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Training Fiche Template 
 

Title  Entertainment and culture in the digital space  
Keywords  Digital content, entertainment, culture, streaming services, 

gaming, e-sports, VR, music, art, podcast, online cinema, online 
museums, e-books, audiobooks 

Language   English 

Competence area  
 

1. Information and Data Literacy  
Competences 
☐ Media Literacy  
☐ Browsing, Searching and filtering data, information and digital 
content  
 
2. Communication and Collaboration 
Competences 
☐ Engaging Citizenship through digital technologies  
☒ Interacting with digital technologies for entertainment and 
culture  
 
3. Digital content creation 
Competences  
☐ Developing digital content  
 
4. Safety 
Competences 
☐ Protecting the environment  
☐ Preventing and recognize fake news  
☐ Protecting health and well-being  
 
5. Problem Solving 
Competences 
☐ Creatively using Digital Technologies  

Objectives and Goal 
 

⮚ Introduce to various forms of digital technologies for 
entertainment and cultural enrichment. 

⮚ Explore the Interactive with digital technologies from 
DigComp 2.2, focusing on its applicability in the fields of 
entertainment and culture 

⮚ Teach how to interact with digital technologies for 
entertainment and cultural purposes 

⮚ Help to develop skills and confidence in using digital 
technologies for cultural and entertainment experiences 

⮚ Encourage to explore and engage with cultural and 
entertainment experiences through digital technologies 
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Learning outcomes 
 

⮚ Learn how to identify different forms of digital 
technologies used for entertainment and cultural 
purposes 

⮚ Learn to use digital technologies to access and interact 
with cultural and entertainment content, such as music, 
movies, and virtual events 

⮚ Learn to navigate and use various digital platforms and 
tools for cultural and entertainment experiences, such as 
online museums, e-books, and audiobooks 

⮚ Increase increased understanding of the role of digital 
technologies in the cultural and entertainment sectors, 
and the impact of these technologies on society and 
culture 
 

Contents arranged in 3 
levels 
 

Module name: Entertainment and culture in the digital space 
 

1. Introduction to Digital Entertainment and Culture 
 

1.1 Section name: Overview 
 

Digital technologies refer to the use of electronic devices and the 
Internet to create, store, access, and exchange digital 
information. The impact of digital technologies on the 
entertainment and cultural industries has been significant and 
widespread. 
 
In the entertainment industry, digital technologies have 
transformed the way content is created, distributed, and 
consumed. For example, digital music and video streaming 
platforms have made it easier for consumers to access a vast 
library of content from anywhere, at any time.  
 
Digital technologies have also made it easier for independent 
artists to reach a global audience, showcase their talents and 
share their work directly with fans. 
 
In the cultural industry, digital technologies have made it possible 
to preserve and make available vast amounts of cultural heritage 
and knowledge, such as historical documents, artifacts, and 
artwork. They have also enabled the creation of new forms of 
cultural expression, such as digital art and virtual reality 
experiences. 
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1.2 Section name: Digital Technologies, Entertainment and 
Culture in DigComp 2.2 

 
What is DigComp 2.2? 

 
DigComp 2.2 is a framework developed by the European 
Commission to help individuals, organizations, and policymakers 
better understand and evaluate digital competences. It is an 
update to the original DigComp 2.1 framework and focuses on 
five key areas of digital competence: Information and data 
literacy, Communication and collaboration, Digital content 
creation, Safety, and Problem Solving. 

 
DigComp 2.2 also provides a selection of self-assessment tool 
that individuals can use to evaluate their digital competences 
across the competence areas.  

 
 

How is DigComp related to using digital technologies for 
entertainment and culture? 
 
This module supports the development of competence 2.1 
Interacting through digital technologies, with a focus on those 
related to entertainment and culture, aiming to enhance 
learners’ digital literacy and help them fully participate in the 
cultural and entertainment opportunities offered by the digital 
age. 
 

 
In DigComp 2.2, the above-mentioned competence falls under 
the area 2.Communication and Collaboration and refers to the 
ability to interact with digital technologies for various purposes, 
including entertainment and culture. This competence includes 
the skills and knowledge needed to use digital tools to 
communicate, connect, and collaborate with others in a variety 
of contexts, such as for leisure or educational purposes. 

 
In the realm of entertainment, digital technologies have 
revolutionised the way people consume media. Streaming 
services like Netflix and Spotify have become increasingly 
popular, allowing users to access a vast library of movies, TV 
shows, and music on demand. Virtual events, gaming, and e-
sports have also become more prevalent, providing opportunities 
for people to participate in and enjoy various forms of digital 
entertainment. 
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In terms of culture, digital technologies have made it easier for 
people to access and engage with a variety of cultural content, 
such as ebooks, audio books, online museums, and exhibitions. 
Virtual reality experiences offer a unique way to explore art, 
history, and culture in a fully immersive way. 
 
Effective communication and collaboration skills are crucial for 
interacting through digital technologies for entertainment and 
culture. This includes the ability to use digital tools to connect 
with others who share similar interests, as well as to effectively 
navigate and engage with various forms of digital media. 
 
1.3 Section name: Benefits 

 
Digital technologies have brought numerous benefits to the 
entertainment and cultural industries, which have collectively 
transformed them, providing new opportunities for creative 
expression, engagement, and consumption. 

 
Convenience: one of the main benefits of digital technologies for 
entertainment and culture is convenience. With digital platforms, 
consumers can access a vast library of content from anywhere 
with an internet connection, and at any time they want. This has 
made it easier for people to enjoy their favourite forms of 
entertainment and cultural experiences, without having to leave 
their homes or offices. For example, streaming services like 
Netflix and Hulu have made it possible to watch movies and TV 
shows at any time, without having to wait for them to be aired on 
television. 
 
Personalization is another benefit of digital technologies. Digital 
platforms allow users to create personalised playlists, receive 
customised recommendations, and interact with content in new 
ways. For example, music streaming services like Spotify use 
algorithms to recommend songs based on users' listening habits 
and preferences. This personalization can enhance the user's 
experience and create a deeper connection with the content they 
consume. 
 
Interactivity: With digital platforms, consumers can engage with 
content in new and interactive ways. For example, virtual reality 
experiences allow users to interact with cultural artefacts and 
exhibitions in immersive and interactive ways. Gaming and e-
sports also provide users with opportunities to interactively 
engage with digital content. 
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Accessibility: With online platforms and digital archives, people 
can access cultural heritage and knowledge that may have been 
previously difficult to obtain. This has created opportunities for 
people who may not have had access to cultural experiences due 
to geographical or financial barriers. 
 
Innovation and new forms of expression: Digital technologies 
have revolutionised the entertainment and culture industries by 
enabling new forms of expression and innovation. Digital artists 
can use software and digital tools to create complex, interactive, 
and immersive artworks which can be experienced in galleries, 
museums, and online platforms. 
 
Virtual and augmented reality technologies allow artists, 
designers, and developers to create immersive experiences that 
blur the lines between reality and virtual worlds. For example, 
virtual reality technology has been used to create interactive art 
installations, while augmented reality technology has been used 
to create interactive museum exhibits. 
 
They have also enabled the rise of immersive gaming and e-
sports experiences, which are now among the most popular 
forms of entertainment in the world and the rise of on-demand 
content, which have transformed the way people consume 
media. 
 
Engagement: digital technologies have enhanced engagement in 
entertainment and cultural experiences. Digital tools have 
enabled people to engage with content in new ways, creating 
opportunities for communities to form around shared interests. 
For example, online communities of fans have formed around 
movies, TV shows, and music, creating a shared experience and 
sense of community around the content. 

 
1.4 Section name: Challenges 

 
Digital technologies have revolutionised the way people access 
and consume entertainment and cultural content. There are a 
variety of popular digital technologies available for 
entertainment and culture, including streaming services, virtual 
events, and online museums. 
 
Each technology has unique features and capabilities. While each 
technology has its strengths and weaknesses, overall, digital 
technologies for entertainment and culture provide increased 
accessibility, convenience, and opportunities for engagement.  
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However, it is important to note that digital technologies also 
raise questions about issues such as accessibility, privacy, and 
ownership. As the entertainment and cultural industries continue 
to evolve and grow, it will be important to carefully consider the 
benefits and challenges of digital technologies to ensure that 
they are used in ways that are sustainable and equitable. The rise 
of digital piracy and illegal file sharing has had a negative impact 
on the music and film industries, leading to revenue losses and 
job cuts. 
 
Digital technologies, even for positive purposes such as culture 
and entertainment, should be used mindfully. The relationship 
between the use of such technology (especially of VR and e-
games) and wellbeing, health, cognitive performance or social 
competence and relationships among people is complex, 
depending on a variety of factors. 
 
 

 
2. Entertainment 

2.1 Section name: Streaming Services 
 
Online platforms known as streaming services offer on-demand 
access to a wide range of digital media material, including 
movies, TV shows, music, and podcasts. On their connected 
devices, such as smartphones, tablets, smart TVs, or PCs, users 
can access these services online and stream the material. 
Streaming services like Netflix, Amazon Prime Video, Hulu, 
Disney+, and Spotify are some well-known examples. They make 
it easy and flexible for users to access a wide range of digital 
media content, but to use them well, users need to keep a few 
things in mind.  
 
Here are a few aspects to think about, including:  
 
Costs: Users should take into account the price of the 
membership plan that best meets their needs and budget when 
choosing a streaming service.  
 
Content accessibility: Before signing up for a streaming service, 
users should verify that the content they wish to watch or listen 
to is available. Streaming services offer a variety of types and 
genres of content. 
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Both the quality of the content and the speed and reliability of 
the internet connection affect the quality of streaming. For a 
seamless streaming experience, users must have a dependable 
and fast internet connection.  
 
User experience: Users should think about the user interfaces 
and features of streaming services, as well as their usability, 
personalization possibilities, and accessibility.  
 
Device compatibility: Users must determine whether their 
devices are compatible with the streaming service they intend to 
use because not all streaming services are compatible with all 
types of devices. Data usage: As streaming services require a lot 
of data, consumers should think about their data caps and the 
expense of exceeding them.  
 
Licensing and copyright requirements: Streaming services must 
abide by license and copyright laws, and customers should use 
the services ethically and lawfully. 

 
 

2.2 Section name: Virtual events 
 

Virtual events are online gatherings or experiences that take 
place in a virtual environment. They are designed to replicate the 
experience of an in-person event, such as a conference, trade 
show, concert, a festival, or a webinar.  
 
They offer several benefits, such as accessibility, flexibility, cost-
effectiveness, interactivity, data collection, and innovation. 
Virtual events are a growing trend in the event industry, offering 
new opportunities for engagement, connection, and innovation 
in a digital world. 
 
There are multiple types of online events available, from 
conferences, virtual concerts and festivals( which can involve live 
or pre-recorded performances by musicians, artists, or 
comedians, often with interactive features such as audience chat 
rooms, virtual meet and greets, and backstage tours), to  
immersive experiences that use VR headsets or other 
technologies to simulate a 3D environment and offer interactive 
elements such as games, simulations, or social activities. 
 
 

2.3 Section name: Gaming and e-sports 
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Gaming and esports platforms are online platforms that offer a 
range of games, tournaments, and other gaming-related content. 
They cater to a diverse audience of gamers and esports 
enthusiasts, offering a variety of features such as multiplayer 
modes, social interaction, virtual economies, and professional 
gaming leagues. 
 
 Examples of popular gaming and esports platforms include 
Steam, Xbox Live, PlayStation Network, Epic Games Store, Twitch, 
and Discord.  
 
Steam offers a wide range of PC games, including both free-to-
play and paid titles, as well as social and community elements 
such as user reviews, forums, and in-game chats.  
 
 
Xbox Live is a gaming platform developed by Microsoft that is 
available on Xbox consoles and Windows PCs.  
PlayStation Network offers online gaming, digital downloads, and 
other features such as cloud storage, trophy tracking, and social 
connectivity. 
 
Discord is a communication platform developed primarily for 
gamers, offering voice and text chat, server hosting, and other 
social features.  
 
Riot Games is a video game developer and publisher best known 
for developing and operating League of Legends, one of the most 
popular esports games in the world. It also hosts its own esports 
tournaments and events, offering professional gaming leagues 
and prize pools.  
 

2.4 Section name: Music streaming 
 

Music streaming is a way of delivering music through the 
internet, allowing listeners to access and play music on-demand 
without needing to purchase or download individual songs or 
albums. Some of the most known music streaming platforms 
include Spotify, Apple Music, Amazon Music, and YouTube Music.  
Spotify offers a vast library of songs, podcasts, and other audio 
content, with both free and premium subscription options.  
Apple Music offers ad-free listening, offline playback, and other 
features, while Amazon Music offers exclusive content and other 
features.  
YouTube Music offers ad-free listening, offline playback, and 
other features, and is made by Google. 
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2.5 Section name: Podcasts 

Podcasts are digital audio recordings that are made available for 
download or streaming on the internet. They are usually 
distributed as a series of episodes, with each episode covering a 
specific topic or featuring a particular guest. They are available 
on-demand and can be listened to through a variety of platforms, 
including specialized podcast apps and music streaming services. 
The most popular podcast platforms include Apple, Spotify, 
Google, Stitcher, and others. 
Using podcast platforms is generally quite simple, and the 
specific steps may vary slightly depending on the platform used. 
 

3. Culture 
3.1 Section name: Online Museums & Exhibitions 
 

Users can explore art and culture from all over the world from 
the comfort of their own devices by visiting online museums and 
exhibitions, which are digital versions of actual museums and 
exhibits. It is possible to access a wide variety of artistic and 
cultural content from all over the world through online museums 
and exhibitions, regardless of their physical location or capacity 
for travel. You have the opportunity to learn about various 
cultures and artistic movements, gain a deeper understanding of 
history and art, and view exhibits and collections at their own 
pace. Moreover, online museums provide advantages beyond 
comfort and accessibility, such as the possibility to interact and 
engage with art and culture in novel and creative ways, as well as 
the potential to increase audience interaction with museums. 
 
For example, The Louvre, British Museum, Metropolitan Museum 
of Art, Smithsonian National Museum of Natural History, and 
Vatican Museums offer online exhibits and collections, as well as 
virtual tours of their galleries and exhibits. 
 
The Google Arts & Culture platform provides access to collections 
from over 2,000 museums and galleries around the world, with a 
range of interactive features and multimedia content. 
 
 

3.2 Section name: E-Books & Audiobooks 
 

E-book and audiobook platforms provide users with a convenient 
way to access and enjoy digital literature. E-books can be read on 
e-readers, tablets, smartphones, and computers, while 
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audiobooks can be streamed or downloaded and listened to on a 
variety of devices.  
 
Among the most popular e-book and audiobook platforms: Apple 
Books, Amazon Kindle, Audible, Scribd, Google Books. 
 
 
Some platforms also offer additional features like personalized 
recommendations, social features, and integration with e-readers 
or other devices. 
 
When choosing an e-book/audiobook platform, it is important to 
take into consideration several aspects, such as pricing, selection 
of books and features offered. 
 
Moreover, many local libraries offer access to e-books, 
audiobooks and other curated digital resources. Depending on 
their policy, they might require a library card/permit or other 
form of login. Some institutions allow users borrow digital books 
for a limited period of time. 

 
3.3 Section name: Virtual Reality Experiences 
 

Virtual reality experiences have the potential to enhance 
entertainment and cultural experiences, by allowing users to 
interact in new ways. 
 
Virtual reality (VR) technology uses a combination of hardware 
and software to create an immersive, simulated environment. 
The user typically wears a VR headset or glasses that track their 
head and eye movements and displays 3D images and audio to 
create a sense of presence in the virtual world. 
 
There are multiple types of VR content available, including: 
VR games 
VR apps 
VR videos 
VR experiences 
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Glossary 
 

Digital entertainment: The use of technology and digital media 
for the purpose of entertainment, such as watching movies, 
playing video games, listening to music, and consuming other 
forms of digital content.  
 
Streaming: Real-time delivery of digital content, such as music, 
video, or live events, over the internet. This content is typically 
accessed and played back through an internet-connected device, 
such as a computer, smartphone, or smart TV. 
 
E-sports: Competitive playing of video games, typically organized 
in organized leagues or tournaments with professional players 
and teams. 
 
Audiobook: Audio recording of a book, typically narrated by a 
professional voice actor. Audiobooks can be downloaded and 
played back on a variety of devices, such as smartphones, tablets, 
and computers. 
 
Virtual reality experience: Digitally created environment that 
simulates a physical space, allowing users to interact with and 
explore the virtual environment using specialized equipment 
such as VR headsets, controllers, or gloves. Virtual reality 
experiences can include games, simulations, and other 
interactive content. 

Practical advice 
 

● Make use of digital technologies to enjoy both cultural 
experiences and entertainment activities, to improved the 
quality of the online content you consume. 

● Unlock the exciting world of digital media anywhere; 
enjoy photography, movies, music, videos, games, and 
more 

● Though easily accessible, digital technologies also raise 
questions about issues such as accessibility, privacy, and 
ownership 

● Make informed choices – when choosing a subscription 
service, it's important to consider the selection of 
content, libraries, topics, variety, pricing, and features, 
compatibility and the user experience that are important 
to you and best align with your interests  

● Be cautious – not all platforms are to be trusted, 
especially the gaming and e-sports ones 

● Best practices for multiplayer gaming and community 
building: be respectful, communicate clearly, work 
together give feedback, be an active member, have fun 

● Be wary, avoid doxing – most entertainment and cultural 
platforms will give you the option to share ideas and 
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communicate openly in communities with similar 
interests as yours; whilst this is a great opportunity to 
exchange impressions, avoid at all times sharing any 
personal identifiable information that may become public, 
with or without your consent; public information is 
indexed by search engines, making it easy to be found by 
people with malicious intentions  

● For even more practical tips, consult the related Power 
Point Material. 

Self-evaluation (multiple 
choice queries and 
answers) 
 

1. One of the means to access digital information is: 
a) Teletext services 
b) The Internet 
c) Landline phone 

2. Digital technologies have the potential to deliver: 
a) Personalised content 
b) Limited engagement 
c) Verified content at all times 

3. Which of the following is a mandatory step to attending 
virtual events: 

a) Use Outlook for streaming 
b) Obtain the joining details 
c) Purchase a ticket each time 

4. Spotify is a cultural app used for 
a) Watching movies 
b) Attending events 
c) None of the above – it is an entertainment platform 

5. Which of the following is a FALSE statement about museums: 
a) All museums can be visited online 
b) Google Arts is a relevant tool 
c) Several exhibitions are available in VR 

Resources (videos, 
reference link)  
 

https://www.primevideo.com/ 
https://www.netflix.com/ 
https://www.disneyplus.com/ 
https://www.microsoft.com/en-us/microsoft-
teams/group-chat-software 
https://www.webex.com/ 
https://zoom.us/ 
https://www.xbox.com/en-US/xbox-game-pass 
https://store.steampowered.com/ 
https://store.epicgames.com/ 
https://www.riotgames.com/en 
https://store.playstation.com/ 
https://www.apple.com/apple-music/ 
https://open.spotify.com/ 
https://music.amazon.com/ 
https://podcasts.google.com/ 
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https://www.apple.com/apple-podcasts/ 
https://www.stitcher.com/ 
https://www.apple.com/apple-books/ 
https://it.scribd.com/ 
https://www.amazon.com/kindle-
dbs/storefront?storeType=browse&node=154606011 
https://play.google.com/store/books?hl=en&gl=US&pli=1 
https://www.audible.es/?ref=Adbl_ip_rdr_from_US&sour
ce_code=ANONTM0020325220004&ipRedirectFrom=US&
ipRedirectOriginalURL 

Related material 
 

 

Related PPT 
 

OFFLINE_Course_Entertainment and culture in the digital 
space_EN 
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