aggregates and | 15 min The  ranking is
shows the results — first, calculated by
common results for all summing of given
projects (TABLE 4), and points for  each
then results with evaluation criterion and dividing
of each player/project by several students.

(individual TABLES 3) The lecturer can see

The lecturer activates the comments made by
results by clicking on his each student and
table and can switch from discuss  them if
common results to needed.

evaluation of each project

and player.

The lecturer leads the
discussion about evaluation
points, and players argue
for their voting

2" round: SUPPORTING OF PROJECTS (VR + reality)
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The lecturer is announcing | 15 min After discussion, the

a restriction: only 3 projects lecturer manually
can be chosen for the inserts projects,
support. chosen for support
Players should agree, which ]
3 of 5 projects should be

supported.

The lecturer resumes the
results in the system
manually, putting 1,2,3 for
the projects, which the
students agreed to support.
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Players draft a common | 15 min The lecturer shows
rejection letter for all the correct version of
rejected projects. the rejection letter

Drafting of  common on the screen.

rejection letter and
resuming of it are taken
outside of VR, in person.

3" round: FINANCING OF PROJECTS (VR)

The lecturer is announcing | 20 min The lecturer puts the

the next round — students total amount
have to divide budgets for 3 manually (15,000
supported projects. The euros) on the
lecturer gives the amount Lecturer table.

of available funding for all

projects.

Players start to agree about
financial support for each of
the 3 projects by a limited
total amount.

Each player put in the | 5min The lecturer shows a
TABLE 5 amount for common budget
supporting of each of the 3 table.

projects. The lecturer can
The system aggregates and discuss  separately
shows the results - also the allocated
common results for 3 amount from each
projects in TABLE 6 and player to each
then results with an project.

evaluation of each player

(TABLE 5)
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If there are differences in | 10 min The lecturer puts

players given financial final budget
amount to each project, allocated to each
players should discuss and project manuall

come to common decision, (TABLE 6)
how much money they will
give to each project due to
limited funding

CLOSING: Overall results discussed by class

v

vilesa: Development of a virtual learning learnin space as a tool for developing student’s critical thinking,

communication, collaboration and creativity skills in the context of COVID 19. No. 2021-1-LT01-KA220-HED-
000023551.

,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 National Agency and

Commission cannot be held responsible for any use which may be made of the information contained
therein.” 6



A\w VILESA |-

virtual reality platform

The student’s algorithm:
e Press the button Project 1, 2, 3, 4,.... and read the projects
e The evaluation table is opened by lecturer, students have to fill it with numbers 1 (bad)
to 5 (excellent) and save it, when all 3 parts are filled.
e The budget table is opened by lecturer, students have to fill it by dividing an amount
of 15,000 for 3 chosen projects.

Additional information.

Table 1: List of submitted projects.

Informative table, which gives an overview of project titles, terms, organizers, total budget,
and asked amount.

N Title Dt Applicant Totslbudger [ 0%d
r. " an
nmount
Museipedagoishh Matones
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Koncery ckls “Markas - A Rehabilithcijes
b, e 11505 - 1512 18 400,00 5 000,00
el mddas mudda contrs Knimwdds
.- —e . - -
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) 9 0103 -1502 fR14.04 s 8a7.42
{Potemasim ~ 100 Lty
[Phrvietojama (2sthde “Gauje F
i 0L - Nodibindjums Gaujas - g
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S0
Latvigas Rabstniekuy
Praktitko nodardibu un
Slediju okls “Maizl wai 0104 3011 108770 866700
amaty
ud NultUres augstshols

Table 2: Evaluation table
Working table, students have to fill, giving values from 1 (bad) to 5 (excellent) to each
project. For easier working is splitin 5 smaller tables - 1 for each criterion
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TABLE 3: Table for allocating financial support.
This table is aggregated by lecturer and students already see the titles and data of chosen
projects. They need to insert only the supported amount for each of the 3 chosen projects.

. Total Asked |Supported
Nr. Title Dates Applicant
budget |amount |[amount
1{Project 1 dates organization HOXNK XXX
2|Project 2 dates organization XHOXX XXX
3|Project 3 dates organization OO OO
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