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The ! nancial and economic crisis that came to light late in 2008 is the kind
of extreme development that calls for one essential quality when seeking
solutions: creativity. We need creativity to ! nd the best answers.

But creativity is not only useful in crisis situations, of course. Creativity and
innovative capacity have crucial long-term bene!ts for the economy,
society, enterprises as well as individuals. Innovation and creativity are
fundamental pillars for sustainable economic and societal growth.

The year 2009 has been designated as the European Year of Creativity
and Innovation, allowing the spotlight to fall on Europe® creativity
and innovative capacity. The purpose of the European Year 2009
is to highlight that creativity and innovation are vital not only for
Europe® economic prosperity, but also for our social and individual
well-being. The Year therefore focuses on creativity in the cultural context -
creativity as a human value in its own right - as well as the utilitarian sense,
which sees innovation as key to Europe®economic competitiveness.

The Year creates a space where new ideas can develop by bringing
together potential stakeholders, from many di" erent environments, such as
governments, schools, universities, business, research, the arts, NGOs, etc.,
and on the European, national, regional and local levels. | dare to hope that
in doing so, the Year will stimulate synergy e"ects which will surprise all
of us in a most positive way!

The timing of this European Year is signi! cant: it provides an opportunity
to ensure that creativity and innovation receive greater emphasis as the
European Union re#ects on its strategic orientation for the post-2010
decade. In doing so, we want to build on, strengthen and sharpen the
emphasis on the knowledge-based aspects that permeate the @isbon
strategy@r more jobs and growth - the EU®over-arching policy framework
for the current decade.

The projects featured in this short catalogue show examples of best practice
in promoting creativity and innovation. They were selected by a panel of
independent experts drawn from the various programmes of the European
Commission. I hope that they will help to inspire the reader along the lines
of the motto of the Year:@magine. Create. Innovate O

BEuropean Commissioner
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New Masters programme
offers important employment

opportunities

The separation between the Humanities and
Technology in Higher Education has impeded
the development of a content industry for new
media. This project aims to produce a new type
of professional in an exciting new area.

The potential of communicating
Europe®cultural heritage

One of the key factors in the success of an
information and knowledge society, as defined
in the EU Lisbon strategy, is the development
of content. There is a gap between the rapid
evolution of technology and the slower pace of
content production for the emerging media.

EuroMACHS (European heritage, digital media
and the information society) is an Erasmus project
which has identified a significant area of potential
development - FEuropean cultural heritage.

This is an important common factor between
EU member states — and also evidence of rich
diversity. It offers a vast repository of content:
new media can provide many new ways of
opening this up, presenting and interpreting it
through websites, databases, computer games,
DVDs and CD-ROMs, mobile technologies.

To bring the content and new technologies
together requires a new type of professional.

A Masters programme that develops
a new combination of skills

EuroMACHS has developed a new two-year
Masters programme combining the Humanities
and technology, traditionally separated in Higher
Education. The programme is targeted at
graduates who want to develop new skills
that will allow them to create, design, plan and
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manage complex projects for the multimedia
industry, cultural institutions and government
agencies. It aims to give students an overview
of Europe’s history and culture — a sense of local,
regional and national diversity while at the same
time developing notions of the major European
periods that structure our common heritage.
The programme offers an overview of the
technological possibilities for communication
and the specific competencies required for
production of new media content. It also
develops skills in project management and an
awareness of financing, budgeting and marketing.
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The Masters programme has been developed
by a consortium of European universities with
specialist expertise. Hands-on experience is
central to the programme and project-based
methodologies are used. Mobility is a key
feature of the programme: staff travel between
universities in the first semester and students
study in partner universities in the second. In
the third and fourth semester students return to
their home university where they apply the skills
acquired and develop project and thesis work.
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