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TTS.Digital Executive Summary
 

About this report 

Creative Scotland commissioned an evaluation of TTS.Digital in February 2016. 
This report was produced by Research Scotland between February 2016 to 
September 2016. 

About TTS.Digital 

The aim of TTS.Digital was to inspire digital creativity in young people. 

TTS.Digital is part of Time to Shine (TTS) which is Scotland’s national youth arts 
strategy for young people aged 0-25. The TTS.Digital programme was delivered as 
a funding stream for projects working with young people through arts and 
technology. The funded projects were a collaborative effort between the arts, 
technology and youth work. 

The programme ran in two phases. It was budgeted to fund10 small projects (up to 
£5,000) in Phase One and six larger projects (for between £50,000 – £100,000) in 
Phase Two.  

The programme had specific objectives and outcomes to address. The objectives 
were specified by Creative Scotland and the outcomes were defined by young 
people from YAVS (Youth Arts Voice Scotland) a national youth advisory group for 
TTS. 

Objectives: 

•	 take a youth-led approach to project delivery; 
•	 test new methodologies and/or ways of working between arts organisations and 

technology partners; 
•	 encourage excellence and experimentation; and 
•	 share knowledge and enthusiasm across generations and artistic disciplines. 

Outcomes: 
•	 support young people in their discovery of the arts – providing an accessible
 

place encouraging them to get involved for the first time;
 
•	 support young people who cannot currently engage – connecting and
 

overcoming barriers;
 
•	 support those already involved in the arts – promoting collaboration, developing 

skills, linking to the industry; and 
•	 redefine the image of the arts in popular culture – profiling the wide remit,
 

ambitions and possibilities of youth arts.
 



	  
	  

      
 

         
         

            
           

  
 

  
 

             
            

 
  
          

         
        

 
                 
             

  
 

               
   

 
 

    
 

         
          

           
      

 
  

             
            

          
         

 
              

           
  

 
  

 
        

           
          

          
      

 

Key findings and lessons learned 

Overall, TTS.Digital has inspired digital creativity and engaged with over 1,800 
young people. The programme has addressed each of objectives and outcomes it 
set out to accomplish. In particular, TTS.Digital has successfully worked within and 
beyond the wider TTS framework, and built upon the core tenet of youth 
empowerment. 

Youth-led approach 

Young people were involved and consulted at every level of the programme, from 
initial research, planning and development to programme delivery and participation. 

Example 
Cmd_v.2 took their lead from young people, using choreography inspired by the 
participants’ skateboarding and parkour to introduce them to animation, projection 
mapping, film and virtual reality technology. 

“It was nice to be able to take control of something. We were given free reign over it, 
so it was nice to be asked to lead something and be given responsibility.” 

Young person 

“We were kind of making history as the first young people to sit on a Creative 
Scotland funding panel.” 

YAVS member 

New methodologies and partnerships 

Projects tested and developed new partnerships and ways of working. Project leads 
and deliverers worked to overcome the challenges of partnership working. Young 
people and project partners benefited from the range of expertise provided by 
collaboration between different organisations from different sectors. 

Example 
At Hot Chocolate Trust, which was funded in Phase One and Two, the technology 
partners had the chance to develop strong youth work skills, which they felt was a 
valuable skill for the future. Similarly, youth and arts deliverers gained knowledge 
and confidence in working with digital technology. 

“We have been able to experiment with new ways of working and can see potential 
for using technology creatively to change the face of rural youth work.” 

Project deliverer/lead 

Sharing knowledge 

Projects shared knowledge, gave feedback and learned from one another through 
dedicated learning events. The programme has encouraged a high degree of 
communication, reassuring projects that they can share the positive and negative 
aspects of their work. There has also been strong knowledge sharing between 
project partners and trainees as they delivered the activity. 



	  
	  

            
 

  
 

       
 

          
           

          
         

 
 

         
          

 
 

         
  

 
            

         
  

 
   

 
          
             

    
 

            
  

  
	  

  
 

         
       

  
 

               
 

     
 

     
 

          
           

          
       

 
 

“I can offer [trainee] advice but I’m definitely learning from her too. It’s a two-way 
collaboration.” 

Project deliverer 

Increasing accessibility and reducing barriers to participation 

Projects have worked to reduce barriers of disadvantage, disability and rurality. 
TTS.Digital has reached a high proportion of young disabled by targeting key groups 
and providing accessible opportunities. Lessons have been learned about working 
in rural areas and how to acknowledge these challenges in the future. 

Example 
Sensatronic Lab was designed to be extremely accessible, with activity developed 
around individual needs, and the technology used was deliberately simple and 
inexpensive. 

“We tailor the instruments as much as possible. No one should be limited.” 
Project deliverer 

“We are excited about the prospect of connecting young people and enabling 
collaborative creative practice between rurally isolated young people.” 

Project lead/deliverer 

Excellence and experimentation 

TTS.Digital encouraged projects to experiment with digital technology and aspire to 
excellence in the arts. Young people accessed high quality equipment and worked 
with experienced professionals. 

“I would never have got to experience anything like this without the funding from 
Time to Shine.” 

Young person 

Supporting progression 

Young people were supported to develop their skills and progress their careers in the 
creative industries through paid traineeships, employment and development 
opportunities. 

“It’s great to be part of a project like this. It’s opening up so many doors for my 
career”. 

Young person, employed by project 

Redefining the image of the arts 

Projects have shown young people and the wider industry what is possible within 
youth arts and when working with digital technology. Through youth engagement 
and empowerment, the programme has demonstrated how young people can be 
involved as true stakeholders in youth arts. 



	  
	  

 
 

 
        

          
   

 
        

           
    

 

           
          

         
              

 

           
          

             
   

 
         

           
        

           
   

 
            

         
       

        
      

         
           

           
   

           
        

         
       

 
  

 
          

         
         

        
           

  
	  

	  
	  	  

Lessons learned 

As well as meeting intended outcomes and objectives, TTS.Digital has delivered a 
number of learning points which are relevant within and beyond the youth arts 
sector. 

•	 Two-phase approach - Delivering the funding in a two-phase approach was 
successful. It offered flexibility to funders and recipients to pilot ideas and build 
on successes. 

•	 Project planning and partnership building - The time and resource required 
for planning and partnership building was not always factored into projects. The 
timeframe from application, acceptance and receiving funding was very short, 
which impacted on the lead partners’ ability to form joint working relationships. 

•	 Encouraging participation in new activities - Activity in arts and technology 
was new to many young people involved in TTS.Digital. Project deliverers 
worked to encourage young people to try something new and out of their comfort 
zone. 

•	 Language - The importance of finding common language and terminology 
around arts and technology emerged as a key lesson. At a sector level 
language is becoming more clearly defined; however at grassroots delivery with 
young people, terms such as ‘digital’, ‘art’ and ‘technology’ still have wide and 
varying interpretations. 

•	 Listening to stakeholders - The early plans of digital development for TTS 
focused on the creation of an online ‘digital playground’ platform for young 
people. The TTS.Digital team recognises that this early ambition has not been 
fulfilled as originally intended, because feedback from young people and 
industry professionals suggested that other approaches would be more 
beneficial. The process of listening and learning from the young people and 
experts has been useful in guiding Creative Scotland to provide a programme of 
activity that is relevant and accessible to young people and the wider sector. 

•	 Access - Projects were challenged to think creatively when delivering in isolated 
or disadvantaged areas. Some projects worked closely with local schools or 
arranged the programme around local bus schedules to ensure that young 
people could attend. 

What’s next? 

All Phase Two projects were presented at the TTS Unconvention in November 2016.  
TTS.Digital has successfully piloted a two-phase approach to creative technology 
provision for young people. Creative Scotland has already launched the Curiosity 
Awards and Light Bytes programme1, which was developed using learning from 
TTS.Digital and also takes a two-phase approach to project funding. 

1 http://www.creativescotland.com/what-we-do/latest-news/archive/2016/04/stimulating-innovation-
with-creative-technology 

http://www.creativescotland.com/what-we-do/latest-news/archive/2016/04/stimulating-innovation-with-creative-technology


	  
	  

	  
	  

  
 

  
 

        
        

           
 

         
          

            
    

 
         

      
 

 
 

         
           
    

 
    

 

       
  

 

         
     

  
 

      
       

  
 

      
            

 
         

    
 

 
 

   
 

          
        

      
         

 

	  
 

 

1. Introduction 


About this report 

1.1	 This report sets out findings from an evaluation of TTS.Digital, the digital 
element of Time to Shine (TTS), which is the National Youth Arts Strategy for 
Scotland. The evaluation took place from February 2016 to September 2016. 

1.2	 TTS.Digital evolved from the ambition in Creative Scotland’s 10 year plan 
‘Unlocking Potential, Embracing Ambition’ to develop a new digital playground 
where children and young people will be able to design their vision of how the 
arts might work in the future. 

1.3	 The programme ran as a funding stream for projects incorporating arts and 
technology for young people, under 25. 

Research aims 

1.4	 This evaluation explores the effectiveness of TTS.Digital in delivering the 
objectives of the programme. It also explores the outcomes achieved, and the 
wider impact of the programme. 

1.5	 Specifically, this report explores: 
•	 the extent to which TTS.Digital has succeeded in its intended 

objectives and outcomes; 
•	 how far the outcomes of TTS.Digital help to address the digital 

engagement principles and objectives outlined in TTS, the national 
Youth Arts Strategy; 

•	 how far the outcomes of TTS.Digital align with the wider ambitions of 
arts engagement within Creative Scotland and Scottish Government 
priorities; and 

•	 what recommendations can be drawn from TTS.Digital to feed into and 
inform Creative Scotland’s policy on digital and youth arts in the future. 

1.6	 This report sits alongside a separate report which focuses on the 
implementation of the TTS strategy2. 

Method 

1.7	 This evaluation involved: 
•	 A desktop review – This review involved analysis of information collated 

by Creative Scotland including funding applications, monitoring and 
evaluation materials, regular reports on progress, interim impact reports 
and End of Project forms (where projects had completed their work). 

2 http://www.creativescotland.com/__data/assets/pdf_file/0008/36962/TSS-EV-FULL-REPORT-AND-
APPENDICES-FINAL-02-Dec-16.pdf 

1 

http://www.creativescotland.com/__data/assets/pdf_file/0008/36962/TSS-EV-FULL-REPORT-AND


	  
	  

	  
	  

         
       
        

          
       

        
 

           
            

            
         

          
         

     
    

 
    

 
          

          
         

            
              

          
   

 
             

        
         

         
      

 
           

              
    

 
          

             
       

 
 

•	 Interviews with key stakeholders – Research Scotland conducted 
telephone or face-to-face interviews with four key Creative Scotland staff 
members that led on TTS.Digital to gather reflections on the effectiveness, 
impact and legacy of the programme. Research Scotland also 
interviewed two members of Youth Arts Voice Scotland (YAVS) to gather 
their views on the programme and youth engagement. 

•	 Seven case studies – Research Scotland compiled case studies on all 
six Phase Two funded projects (including a project funded in Phase One 
and Two) and one Phase One funded project. Two of these case studies 
were originally compiled for the TTS implementation report. Research for 
the case studies involved a half-day visit to observe project activities and 
interviews with the project lead, project deliverers and young people. 
Where possible other relevant stakeholders such as parents or support 
workers were also interviewed. 

Note on terminology 

1.8	 Throughout the implementation of TTS.Digital there has been an increased 
awareness of the use of appropriate terminology when discussing digital art 
and the use of digital tools in the arts.  Since the programme was 
implemented there has been a shift in thinking around the definition of ‘digital’ 
and how it is interpreted. The term ‘digital’ can be interpreted in a number of 
ways, but may not always encompass the wide variety of creative technology 
that is currently available. 

1.9	 The term ‘digital creativity and experimentation’ was defined at the start of the 
programme as using digital tools, working methods, languages and exploring 
current online cultures and practices. This allowed projects to take a broad 
interpretation to apply digital technology to mainstream artforms or use digital 
tools to create art work. 

1.10	 Throughout this report the term ‘digital technology’ is used to refer to the tools 
used by young people to create art. The term ‘digital art’ is used to refer to 
artwork created through the use of digital tools. 

1.11	 We recognise that the terminology is still evolving and further discussion is 
required to reach a consensus on the best way to define art and technology 
that encompasses the breadth of activities emerging. 

2 



	  
	  

	  
	  

   
 

   
 

           
         

 
 

 
         

            
      

         
 

          
           

           
   

 

           
         

  
 

    
 

          
         

         
    

        
   

 
             

         
    

 
        

             
         

        
        

        
      
          
          
           

          
 

         
          

2. About TTS.Digital
 

Introduction 

2.1	 This chapter explores the context of TTS.Digital. It sets out the approach that 
was taken, intended outcomes, and programme management arrangements. 

Background 

2.2	 TTS.Digital is a programme within the wider delivery of TTS.  It was set up to 
address an explicit principle of the strategy - to “be proactive in using digital 
technology”.  In 2014, Creative Scotland’s update on progress with the 
strategy built on this principle, and specified a plan to: 

•	 launch a programme to enable industry professionals, young people 
and the youth arts sector to pioneer and pilot the concept of a ‘digital 
playground’, a space where young people are able to connect, learn 
and experiment; 

•	 establish an online window on the project that could encompass the 
ambitions, the journey and the outputs and outcomes. This would be 
publicly available at TTS.Digital. 

Developing a ‘digital playground’ 

2.3	 The catalyst for the design of TTS.Digital was an original ambition to develop 
a ‘digital playground’, to encourage young people to think imaginatively, and 
challenge Creative Scotland to think differently. The original intended use of 
the available budget was therefore to develop a single ‘digital playground’ 
platform. This was subsequently re-profiled to accommodate the TTS.Digital 
open funding process. 

2.4	 The concept of a ‘digital playground’ was a broad description and open to 
interpretation, with some staff in Creative Scotland visualising it as tangible, 
online platform. 

2.5	 In the early stages of the programme, the TTS Digital Co-ordinator conducted 
research into what a ‘digital playground’ could be, and what would be useful 
for young people and the sector. This research involved discussions with 
people working in the creative technology industry, academics and young 
people. Young people felt that the term ‘playground’ was childish, with 
connotations of a children’s playground. They were also concerned that the 
online platform might be too limiting and hoped that a ‘digital playground’ 
would encompass the live aspects of art activity, such as live performance. 
There was a general feeling from stakeholders that a digital programme 
should take a partnership approach to build skills, knowledge and capacity, 
rather than add to the already crowded market of online platforms. 

2.6	 The programme was intended to be youth-led from the outset, so it was 
decided that design and development should involve young people as much 

3 



	  
	  

	  
	  

         
     

            
 

             
         

 
 

 
           

       
         
             

          
            

       
         

         
  

 
            

         
        

      
 

 
    

 
         
             

   
        
         

           
     

           
 

        
       

 
 

  
 

         
        

            
        

	  
                  

as possible in a process of co-creation.  Young people from Youth Arts Voice 
Scotland (YAVS), TTS Youth Arts Hubs and national arts organisations 
helped to provide a national perspective during development. 

“We are living in a post digital age amongst the internet of things…we’re 
beginning to move away from screens and towards more physicality with 
technology.” 

Stakeholder 

2.7	 Following the research there was a period of internal reflection. In developing 
TTS.Digital, there was recognition that technology develops in an iterative, 
organic way and the programme was designed to reflect that. It was also 
inspired by the activity of the TTS Youth Arts Hubs, which were very much led 
by young people, the youth arts sector and partnership working. The team 
spent time reflecting on what would work well and how to approach the 
programme before implementing ideas. As well as providing opportunities for 
young people, the team was keen that the programme developed good 
learning for the sector around engaging with young people and digital 
technology. 

2.8	 By January 2015, it was agreed that the programme would provide funding for 
digital technology projects with a focus on experimentation and collaboration. 
This drew on lessons learned about successful approaches by the lead 
Creative Industries Officer when working on another creative technology 
fund3. 

It was agreed that projects: 

•	 needed to combine online and offline components; 
•	 should be about a programme of work, not primarily about a new 

platform or new software; 
•	 needed some physical, rather than exclusively digital, facilitation; 
•	 should be about empowering young people to identify quality, be 

creative with curation, to be discerning and inventive with the existing 
and ever evolving tools and platforms already online; and 

•	 should be about providing a platform for the creative digital work of 
young people. 

A two phase TTS.Digital funding programme was established. TTS.Digital 
was allocated a budget of £450,000 from the wider TTS implementation 
budget. 

Programme management 

2.9	 The programme was managed by staff from Creative Scotland’s TTS team 
and Creative Industries team. The Creative Industries team is responsible for 
managing the Digital strand of the Creative Scotland 10 year plan, and has a 
network of partners in the technology industry. 

3 National Endowment for Science, Technology and the Arts (NESTA) Digital R&D Fund for the Arts. 
4 



	  
	  

	  
	  

 
         

        
        
        

 
         

          
         

          
          

 
         

        
       

           
 

          
        

       
        

          
 
  

 
             

       
           

 
 

           
      

           
         

          
        

  
 

            
       

 
  

 
        

       
   

 
          

        
        

           
 

2.10	 Creative Industries Officer – was responsible for leading TTS.Digital. This 
role was based in the Creative Industries team. Responsibilities included 
managing the funded projects, writing the programme guidelines and 
application form, and signing off on project payments. 

2.11	 TTS Digital Co-ordinator – was responsible for TTS digital activity in the 
wider strategy. This role worked to ensure that TTS and TTS.Digital were well 
integrated. This included working closely with the Creative Industries Office to 
produce the programme guidelines, supporting the lead officer to run the 
funded projects and helping projects from a youth arts perspective. 

2.12	 TTS Programme Manager – this role worked between TTS and TTS.Digital, 
ensuring that the two programmes were well integrated. Responsibilities 
included budget management, overseeing the project from a TTS perspective 
and co-ordinating with the Senior Leadership Team at Creative Scotland. 

2.13	 Creative Industries Manager – this role worked between the Creative 
Industries team and TTS.Digital, ensuring that TTS.Digital and the wider 
Creative Scotland strategies were well integrated. Responsibilities included 
overseeing the project from the Creative Industries perspective and co-
ordinating with the Senior Leadership Team at Creative Scotland. 

Phase One 

2.14	 Phase One provided 10 projects with up to £5,000 to run experimental digital 
activity with young people over three months in summer 2015. Projects were 
encouraged to take risks, try new technology, develop new ways of working 
and to be led by young people. 

2.15	 Phase One was deliberately run as a series of small projects with no fixed 
outcomes, to encourage risk taking and experimentation.  Projects were 
informed that it was ‘ok to fail’ and there was no obligation to produce a 
finished piece of work or performance. The only requirements were that 
projects were run as a collaborative effort between arts, technology and youth 
organisations, and that projects shared their learning with others, through 
Creative Scotland.  

2.16	 The ideas and lessons learned from Phase One were intended to support the 
development of strong projects in Phase Two. 

Phase Two 

2.17	 Phase Two provided six projects with funding between £50,000 to £100,000, 
to run larger creative technology projects between November 2015 and 
November 2016. 

2.18	 These projects followed the same core principles as Phase One, with regard 
to collaboration, experimentation and youth empowerment. The projects 
worked towards one or more specific outcomes and were expected to produce 
a final showcase of completed work, an event or performance. 

5 



	  
	  

	  
	  

            
         

         
          

           
          

         
       

 
         

 
 
 

   
 

             
       

 

        
      

   
      
      

 
 

         
        

           
             

 
         

          
       

 

           
          

          
    

          
      

            
     

 
            

           
   

 
  

 
          

        

2.19	 Phase Two of TTS.Digital involved close joint working with members of Youth 
Arts Voice Scotland (YAVS), a national youth advisory group for the TTS 
strategy. Members of YAVS were involved in devising the intended outcomes 
for Phase Two projects and were on the funding panel for Phase Two 
applications.  This was the first time that young people had been included on 
a Creative Scotland funding panel. YAVS members were given training and 
support to effectively analyse the applications and their views were given 
equal weight alongside the Creative Scotland staff on the panel.  

“It was really great the way that they took our opinions into consideration.” 
YAVS member 

Intended outcomes 

2.20	 The intended outcome of TTS.Digital was to inspire digital creativity in young 
people. The objectives of the TTS.Digital programme were to: 

•	 take a youth-led approach to project delivery; 
•	 test new methodologies and/or ways of working between arts 

organisations and technology partners; 
•	 encourage excellence and experimentation; and 
•	 share knowledge and enthusiasm across generations and artistic 

disciplines. 

2.21	 The programme focused on experimentation, risk taking, collaboration and 
youth empowerment. The programme encouraged people and organisations 
to be experimental, not just in the creative technologies they engaged with, 
but also in how they engaged with one another and young people. 

2.22	 Projects funded through Phase One were not asked to work towards specific 
outcomes. The projects funded through Phase Two were asked to work 
towards at least one of the following specific outcomes: 

•	 supporting young people in their discovery of the arts – providing an 
accessible place encouraging them to get involved for the first time; 

•	 supporting young people who cannot currently engage – connecting 
and overcoming barriers; 

•	 supporting those already involved in the arts – promoting collaboration, 
developing skills, linking to the industry; and 

•	 redefining the image of the arts in popular culture – profiling the wide 
remit, ambitions and possibilities of youth arts. 

2.23	 The objectives of the programme as listed at 2.20 were devised by the 
TTS.Digital team. The project outcomes as listed at 2.22 were developed by 
YAVS. 

Measuring impact 

2.24	 Overall, TTS.Digital embraced an open, experimental method rather than a 
prescriptive approach. This encouraged projects to explore new technology, 

6 



	  
	  

	  
	  

       
     

 
           

        
             

         
       

   
 

  
 

         
            

            
      

   
 

        
 
  

	  
	    
 

  	  

art forms and methodologies without being too concerned about meeting pre-
set timelines or milestones. 

2.25	 Funded projects were required to report quarterly on their progress and to 
provide information on participation and equalities.  Each project was also 
asked to produce a final ‘End of Project’ report which focused on the 
outcomes achieved. In addition, TTS.Digital held two learning events where 
projects were invited to report on their progress, achievements and lessons 
learned. 

Wider context 

2.26	 It is important to note that TTS.Digital sits within the wider implementation of 
TTS. It represents one of a range of programmes that Creative Scotland 
delivers to support participation of young people in the arts, screen and 
creative industries. Other programmes include CashBack for Creativity, and 
the Youth Music Initiative. 

2.27	 More background on TTS is available on Creative Scotland’s website4 5 . 

4 http://www.creativescotland.com/funding/archive/tts-digital 
5 www.creativescotland.com/resources/our-publications/plans-and-strategy-documents/national-
youth-arts-strategy 

7 

http://www.creativescotland.com/resources/our-publications/plans-and-strategy-documents/national-youth-arts-strategy
http://www.creativescotland.com/funding/archive/tts-digital


	  
	  

	  
	  

   
 

  
 

        
      

  
 

          
       

            
             
           
           

        
        

 
      

       
       

       
           

          
          

          
        

 
          

        
           

           
          

 
       

 

    
   

   
 

   
 

  

      
    

 
   

 
 

  
 

 

     
     

     

3. Activities
 

Introduction 

3.1	 This chapter explores the projects and outputs that have taken place through 
TTS.Digital between November 2014 and August 2016.  

Phase One 

3.2	 TTS.Digital Phase One was promoted through a series of seven roadshows in 
Dumfries and Galloway, Glasgow, Edinburgh, Dundee, Aberdeen, Highland 
and the Na h-Eileanan an Iar. The aim of the roadshows was to launch the 
fund and ensure that the criteria and ethos of the fund was clear. Details 
were provided on how to apply for Phase One funding, and dates for Phase 
Two were also released to allow organisations to plan ahead. Attendees were 
encouraged to ask questions, network and think about new ways of working 
between the arts and technology industries. 

3.3	 The fund and roadshows were widely advertised through Creative Scotland’s 
existing communication networks (website, mailing lists, social media) and 
through networks within the technology industry wherever possible. 
Individuals and organisations from the arts, youth work and technology 
sectors were invited to attend. Attendance at the roadshows was variable, 
with the largest turnouts at Glasgow, Edinburgh and Dundee. These regions 
also had a better response from the technology sector with established local 
networks helping to raise awareness of the programme. TTS.Digital also 
welcomed applications from organisations that did not attend a roadshow. 

3.4	 A total of 24 applications were received. Applications were received from 
across Scotland, from 12 local authority areas. Phase One had a budget of 
£50,000. 10 funded projects were allocated a total of £49,850. All projects 
were funded to the full amount that was requested. For more details on 
partner organisations, please see the full table at Appendix Two. 

3.5	 Figure 1 – Phase One funded projects: 

Project name Lead 
organisation Summary of Activity 

A (digital) visit from 
Boswell and Johnson 
£4,850 

Templar Arts and 
Leisure Centre 

Young people created a graphic novel 
using the historic journeys of Boswell 
and Johnson as a creative starting 
point. 

Inside/Outside 
£5,000 

Hot Chocolate 
Trust 

Digital technology taster sessions. 
Young people merged 3D technology 
with cos-play, anime and gaming. 

8 



	  
	  

	  
	  

 
 

 
   

  

     
     

   

  
 

  
  

    
 

  

   
 

  
 

      
   

      

    
 

  
 

      
     

     

  
 

 
 

    
 

  
 

   
 

      
 

   
 

  
 

     
  

 
 

   
 

  

 
 

    
 

 
              

            
         

        
 

           
          

           
     

  
 

          
        

           
          

 
            

          
             

 
 

           
        

             

Unruly 
£5,000 

Dundee 
Contemporary Arts 

Young people and their parents 
learned to animate using accessible 
animation software. 

Digital Dudes 
£5,000 

Hoda productions Children with autism filmed 
themselves skiing and created a ski 
inspired animation. 

Future Publishing House 
£5,000 

Electric Bookshop Young people merged digital art and 
publishing as they worked towards 
completing a specified brief. 

The Hidden Ward Trail 
£5,000 

Artlink Central Young people in a hospital children’s 
ward were introduced to animation 
and new digital technology. 

Digital Reels 
£5,000 

Wildbird Young people merged traditional 
fiddle playing with digital technology.  

Movie Mashup 
£5,000 

Glasgow Film Young people re-wrote scenes from a 
film using computer code.  

Digital Connections 
£5,000 

Youth Highland Young people from rurally isolated 
areas engaged with the community 
using a range of creative 
technologies.  

Crafting Digital 
£5,000 
Not delivered 

MAKLab Workshops introducing young people 
to digital craft and design.  

3.6	 In Phase One, one project was unable to engage with young people within the 
required timescales, so the planned project did not take place. Underspend 
from this project was reallocated into Phase Two. More information about this 
project can be found in Section 6.15 

3.7	 At the time of this evaluation, all remaining Phase One projects were 
complete. A learning event for all Phase One projects was held in August 
2015. All 10 projects that were originally funded attended to share their work 
and what they had learned. 

Phase Two 

3.7	 TTS.Digital Phase Two was promoted at the Phase One Learning Event. The 
event provided a platform for members of YAVS to share their vision for 
projects in Phase Two with potential applicants. They explained the criteria for 
Phase Two and the outcomes that projects could work towards. 

3.8	 Instead of touring this information in a roadshow, the event was filmed and 
shared online. A link to this video was included in the application form for 
Phase Two so that applicants who could not attend the event were still fully 
informed. 

3.9	 A total of 24 applications were received from 11 local authority areas.  Six 
applications were received from projects funded in Phase One, either to 
continue and develop the project or to run a different digital project. The 
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remainder were from organisations that had not applied or been involved in 
Phase One. Six projects were funded in total; receiving awards ranging from 
£50,000 to £99,590 (see Figure 2). Two of the projects from Phase One were 
successful in receiving Phase Two funding to expand and develop their digital 
arts activity. The programme ran on a tight timeline, with a quick turnaround 
for applications, particularly between Phase One and Phase Two. 

3.10	 Phase Two had a budget of £400,000. The funded projects were allocated a 
total of £401,444, this small overspend was supported by the wider TTS 
implementation budget. For more details on partner organisations, please see 
the full table at Appendix Two. 

3.11	 Figure 2 – Phase Two funded projects: 

Project name Lead organisation Summary of Activity 
Unlock Digital 
£69,260 

Hot Chocolate Trust An open opportunity for young people 
to use creative technology through 
workshops, events and a residential. 

Sensatronic Lab 
£99,590 

Sense Scotland Using technology to make music 
making accessible, particularly for 
young people with physical and/or 
sensory impairments. 

Sparks, drifts and 
rain 
£50,000 

Templar Arts and 
Leisure Centre 

Introducing young people in rural 
areas to cross art form digital arts 
activity that acknowledges heritage 
and landscape. 

Livescore 
£65,793 

Imaginate Digital arts workshops with young 
people, building towards a final 
performance that will be livestreamed 
internationally. 

Teenagers and 
Toddlers 
£57,190 

West Lothian Council Teenagers creating an app for 
toddlers, using ideas, sound and art 
created by nursery children. 

Cmd_v.2 
£59,611 

Shaper Caper Cross art form workshops for young 
people, integrating movement/dance 
with creative technology. 

3.11	 At the time of this evaluation, all Phase Two projects were ongoing. These 
have all now been completed. A learning event for Phase Two projects took 
place in June 2016 at the halfway point in the project timeline.  
Representatives from all six projects shared their progress to date and 
demonstrated their work. Three presentations were delivered by or with 
young people. The event also facilitated exploration of key issues and 
challenges through a series of ‘hot topic’ discussions. This ensured that 
learning was shared mid-way through the work. 

3.12	 All six projects funded in Phase Two planned to showcase their achievements 
through an event, performance or exhibition. Most of these took place 
October and November 2016. TTS.Digital projects were also invited to the 
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TTS Unconvention event in November 2016, which highlighted the 
achievements of TTS over the two-year implementation period. 
More about the event at http://www.creativescotland.com/what-we-do/our-
events/celebrating-youth-arts-at-our-tts-unconvention 

Project Profile 

3.13	 TTS.Digital funded 16 projects and 15 projects were completed successfully. 
Seven projects from Phase One and Two are discussed in further detail 
through the case studies in Appendix One. A full list of funded projects with 
detail on project leads and partners is available in Appendix Two.  

3.14	 Projects were delivered by organisations and partnerships based in 10 local 
authority areas.  Projects engaged with creative technologies in a variety of 
ways, with some focusing on using technology to enhance or support access 
to an arts experience, and others using technology as a material within the 
artistic process.   

3.15	 The project activity covered the following art forms: dance, literature, music, 
theatre and visual arts. Participants were introduced to a range of different 
techniques including: e-textiles, sensory immersion and conductive painting. 
Many of the projects took a cross art form approach. 

3.16	 For example, sparks, drifts and rain introduced young people to e-textiles by 
digitally printing their designs onto fabric, using a laser cutter to create the 
shape and structure and then making the clothes responsive using sensors 
and microcontrollers. 

3.17	 Projects used developed and emerging hardware including: audio/video 
recording equipment, virtual reality goggles, 360-degree cameras, laser 
cutters, conductive thread, mobile devices and simple electronics (LEDs, 
MakeyMakey circuits). 

3.18	 Young people were able to access a range of software to write code, 
manipulate audio/video and create apps, games and animations. Where 
possible projects used accessible, cheap or free tools. 

3.19	 Digital technology was incorporated and utilised by the projects in different 
ways. 

As part of the activity itself 

3.20	 For most projects, digital technology was an integral part of the arts activity. 
Young people created work that brought together analogue and digital 
techniques. This was achieved through projects making apps, games, films or 
animation. 

Example 
In sparks, drifts and rain, young people engaged in digital art through conductive 
painting. Young people designed and painted their own imaginary islands with 
conductive paint before bringing them to life using LEDs and sound recordings. 
For more information, please see, Appendix 1, case study 3. 
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To increase access to and engagement with arts activity 

3.21	 Sensatronic Lab and Digital Dudes targeted young people with additional 
support needs, and used digital technology to increase access and 
engagement. Projects also utilised online communication platforms, such as 
Facebook, to reach young people and to continue engagement after projects 
had completed. The Digital Reels project used Facebook to engage with 
participants during the project, if they were unable to attend the workshop but 
still wanted to be involved. 

3.22	 The possibilities of technology were demonstrated by introducing mobile 
creative technology units into a hospital ward in The Hidden Ward Trail, so 
young people that would not be able to attend a community arts project could 
still access it.  

Example 
Livescore, run by Imaginate, livestreaming their final performance, allowing 
young people to perform together in real time from different parts of 
Scotland and Belgium. 
For more information, please see Appendix 1, case study 5. 

To document arts activity and share learning 

3.23	 Projects documented their activity using audio, film and photography. Many 
had dedicated websites or blogs to promote the project and share activity, and 
often, young people were heavily involved in the documentation and sharing of 
their activity. Digital technology was also used to evaluate the work through 
video diaries or audio recorded feedback sessions. 

Example 
Sensatronic Lab, run by Sense Scotland in Glasgow, created video tutorials 
showing others how to create their digital music and sensory instruments. The 
tutorials are delivered by a young person who has been employed by the 
project. 
For more information, please see Appendix 1, case study 1. 
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4. Impact
 

Introduction 

4.1	 This chapter focuses in detail on the impact of TTS.Digital from February 2015, 
when it was launched, until July 2016 when this report was compiled. It draws 
on the most recent Phase Two quarterly reports, which were submitted in 
August 2016.  The TTS.Digital programme completed in November 2016. 

Increased accessibility and overcoming barriers 

4.2	 As at May 2016, TTS.Digital had engaged 1,423 young people in digital arts 
activity. Young people involved ranged in age from 2 to 25 and participated as 
creators, consumers and deliverers of digital arts activity. Around 550 young 
people were involved in Phase One, and 873 in Phase Two (up to August 
2016). At the time of this report, Phase Two projects had completed over half 
of their funded activity, with activity planned through to November 2016. 

4.3	 Digital activity was present throughout the TTS strategy, beyond TTS.Digital. 
All Youth Arts Hubs funded through TTS were asked to specify how they would 
incorporate digital technology into their programme. At May 2016, over 2,500 
young people had participated in digital arts activity through Youth Arts Hubs 
totalling almost 5,000 hours of activity. Most Hubs chose to use digital 
technology to connect with young people and improve engagement, through 
websites and social media. Some Hubs encouraged the use of technology to 
document arts activity, with young people often taking the lead6. 

4.4	 Due to the small amount of funding and exploratory nature of Phase One, 
projects were not required to provide detailed demographic information on 
participants. In Phase Two, a number of projects actively worked in areas of 
deprivation and worked with partners that supported young people that were 
not involved in mainstream society. Phase Two projects provided more 
detailed monitoring information: 
•	 53% of participants were male and 47% female. 
•	 The majority of participants (over 75%) were aged 10 to 17. 
•	 21% identified as disabled 
•	 8% of participants were from minority ethnic communities. 
•	 4% were known to be looked after, in care or from socially excluded 

backgrounds. 

4.5	 Projects funded through TTS.Digital have all worked towards increasing 
accessibility and reducing barriers so that young people can access the arts 
and digital technology. Projects were promoted through a wide range networks 
to ensure that young people who did not have prior experience were made 
aware of the opportunity. 

6 http://www.creativescotland.com/__data/assets/pdf_file/0008/36962/TSS-EV-FULL-REPORT-AND-
APPENDICES-FINAL-02-Dec-16.pdf 
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4.6	 Monitoring and gathering information on characteristics such as disability, 
ethnicity and social disadvantage/exclusion was reported to be a difficult task, 
across TTS activity. Many projects that worked with disadvantaged or socially 
excluded participants said that they did not record this information, or that they 
were not comfortable asking young people questions around personal 
information, especially if the activity was drop-in.  There were some issues 
around defining ‘social exclusion’, which is a broad term and could be 
interpreted different by individuals and organisations. In addition, the way 
young people self-identify as having a disability varies from person to person, 
so the concepts can be very fluid. Due to the difficulties in monitoring and 
recording this information, the data on participation may not fully encompass 
the range of young people that took part in funded projects. 

4.7	 Notwithstanding the issues flagged in 4.6, various projects worked with young 
people that were often considered hard to engage, either through social 
disadvantage, disability or geographic isolation. In rural areas the lack of 
choice, opportunities and access were found to be common themes, 
experienced by many projects in Phase One and Two. 

Example 
For Sensatronic Lab, working with young people with sensory impairments, 
the project has redrawn the boundaries of who can access the arts and how 
much they can be involved. The project had no limitations and worked with 
young people with a range of sensory and physical impairments – including 
young people with restricted mobility, little verbal communication, visual and 
hearing impairments. All young people who have attended showed 
enjoyment and progress in their ability to engage, regardless of disability. 
The project was highlighted in a news segment and live interview on STV 
News. This helped to raise the profile of the project and the wider 
TTS.Digital programme at a national level. 
For more information, please see Appendix 1, case study 1. 

4.8	 Some projects chose to address a specific issue, such as providing accessible 
arts opportunities for young people with physical or sensory impairments. 
Other projects addressed access by basing the project in a venue or location 
that would not normally provide digital arts activity, such as a hospital children’s 
ward or special educational needs school. 

Example 
Sensatronic Lab was designed to be extremely accessible, with activity 
developed around individual needs, and the technology used was 
deliberately simple and inexpensive. 

“We tailor the instruments as much as possible. No one should be limited.” 
Project deliverer 

For more information, please see Appendix 1, case study 1. 

4.9	 Rural isolation was a key issue for a number of projects and was widely 
discussed at the Phase Two learning event. Many projects worked to address 
the lack of opportunities and access for young people living in rural areas as 
part of their project aims. Some organisations based the activity in a rural area, 
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or formed partnerships with local organisations to deliver in a rural location. 
Others provided transport costs for young people to access activity, or ran the 
project as an outreach, with team members travelling to numerous rural 
locations to deliver activity. Through TTS.Digital, young people in many rural or 
island communities have had a first taste of arts activity using digital tools. 

“We are excited about the prospect of connecting young people and enabling 
collaborative creative practice between rurally isolated young people.” 

Project lead/deliverer 

4.10 In all projects, young people were encouraged to get involved in an activity for 
the first time. Projects said that access to arts activity, and particularly digital 
arts activity had been limited or non-existent for some participants, and they 
appreciated the opportunities provided through TTS.Digital. Access to arts 
activity was improved by taking an open and inclusive approach. 

4.11 Projects are providing an open space, and many chose not to define the activity 
in specific terms as this might isolate young people who do not define 
themselves as artists or technologists. Project deliverers were careful to use 
language that young people would be comfortable with (e.g. movement rather 
than dance) and offered the activity as an opportunity to try something new 
rather than just develop existing skills. Many projects chose not to define the 
boundaries of art and technology, instead allowing young people to take the 
lead and define it for themselves. This approach to working with young people 
was particularly apparent where there was significant input from youth work 
partners. 

4.12 Across a number of the projects, digital tools enabled young people to access 
new and different art forms, and also to allow development of cross art form 
activity. 

Example 
Glasgow Film designed their Phase One project to work with two groups of 
young people, with backgrounds in either film or computer programming. 
Both groups were shown how their existing skills (in either film theory or 
computer programming) could be used to ‘remix’ a scene from a film. They 
learned how to play the scene out differently, change the characters or place 
themselves in the scene. All the participants were able to enhance their 
existing skills and learn new skills from an art form that they had never 
accessed before. 

4.13 Many projects used existing groups and networks such as youth groups or 
schools to ensure broad participation and engagement. All activities were free 
of cost and most projects offered support with transport costs. Creative 
Scotland encouraged projects to use funding for a wide range of access costs 
including BSL interpretation or support assistants. 

“I would never have got to experience anything like this without the funding 
from Time to Shine.” 

Young person 
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“It was really cool because I’d never done anything like that before.” 
Young person 

Progression, development and employability 

4.14 TTS.Digital has supported progression, development and employability for 
young people and adults in the creative industries. Youth employment was not 
a key intended outcome of the programme and was not formally monitored, 
however information from case study visits provided strong examples of 
progression and employment for young people through funded projects. 

Supporting young people into careers in creative industries 

4.15 The funded projects supported young people starting out in the creative 
industries through a range of paid training, volunteering or internship 
opportunities. 

4.16 Sensatronic Lab employed a young, blind musician as a tutor and consultant. 
The project provided him with his first job, valuable experience in the industry 
and the opportunity to make contacts for the future. 

“It’s great to be part of a project like this. It’s opening up so many doors for my 
career.” 

Young person, employed by project 

4.17 livescore employed two trainees that are recent graduates.	 Both have gained 
valuable experience working in the industry and working with young people. 
They were also able to share their own skills with others in the delivery team. 
The project lead for livescore sought out various opportunities for progression 
and professional development for the trainees using its wide network of 
contacts. The trainees appreciated being signposted to opportunities beyond 
the project. They were employed and contracted for one year, which allowed 
one trainee to leave her previous part-time job and focus on the arts full-time.  

“With a slightly more niche skillset, it’s been great to have a project where I can 
really make all my skills useful as well as develop them further.” 

Young person (trainee) 

4.18 sparks, drifts and rain, which delivered in a rural area, ran a young artists 
programme which provided short paid opportunities for young people to 
develop a piece for exhibition. The opportunity gave young people the chance 
to develop their skills and become part of a community of artists in the area. 

4.19 A young person at Hot Chocolate Trust became very interested in technology 
and gaming after attending digital taster workshops. He has since been able to 
undertake work experience with the technology partner on the project. 

Developing skills within the arts and creative industries 
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4.20 TTS.Digital has provided people already working in the arts and digital 
technology with funding opportunities which encourage experimentation, 
allowing artists to explore ideas and techniques. Through collaborative 
working, project deliverers were able to learn new skills from other 
professionals. In particular, deliverers who had little youth work experience 
said that they felt more confident in their ability to work with young people. 

4.21 Some arts and youth work professionals noted that it was useful to learn about 
digital technology and they were thinking about how to incorporate it into their 
regular activity. 

“As the project progresses it is becoming habitual for me to consider how I can 
use technology within both my own work and when working with young people.” 

Arts deliverer 

4.22 Between November 2015 and September 2016, Phase Two projects created 
over 40 paid jobs or volunteering posts, and over one third of those posts were 
taken up by young people under 25. 

4.23 The requirement for partnership working helped increase networking and 
partnerships amongst the organisations involved. Project leads sought out new 
collaborations and broadened their networks of partners, which has set a basis 
for future partnerships. 

Redefining the image of the arts in popular culture 

4.24 Through the variety of projects and areas covered, TTS.Digital projects 
supported young people to learn more about digital tools, art and creativity, and 
how it relates to their lives and interests. 

“It feels like there’s more appreciation of how digital technology can be 
incorporated.” 

YAVS member 

4.25 Through some of the projects, young people have gained a new understanding 
of the arts and digital technology. Two projects in rural locations specifically 
noted that young people initially had a very narrow view of the term ‘art’ and 
what could be classified as art, because they had not been exposed to the 
wider world of art and creativity. 

“The young people had a traditional closed view of creative arts…I kind of 
wanted to jolt them a little bit.” 

Digital arts deliverer 

4.26 Young people were introduced to the idea that art and technology do not have 
to be distinct categories. This has led to deeper discussion around the 
meaning and value of art in society and youth culture. These open discussions 
have supported young people and validated their interpretation of art, 
especially if their interests do no align with dominant mainstream concepts and 
definitions.  
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4.27 Young people said that they were more aware of how the arts and digital tools 
are all around them, how it relates to them and how they can best make use of 
it. For example, a group of young skaters from Cmd_v.2 learned about 
movement and choreography, and how it related to their skating tricks using 
animation, film and virtual reality glasses. This led to young people becoming 
interested in pursuing a career in the creative industries. Prior to attending the 
project, they had not realised that this was a possibility that was open to them. 
One young person from Teenagers and Toddlers in West Lothian said that 
although he was not considering a career in the arts he could see how the skills 
he had learned from the project would be useful in the future, wherever he 
worked. 

4.28 For project deliverers, the projects have given them a chance to reflect on how 
they can straddle the arts and technology. One project deliverer said that he 
had never thought of himself as a ‘digital artist’ before but realises now that he 
does use technology in his work. The project has given him a chance to reflect 
upon and redefine his own practice. 

4.29 More widely, project deliverers and young people felt that TTS.Digital helped to 
redefine the image of the arts, by showing the ways in which technology and 
arts can work together. 

4.30 Some stakeholders felt that TTS.Digital had an important role in defining young 
people as creators of digital technology. They felt that the world is becoming 
increasingly dependent on technology, of which most consumers have little 
technical understanding and that it was important that the next generation of 
young people are well equipped to understand and control creative technology, 
taking an active role in shaping how it fits into their lives and society. 

Youth empowerment 

Youth empowerment within the TTS.Digital programme 

4.31 In line with the wider TTS strategy, TTS.Digital took a youth-led approach. 
Young people were involved as key stakeholders and decision makers at all 
stages of the programme, from the initial research phase, through to project 
delivery. By giving young people a significant stake in the programme, it has 
shown that young people are important and capable of having a role in the 
planning and development of the youth arts activities Move.  

4.32 During the initial research phase, around 20 young people from across 
Scotland were consulted on what they would like from a digital youth arts 
project. Their views were taken into account as the project was shaped and 
some of the ideas generated are reflected in the projects that were funded 
through TTS.Digital. 

4.33 Young people from Youth Arts Voice Scotland (YAVS) were involved in the 
initial research phase and in the development of Phase Two of project delivery. 
Members of YAVS developed a set of outcomes for projects to work towards. 
They attended a TTS.Digital learning event in order to explain the outcomes to 
potential applicants and to share information on how to engage with young 
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people. Three members of YAVS were offered the opportunity to receive 
training and be part of the selection panel for Phase Two projects. 

4.34 YAVS members who were involved in this process said it was an excellent 
experience. They felt it was a useful professional learning experience and 
appreciated that their input was valued equally to the others on the panel. 

“We were kind of making history as the first young people to sit on a Creative 
Scotland funding panel.” 

YAVS member 

“It was a really good opportunity for our own views to be held in the same 
regard as everyone else.” 

YAVS member 

4.35 Stakeholders agreed that involving young people at this level was valuable and 
added to the process. Young people had never been part of a Creative 
Scotland funding panel before, and stakeholders hoped that this level of 
engagement would continue in the future. 

Youth empowerment within the funded projects 

4.36 Within the funded projects, taking a youth-led approach was a key requirement. 
All of the projects have taken this approach in different ways, and project 
deliverers stated that they were very happy for young people to take the lead. 
Young people also stated that they appreciated being given options. 

“They were asking us all the time and were purely basing it on us…we had a 
big say in what the final project was.” 

Young person 

“It was nice to be able to take control of something. We were given free reign 
over it, so it was nice to be asked to lead something and be given 
responsibility.” 

Young person 

4.37 In some projects young people were consulted as part of the initial application 
process and their ideas shaped the activity from the outset. Other projects 
have allowed young people to steer the direction of activity within a broad 
structure devised by project partners. In a small number of projects, young 
people were employed to deliver the arts activity. 

“Children leading the enquiry and asking for guidance/support from adult tutors 
was seen as a key benefit for building confidence and nurturing 
experimentation.” 

Project lead/deliverer 

“People also enjoyed how much free reign they got over their work and liked 
that they got to experiment with something you wouldn’t typically get the 
opportunity to try at school.” 

Young person 
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4.38 Some project deliverers found that providing a certain level of structure was 
useful for young people, especially those who had never been given choices or 
options in arts activity before. Providing an initial idea or technique for young 
people to work from facilitated the development of their ideas better than 
starting with a blank canvas. Conversely, some project deliverers noted that 
they were surprised and impressed by how easily young people took ownership 
of their work. 

4.39 The exploratory nature of Phase One projects allowed project deliverers to fully 
embrace the ethos of the youth-led approach, without feeling concerned that 
specific outcomes needed to be met to fulfil the funding criteria. The year-long 
structure of Phase Two projects allowed time for projects to explore young 
people’s ideas and support them to create their own showcase piece or 
performance. Taking a youth-led approach from the outset allowed the activity 
to reflect current youth culture. 

“The service users are leading us and leading each other. They are the ultimate 
key to the project. We are there to encourage the guys to try different things.” 

Project deliverer 

4.40 Stakeholders were also happy with how well projects had understood and 
adopted this approach. 

“The youth-led approach has been a lot more successful than I had dreamed or 
hoped before, because the partners have really embraced it.” 

Stakeholder 

Example 
Projects run by Hot Chocolate Trust (Inside/Outside and Unlock Digital) were 
very open to interpreting young people’s cultural interests through digital 
technology and incorporated anime, manga, gaming, cosplay and LBGT 
history into the project. 
For more information, please see Appendix 1, case study 4. 

Example 
Cmd_v.2 also took their lead from young people, using choreography 
inspired by the participants’ skateboarding and parkour to introduce them to 
animation, projection mapping, film and virtual reality technology. 
For more information, please see Appendix 1, case study 2. 

Collaborative working and testing methodologies 

4.41 Working in partnership was a key condition of funding.	 Projects were required 
to demonstrate a collaboration between arts and creative technology 
organisations, and at least one partner was required to have experience of 
working with young people. Partners supported the project lead to deliver the 
programme, to recruit young people as well as providing venues and 
equipment. Partnerships were formed to enhance project activity by providing 
complementary skills and assets. 
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4.42 Partnerships were formed between a range of technology, arts and youth work 
organisations. Many projects also employed art and digital technology 
freelancers. In Phase One, the lead organisations worked with 12 partner 
organisations and numerous freelancers. In Phase Two, the lead organisations 
worked with 18 partner organisations and again, numerous freelancers. 

4.43 Lead project deliverers came from a number of different sectors.	 Nine projects 
were led by arts organisations, four were led by youth work organisations, two 
were led by digital technology organisations and one was led by a local 
authority. 

4.44 Project deliverers said that effective delivery depended on strong partnerships 
and good communication between deliverers. This ensured that each partner 
was clear in their roles and responsibilities, young people were fully supported 
and that the project was delivered smoothly, meeting the expectations of all 
involved. 

4.45 Projects that involved a delivery partner with specific youth work experience 
demonstrated a strong youth-led approach. Within these projects, the youth 
work partner was often able to provide a level of support or training to the 
partners that had less youth work experience. 

“They have the specialist skills and we have the youth work skills and 
altogether it is something different.” 

Youth worker 

4.46 The collaborative approach, bringing together specialists from the arts, digital 
technology and youth work, facilitated new learning experiences for all partners. 

Example 
At Hot Chocolate Trust, which was funded in Phase One and Two, the 
technology partners had the chance to develop strong youth work skills, 
which they felt was a valuable skill for the future. Similarly, youth and arts 
deliverers gained knowledge and confidence in working with digital 
technology. 
For more information, please see Appendix 1, case study 4. 

“We have recognised the important role that digital technology could play in 
altering and updating traditional CLD [community learning and development] 
and youth work practice to meet the needs of young people.” 

Youth work deliverer 

4.47 Some of the partners (both arts and digital technology) had worked with young 
people before, but usually in a different environment, delivering a prescribed 
activity to young people that were already involved in it and wanted to develop 
existing skills. Working with young people to whom the activity was new, and 
not working within a defined structure was a new experience, from which they 
learned a lot. 

“As an artist who is naturally excited by analogue materials I have found it 
fascinating, challenging and very creative to explore in a new way with a digital 
artist. To be able to enhance a young person’s sensory experience of the work 
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and to expand their ideas by adding new ‘layers’ of digital interaction is really 
quite special.” 

Arts deliverer 

4.48 Through the projects, young people were introduced to new ways of working 
with art and digital technology. Young people who previously thought of 
themselves as ‘artistic’ but shied away from digital tools were shown how to 
incorporate these into their work. Correspondingly, young people who were 
interested in digital technology but had never been involved in the arts were 
shown how their skills can be used to create artistic output. This was achieved 
through the use of activities that blended established artistic processes with 
contemporary digital techniques, such as painting with conductive paint or 
using digital technology to create e-textile garments. 

“I thought computers don’t like me but I certainly got the hang of it.” 
Young person 

“Everyone loved the workshop, we had a great time! People seemed to like it 
because of the blend between traditional painting and then being able to make 
it responsive and more tech-y.” 

Young person 

“Young people have been encouraged to create rather than consume and have 
embraced this opportunity.” 

Project lead/deliverer 

4.49 A number of TTS.Digital projects worked with the established Youth Arts Hubs. 
These wider partnerships supported TTS.Digital projects to engage with harder 
to reach or geographically isolated young people and a broader network of 
partnerships. 

4.50 For a few partners, the collaborative approach was a new experience outside 
their comfort zone. This led to some initial challenges, but most projects 
managed the challenge well and felt that joint working provided a better 
experience for young people, and valuable learning experience for deliverers. 
Project partners were happy to share knowledge and expertise, allowing 
different partners to take the lead in delivery where appropriate. Many 
acknowledged that their project would not have been possible without a 
collaborative approach to the design and delivery of the project. 

“It’s super important. When we don’t have them [partnerships], things crumble.” 
Project lead 

“Good relationships between people is paramount in the arts.” 
Project lead 

4.51 The relationship between Creative Scotland and individual projects was also 
important. Projects from Phase One reported that they found the application 
and grant giving process to be clear. 
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4.52 Project leads from Phase Two and stakeholders also felt that it was important 
to have good communication and clear guidelines for working. Project leads 
commented that they felt Creative Scotland had provided good lines of 
communication, through direct contact and regular reporting. 

“We are very pleased with the communication experienced with our allocated 
TTS.Digital officers, as we are often discussing with them our challenges 
regarding igniting the project in rural areas…we feel reassured by their 
acknowledgement and support throughout these times, as well as their trust on 
our managerial choices and strategic adaptations.” 

Project lead 

Excellence and experimentation 

4.53 Phase One projects focused on experimentation in digital technology and in 
collaborative working. Experimentation included working with new technology, 
working with existing technology in a new way, working with new partners and 
working with existing partners in a new way. Projects felt that this was a 
positive change in how they worked and hoped to continue trying new things. 

“The project has inspired us to think of new ways of working and knowledge in 
how we might take this forward.” 

Project deliverer/lead 

“We have been able to experiment with new ways of working and can see 
potential for using technology creatively to change the face of rural youth work.” 

Project deliverer/lead 

4.54 Risk taking was an important dimension of TTS.Digital, particularly for Phase 
One projects. Project partners appreciated the chance to try out something 
new and find out if it worked, without being concerned about ‘failing’ or not 
having a completed product. 

4.55 Partners in arts, youth work and technology were all working at a high level of 
expertise to provide the best all round experience for young people. This was 
reinforced by a youth-led approach, which put young people in control. 
Feedback from young people indicates that they enjoyed the projects, were 
doing things they wanted to do, and felt that they had choice in their activity. 

“It’s good because it’s all musical. It’s all what you want to do.” 
Young person 

4.56 Projects used a wide range of digital technology, from simple circuit boards to 
high-tech equipment such as virtual reality goggles. Some partners used the 
most up to date technology available to them and have been able to adapt 
projects to accommodate improvements. 
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Example 
The Hidden Ward Trail had planned to use QR codes as part of their Phase 
One project, but during the course of the project became aware of more 
advanced augmented reality technology. Project deliverers were able to use 
the new technology and provide a more interactive experience for young 
people, using their own art work as a digital link, rather than a QR code. 

Example 
Sensatronic Lab used simple electronics with household items to create 
bespoke instruments that interacted using sound, light and touch. 

“We’re trying to design new instruments that are quite innovative.” 
Project deliverer 

For more information, please see Appendix 1, case study 1. 

4.57 During Phase Two, projects worked towards a finished piece of work, which 
could be a performance, installation, product (e.g. app or game), exhibition 
piece or a collection of completed work from the year. Working towards a goal 
increased motivation amongst young people and encouraged them to strive for 
excellence in their own work. 

“People here are nice people. They like to push you and help you. It makes me 
feel more positive.” 

Young person 

4.58 At the time of the evaluation, Stakeholders and project partners felt that the full 
impact of TTS.Digital in regards to excellence remains to be seen, as Phase 
Two projects would not be complete until November 2016. 

Sharing knowledge 

The learning events 

4.59 The programme had an objective to share knowledge and enthusiasm across 
generations and artistic disciplines. By July 2016, TTS.Digital had delivered 
two learning events, one of which was filmed and shared online. 

4.60 The first learning event took place at the end of Phase One.	 All funded projects 
attended and shared key learning points, positive and negative, from their 
projects. Many projects shared their outcomes online through blog posts and 
videos. Glasgow Film shared its activity lesson plan for Movie Mashup online 
to allow others to replicate and develop their project. A number of projects 
have also been able to share their learning from TTS.Digital across wider 
networks. livescore has presented some of its work at a conference in the 
Netherlands and Glasgow Film presented its learning at the Scottish Festival of 
Film and Learning in 2015. 

4.61 The key findings from the Phase One learning event were around time and 
engagement. Phase One projects found that engaging young people was a 
challenge, especially if they pre-planned a project and tried to deliver it to a 
group of young people. They found that it was more effective to engage a 

24 



	  
	  

	  
	  

             
             

           
              

    
 

            
         

           
        

         
 

              
          

         
           

   
 

    
 

          
         

        
            

       
 

          
         
         

          
   

 
           

            
           

           
           

          
             

       
   

 
     

 
           

            
          

        
         

             

group of young people first, find out what they wanted and then apply for 
funding, so that young people were involved at every stage. Phase One 
projects were small and delivered over a short period of time. Project partners 
felt that this limited the time they had to build rapport with young people and 
explore ideas. 

4.62 The Phase Two learning event invited all funded projects to deliver an update 
on their progress, plans for the remainder of the programme and to discuss ‘hot 
topics’ as suggested by people involved in the projects. Partners showed huge 
enthusiasm for each other’s projects and were keen to hear best practice 
examples that could be transferred to their own work. 

4.63 Young people have also had a significant role in knowledge sharing.	 Two 
members of YAVS spoke at the Phase One learning event and answered 
questions from the organisations. Reflecting on the key challenges, 
organisations were keen to know more about how to engage young people 
effectively. 

Knowledge sharing within projects 

4.64 Within individual projects, collaboration between people with different areas of 
expertise ensured that knowledge was shared widely across disciplines. Some 
arts organisations invested in software or equipment so that the new skills 
acquired will continue to be used, and young people will have access to 
creative technology after the project is complete. 

4.65 The youth-led approach meant that deliverers were encouraged to learn from 
young people. This proved useful for deliverers to understand what young 
people interpret as ‘art’ or ‘digital technology’. Organisations also gained a 
better understanding of youth culture and how it sits across the arts and 
technology. 

4.66 Young people who worked as trainees also shared knowledge, both with the 
more established artists and with young people on the project. One project 
employed young people as trainees, not only because they could learn from the 
project but also because the young people had skills that the professional 
artists on the team could learn from. This created a positive learning 
environment for all involved and supported the young artists to feel valued as 
contributing members of the team. At both learning events, young people were 
present, involved and sometimes delivering the project presentation 
themselves. 

Knowledge sharing within Creative Scotland 

4.67 Knowledge sharing has also taken place within Creative Scotland, between the 
TTS team and the Creative Industries team. The TTS team had knowledge 
and expertise in youth arts, which was complemented by the Creative 
Industries technology expertise. This was valuable when looking at funding 
applications, to ensure that the arts, youth engagement and technology were 
addressed at a high level. Sharing knowledge from the outset helped build 
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TTS.Digital into a programme with a balance of youth work, art, culture, 
creativity and technology. 

“We could look at the merits of each project from both perspectives and choose 
projects which were strong in both elements.” 

Stakeholder 

Other outcomes 

A broader conversation about art, technology, culture and society 

4.68 In three projects, the activity provided a platform for young people to talk about 
wider issues such as their own youth culture, the meaning and value of art, the 
definition of ‘digital’, gender equality and sexual orientation. 

4.69 For example, in Dundee, one group of young people used digital technology to 
raise awareness of LGBT History Month amongst their peers through a Tumblr 
challenge. In West Lothian Council’s Teenagers and Toddler project, young 
people created an app for early years education. They chose not to ask 
children to identify a gender in the app or to dress the app characters in gender 
stereotypical clothing. 

“Young people have been able to challenge some of the stereotypes they face 
and marginalised groups have been able to express themselves.” 

Project lead/deliverer 

Confidence and personal development 

4.70 Both young people and project deliverers gained a great deal of confidence 
through the funded project activity. Project deliverers said they felt more 
confident working with digital technology, the arts and young people. 

4.71 Young people said they gained confidence in their arts skills and in working 
with digital tools. For many young people, the TTS.Digital project was their first 
experience of creative technology, and most felt that they had learned valuable 
new skills. Some young people also felt they had improved their social skills 
and become more aware of the arts and creative industries. Young people 
and organisations gained a better understanding of how to bring together the 
arts and technology, and the wider implications of using digital technology to 
enhance their regular activities. 

“I feel more confident putting out my own ideas and knowing that no one will 
judge.” 

Young person 

“It made them realise that they’re much more knowledgeable than they think 
they are.” 

Youth work deliverer 
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Example 
Sensatronic Lab, which worked with young people with physical and sensory 
impairments, found that young people showed increased mobility and 
communication. The programme used digital technology to help young people 
access music making and sensory stimulation. Since taking part in the project 
a number of young people have become more communicative and a small 
number have shown a noticeable increase in mobility, engaging limbs they 
previously would not have used. 
For more information, please see Appendix 1, case study 1. 

Example 
Through DigiConn in Highland, young people used the opportunity to express 
themselves and become more integrated into the wider community. 

“Young people feel heard and have been able to express themselves 
meaningfully in their community.” 

Project lead 
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5. Alignment with wider ambitions
 

5.1	 This chapter explores how TTS.Digital aligns with the broader TTS strategy, 
Creative Scotland’s 10 year plan ‘Unlocking Potential, Embracing Ambition’, 
and Scottish Government priorities. 

TTS.Digital and the TTS strategy 

5.2	 TTS is Scotland’s first National Youth Arts Strategy and sets out a ten-year 
vision to enable Scotland’s children and young people to flourish and achieve 
in and through the arts and creativity. The core purpose of the strategy is to 
enrich young people’s lives through arts and creativity. 

Vision – “Support all Scotland’s children and young people to flourish and 
achieve in and through the arts and creativity.” 

TTS Strategy 

Mission – “to establish Scotland as an international leader for children and 
young people’s arts and creativity.” 

TTS Strategy 

Links to TTS intended outcomes 

5.3	 The TTS strategy had three key intended outcomes around participation, 
provision and progression. TTS.Digital has a strong link with developing 
participation, which focused on creating and sustaining engagement.  
TTS.Digital involved over 1,800 young people in the arts and creativity. 
Stakeholders felt that TTS.Digital had done well to engage young people who 
work creatively with technology but would not necessarily categorise 
themselves as ‘artistic’ or ‘creative’. Similarly, it has introduced artistically 
minded young people to technology that they would not otherwise have 
engaged with. 

“Many, also, would not have considered themselves ‘arty’ and may not have 
picked up previous opportunities but the focus on digital arts gave new access 
and they thrived.” 

Project lead 

5.4	 Due to the short timeframe and pilot nature of the TTS.Digital Phase One 
projects, the focus was on creating, rather than sustaining participation. 
Phase Two projects are ongoing until November 2016, and evidence about 
sustained participation will emerge in the coming months. A number of 
projects invested in equipment and training so that digital activity with young 
people can be sustained beyond TTS.Digital. 

5.5	 In terms of progression, the TTS strategy focused on nurturing creativity and 
talent. TTS.Digital contributed through providing employment and training 
opportunities for young people and a creative environment for them to develop 
their existing skills. 
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5.6	 In terms of provision, the TTS strategy focused on developing infrastructure 
and quality. TTS.Digital contributed through building networks of partnerships 
between different sectors, enabling the testing of ideas and sharing of 
lessons. It also had a strong focus on providing high quality activity, through 
working with up-to-date equipment and experienced project deliverers. 

5.7	 The TTS strategy set out seven key principles. Stakeholders felt that 
TTS.Digital worked towards many of these, particularly collaborative working 
and taking a youth-led approach. 

Strong and clear link Less clear link 
Be proactive in using digital 

technology 
Work within the context of the 

Curriculum for Excellence 
Put young people at the centre Work with national and local 

government 
Tackle inequalities 

Work collaboratively, create 
mechanisms for better information 

sharing, peer support and networking 
Continually strive for quality 

improvement 

Being proactive in using digital technology 

5.8	 The TTS strategy acknowledged the role of digital technology in the arts 
through a key principle to ‘Be proactive in using digital technology’. It also 
included an objective to ‘Explore how technology is currently used and could 
be used to increase young people’s engagement with the arts.’ TTS.Digital 
supported this vision through the wide range of funded projects. 

Putting young people at the centre 

5.9	 By taking a strongly youth-led approach and actively pursuing youth 
empowerment in the planning and delivery of TTS.Digital, stakeholders felt 
that the programme set a precedent for how Creative Scotland and others 
work with young people and digital technology. 

5.10	 The TTS.Digital objectives strongly supported the principle of putting young 
people at the centre. Projects had to be youth-led, with one project partner 
having expertise in working with young people. 

5.11	 The TTS.Digital programme introduced a new level of youth engagement into 
Creative Scotland by involving YAVS in the funding panel and emphasising a 
youth-led approach in funded projects. Young people had never been invited 
to inform decisions at this level in Creative Scotland before and stakeholders 
hoped that this new way of working would continue. Stakeholders also felt 
that attitudes towards digital were beginning to change within Creative 
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Scotland, with acknowledgement that digital tools can be part of the making 
process as well as being use used to improve access. 

Tackling inequalities 

5.12	 The programme addressed inequalities. Two of the intended outcomes for 
projects were around accessibility and barriers, which projects have worked 
hard to achieve. The demographic of participants had good balance of 
genders, and projects actively targeted young people that identified as 
disabled or from socially excluded backgrounds. Projects also covered a wide 
area geographically. Project deliverers in rural areas said that they felt 
TTS.Digital helped address the lack of activity that brings together the arts 
and digital technology. 

Working collaboratively 

5.13	 A key requirement for projects was to work in partnership with another 
organisation, so that the project was managed by people with expertise in the 
arts, technology and youth work. One Phase Two project was led by the 
local authority, and a number of other projects have worked in partnership 
with local government. 

5.14	 TTS.Digital also built shared learning events into the programme and aimed to 
make information as widely available as possible. One of the learning events 
was filmed and made available to those who could not attend. 

Continually striving for quality improvement 

5.15	 Part of the TTS.Digital approach was to encourage excellence and 
experimentation, in both the creative side of the project and the 
practical/logistical aspects such as joint working. Projects were expected to 
provide a high quality experience for young people and also to work on high 
quality partnership work. 

TTS.Digital and the Creative Scotland 10 year plan ‘Unlocking Potential,
Embracing Ambition’ 

5.16	 Creative Scotland’s 10 year plan ‘Unlocking Potential, Embracing Ambition’ – 
sets out a shared plan for the arts, film and creative industries in Scotland. 
Digital is one of four connecting themes which connect across the ambitions 
and priorities of the plan, alongside creative learning, equalities and diversity, 
and environment. 

TTS.Digital clearly contributed towards the digital theme. The programme 
specifically addressed using digital spaces and creative technology in 
imaginative ways, collaborating with the technology industry, livestreaming 
building based work and encouraging projects to document and share their 
learning. TTS.Digital has gone a step beyond the Creative Scotland 10 year 
plan by recognising digital technology as a material in the creation of art, 
rather than simply as means by which we can access or improve the arts 
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sector. Creative learning was core to the ethos of the TTS.Digital programme, 
through supporting young people to learn and encouraging organisations to 
share knowledge and learn from one another. The contribution TTS.Digital 
made in terms of equality is outlined in the earlier section outlining links to the 
TTS strategy. Three projects in Phase One and two projects in Phase Two 
took digital activities outdoors and encouraged young people to consider their 
natural and urban environment. 

5.17	 The 10 year plan ‘Unlocking Potential, Embracing Ambition’ also establishes 
clear ambitions for the future of arts engagement in Scotland which are 
around: 

• Excellence and experimentation; 
• Access to creative experiences; 
• Transforming places and quality of life; 
• Leadership; and 
• Connecting Scotland to the wider world. 

5.18	 TTS.Digital clearly links to the ambitions around excellence and 
experimentation, an objective of the programme. The project outcomes also 
refer directly to reducing barriers to improve access to the arts. Supporting 
leadership and connecting skilled people has also been addressed by the 
programme through dedicated learning events and roadshows, which 
encourage networking. 

5.19	 The TTS.Digital team and funded projects have been in dialogue with 
international partners, and one funded project has worked in partnership to 
deliver work internationally, connecting young people in Scotland with those 
on mainland Europe. 

Links to wider Creative Scotland activity 

5.20	 Creative Scotland can support digital work through a number of other funding 
streams. Creative Scotland provides Regular Funding, Open Project Funding 
and other Targeted Funding programmes with specific priorities or shared 
goals with other agencies, all of which are extremely competitive. 

5.21	 In June 2016, Creative Scotland supported Creative Edinburgh in launching a 
new fund – the Curiosity Awards. This fund took inspiration from TTS.Digital 
and offered funding over two phases for projects created by arts organisations 
in collaboration with digital technology organisations.  Initially, up to £1,000 
was offered to support six projects to create a prototype of their idea. A 
second phase will be introduced to support larger projects. The fund sits 
alongside a series of events for professionals working across the arts and 
digital technology, to network, share ideas and learn from each other. The 
fund follows the same ethos and principles of TTS.Digital, supporting 
collaboration, innovation and knowledge sharing, but is not focused on youth 
arts. 

TTS.Digital and Scottish Government priorities 
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5.22	 Each year the Scottish Government sets out the policies, actions and 
legislation that it wishes to implement in the Programme for Government. 
This programme explains how the government plans to deliver its core 
purpose of creating a more successful country. The main themes for 2015/16 
were: 

Strong and clear link Less clear link 

A Stronger and Fairer Scotland Protecting and Reforming our 
Public Services 

A Strong, Sustainable Economy 
Strengthening Our Communities 

5.23	 TTS.Digital clearly addressed three of the themes of the Programme for 
Government. The outcomes of TTS.Digital related to the Programme for 
Government through equalities, accessibility, employability, community 
development and youth empowerment. 

A Stronger and Fairer Scotland 

5.24	 Funded projects were accessible to a wide range of young people across 
Scotland. All projects aimed to be accessible and to promote equality and 
diversity, with some projects actively targeting equalities groups or young 
people facing disadvantages. Participation was broad across age ranges (2 
to 25) and gender identities. 

5.25	 Project activity took place in urban, rural and island locations, and project 
leaders actively aimed to make activities accessible for young people 
regardless of their geographic location or social circumstance. 

A Strong, Sustainable Economy 

5.26	 Funded projects provided employment for project deliverers and for young 
people. Professionals working in the arts and with digital technology 
appreciated the opportunity to develop their work through a paid opportunity. 
The year-long funding in Phase Two was also recognised as providing a 
stable period of sustained employment, which was appreciated by people who 
work on a freelance basis. 

5.27	 Young people have benefited from training and employment opportunities 
through the programme. A number of young people started their first job in 
the creative industries through TTS.Digital and benefitted from the supportive 
environment of learning and delivering alongside professionals. 

5.28	 A number of the projects thought about the long term sustainability of their 
work. Many projects used free software, or invested in equipment which will 
remain available for young people to use once the project is complete.  The 
upskilling of professionals in areas beyond their expertise through the 
collaborative approach also supported the potential for longer term 
sustainability. Youth workers and arts deliverers felt that they learned more 
about how to use digital technology with young people and stated that they 
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would try to continue digital activity as much as possible. Digital technology 
experts noted that they enjoyed working with young people and would pursue 
more of this type of work in the future. 

Strengthening Our Communities 

5.29	 The impact of TTS.Digital on communities varied from project to project. 
Digital technology helped young people to engage with the community and 
support local creative networks. A number of projects that worked in rural 
areas have made use of the local landscape to engage young people in their 
local physical environment. Projects also aimed to link young people to other 
creative opportunities in the local area and beyond, strengthening the 
networks for artists, digital technologists and young people. The collaborative 
work which forged new partnerships and strengthened existing ones has 
supported continued development of the arts in local and wider communities. 

5.30	 In one rural area, the Phase One project empowered young people to express 
themselves and become more involved in their community. The project was 
so successful that it has progressed beyond the funding period. Young 
people have continued to run their own website showcasing their creative 
pursuits. Across the projects, young people have become more confident and 
empowered through positive activity and increased skills and knowledge of 
digital technology. 

Digital activity 

5.31	 In 2011 the Scottish Government released its digital strategy – Scotland’s 
Digital Future – which sets out how Scotland will make use of digital 
technology. The strategy has four key elements: Participation, Economy, 
Connectivity and Public Services. TTS.Digital links most clearly to the 
strategy through Economy and Participation. The programme has supported 
sustained employment and training opportunities and supported participation 
in digital activity across Scotland, removing barriers and increasing 
accessibility. 
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6. Key Successes and Challenges
 

Introduction 

6.1	 This chapter explores the key successes and challenges experienced within the 
TTS.Digital programme. As projects were encouraged to take risks and share 
their learning, identifying the key successes and challenges was an integral 
part of the programme, and a valuable programme outcome. 

Key successes 

6.2	 Overall, stakeholders said that they felt the programme had been successful so 
far. The key successes of TTS.Digital were around introducing young people to 
the use of digital technology in the arts and its potential in their lives. All the 
funded projects addressed the aim, objectives and outcomes in a different way.  
The key successes are highlighted below. 

Broad reach across the country 

6.3	 TTS.Digital has reached over 1,800 young people across Scotland. Young 
people from remote island regions and urban areas were supported to engage 
with digital creativity and projects pursued engagement despite challenges and 
barriers to access. Many high quality applications were received and had more 
funding been available, even more projects could have been funded. 

Youth empowerment and adoption of youth-led approach 

6.4	 Young people were put at the centre of TTS.Digital projects. Organisations that 
have little experience of youth work or a youth-led approach were open to trying 
a new approach and allowing young people to steer the direction of each 
project. Young people of all ages have been engaged and empowered to 
shape their engagement in digital technology and have been involved in all 
levels of programme planning and delivery. 

Experimentation and expanding the definition of art 

6.5	 Project participants successfully tried new ways of working and explored a 
range of artforms as well as digital technology techniques and applications.  
Many of the projects have taken a cross artform approach.  

6.6	 TTS.Digital explored digital technology at a different level to the broader TTS 
strategy, recognising the potential of using digital tools as materials in the 
making process. 

Equality and diversity 

6.7	 TTS.Digital projects successfully engaged a diverse range of young people and 
supported young people facing disadvantage though social, financial or 
geographic barriers. Projects were also able to engage young people outwith 
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conventional gender roles. This has largely been facilitated by taking a broad 
definition of art and digital technology which was felt to be inclusive, and 
providing activities across a range of art forms. This approach supported 
young people to engage with project activity on their own terms. 

Sustainability 

6.8	 Many projects used free software and open source tools, particularly for coding, 
app making and animation. This allowed young people to continue using digital 
technology at home or after the project ended. 

6.9	 Testing new methodologies and collaborations has given organisations the 
chance to pilot their ideas and plan how to deliver activity in new formats 
beyond the funded project. Across all the projects young people and delivery 
partners gained confidence, experience and skills. 

“This project has supported us to develop our digital ambition and aspirations, 
and to work with young people to articulate theirs.” 

Project lead/deliverer 

Key challenges 

Youth engagement 

6.10 Although youth empowerment was a successful aspect of the programme, 
engaging with young people and implementing a youth-led approach was 
challenging at times. A number of projects cited engaging partners and young 
people as a challenge. This was first highlighted at the Phase One learning 
event and continued to be a challenge for some Phase Two projects. 
Challenges around youth engagement arose from barriers to access, difficulties 
communicating with partner organisations (that were the gatekeepers to 
accessing young people) or the timing of project activities, which clashed with 
other priorities that young people had. 

6.11 Most projects were able to overcome the challenges by increasing levels of 
communication, finding new partners to work with and being as flexible as 
possible to accommodate young people. 

6.12 Project deliverers learned that although young people may use digital 
technology in their daily lives, assumptions cannot be made about how 
interested they will be in understanding it and using it to create.  When 
introducing young people to digital technology through a youth-led approach, 
young people need to be asked the right questions about how widely or deeply 
they would like to engage. 

6.13 Project deliverers noted that taking a youth-led approach raised certain 
challenges around balancing breadth of opportunities with producing a high 
quality product at the end of the project. It was noted that when timescales 
were short, as in Phase One, the focus could only be on one or the other i.e. 
offering a wide range of opportunities to try new things or developing high level 
skills in digital technology. 

35 



	  
	  

	  
	  

 
 
 
 

  
 

           
         
             

            
         

          
           

    
 

         
     

  
 

           
   

  
 

           
        

        
 

  
           
          

            
              

             
       
         

        
 

          
           

            
            

           
        

 
          

          
          
              

 
            

           

Collaborative working 

6.14 Partnership working also raised a number of challenges, which were often 
around communication between partners and interpretation of the ethos of the 
project. In a few instances, partners were not able to fully embrace the youth-
led aspect of the project or did not maintain communication efficiently. Most 
projects were able to overcome challenges with minimal impact on young 
people and project delivery. Those that did experience significant challenges 
were able to share their experience at learning events and through reporting to 
Creative Scotland. 

“The challenges have been frustrating and time-consuming but working through 
them has made the partnership better.” 

Project lead 

“We have had to be resourceful in finding new partnerships and are always 
looking for new collaborations.” 

Project lead 

6.15 For example, Crafting Digital from Phase One struggled to maintain the 
connection with youth work partners and was unable to deliver the project, 
despite their best efforts to form new partnerships. 

Example: 
One project in Phase One, Crafting Digital, was not able to deliver digital work 
with young people. The lead partner MAKLab was a technology organisation 
which usually depended on partners to help recruit young people to activities. 
The project had planned to use digital technology within a craft context in West 
Kilbride, which is a designated craft and design town. MAKLab began to form 
partnerships with numerous local organisations in the area. Although 
discussions were initiated partners failed to respond to communication to set 
dates or provide information in a timely manner. 

MAKLab continued to attempt to forge new partnerships but as the project 
deadline approached it became clear that young people would not be taking 
part in the activity within the designated time frame. The challenges in 
engaging young people seemed to arise due to a lack of dedicated youth work 
infrastructure in the area for MAKLab to tap into and poor communication from 
the partners that MAKLab attempted to engage. 

Key learning for the project was to have a clear method for engaging young 
people and strong dependable partnerships. Stakeholders also noted that if 
the organisation had informed them when issues first arose Creative Scotland 
may have been able to provide support and links to more potential partners. 

MAKLab provided TTS.Digital with a detailed end of project report and attended 
the Phase One learning event and shared their learning with the other nine 
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funded projects. The exploratory nature of Phase One projects meant that 
although there was no project delivery or tangible outcome the learning gained 
was considered a valuable contribution to the TTS.Digital programme. 

6.16 This demonstrates the importance of strong, reliable partnerships and effective 
communication between partners, a lesson which has been learned for projects 
in Phase Two, which have largely been able to maintain and develop 
successful partnerships. Where partnerships have been difficult, open 
communication and clearly defined roles helped to overcome the challenges. 
The lead projects partners have been quick to form new partnerships when 
required and to continue to widen their networks to ensure the best possible 
experience for young people. 

6.17 Project leads and deliverers enjoyed meeting each other at the learning events. 
It was suggested that there should be more contact between funded projects 
from an earlier stage so that learning from others could be incorporated during 
the funding period. 

Excellence and experimentation 

6.18 Project deliverers said that they found it challenging to find a balance between 
excellence (in the quality of provision) and experimentation. Whilst some 
projects strove to achieve both, others chose to focus more towards excellence 
or towards experimentation. The open guidelines and iterative approach 
allowed projects to decide what would work best, and would provide the best 
experience for young people. 

6.19 The range of projects delivered over Phase One and Two show that when 
length of engagement with young people was short, the most valuable use of 
time was usually to offer tasters and experience, rather than focusing on 
polished final products. In some projects, deliverers allowed young people to 
experiment with digital technology and enjoy the experience, rather than 
attempting to create a high quality piece of work. This provided young people 
with an enjoyable experience, and the opportunity to try many new things. 
Other project deliverers worked collaboratively with young people, using their 
own expertise to enhance the work that young people created to a higher 
technical standard. Projects where engagement was over a longer period of 
time gave young people the chance to immerse themselves in the technology 
and work intensively to develop their skills to a higher level. 

Language 

6.20 During the course of TTS.Digital some project leads, deliverers and 
stakeholders questioned the validity of the terms ‘digital’ and ‘art’, and in 
particular whether the terms embody the wider sphere of activity which 
TTS.Digital actually represents. For organisations, it was simpler to be able to 
define activity in distinct categories. However, many agreed that young people 
are increasingly living in a ‘post-digital’ world where digital technology is 
integrated into daily life. Consequently, labelling digital tools may not be useful 
and may not be how young people interpret their artistic interests or culture. It 
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would be useful for organisations and project deliverers to bear this in mind 
when planning projects and promoting creative opportunities to young people. 

Rurality 

6.21 Providing opportunities for young people in rural areas was an aim for many of 
the projects, and proved to be a significant challenge. The vast geographic 
regions, lack of transport facilities and limited local resources were challenging 
and required projects to think creatively. 

6.22 Local transport infrastructure made it difficult for organisations to deliver 
projects to their full potential. Project leads found that young people in rural 
areas were often dependent on family to drive them to and from any activities 
out with school. In Argyll and Bute, the transport links were so poor that 
despite providing transport costs, some young people were unable to attend.  In 
this area the project worked closely with the local high school so that teachers 
allowed young people to attend the project during the school day, where there 
was time in the curriculum. 

“I think that if transport was less of an issue – buses especially – then more 
people would be able to come instead of relying on lifts from parents or friends.” 

Young person 

6.23 A number of projects that were based in rural areas noted the lack of mobile 
phone reception and patchy internet connections. These issues hindered 
communication and programme development. For example, the livescore 
digital trainee had to re-design activity after arriving at a venue without internet 
access, and the Hidden Ward Trail was unable to present the project on the 
planned date due to lack of internet access. 

Early years 

6.24 One stakeholder felt that it would have been good to have more engagement 
from early year’s groups but understood the challenges projects faced in 
delivering a youth-led programme with very young children. 

Programme management 

6.25 Stakeholders said that there was a mixed response from participants at the 
roadshows but that overall they were successful. The roadshows gave the lead 
officer and digital co-ordinator the opportunity to clarify the criteria to potential 
applicants. They noted that there was some confusion over the youth-led 
aspect, with not all participants fully grasping the concept. However, applicants 
demonstrated improved understanding of how to deliver a youth-led project 
between the roadshow events and submitting applications. 

“The initial information day was very useful – for inspiring us to think about 
potential opportunities for collaboration and for bringing technology and arts 
organisations together.” 

Phase One project lead 
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6.26 Project leads also commented on the frequency and level of monitoring 
required by Creative Scotland. Phase One projects were required to complete 
an end of project monitoring form in order to provide information on the project 
outcomes and release the final payment. Two projects chose not to do so. 
Phase Two projects were required to report quarterly on general progress and 
participation numbers, with the final quarterly report focusing on outcomes 
achieved. Although project leads understood the value of regular reporting, 
many felt that it was time consuming, especially for small organisations. Some 
noted that the time and resource required for reporting should be included in 
the project budget. 

6.27 Project leads and stakeholders noted that the timescales for project delivery 
were tight, and the turnaround time between a successful application and 
project delivery was very short. Project leads interpreted the guidelines 
differently, with some feeling that they had to begin programme delivery 
immediately, and others using the first few months to build partnerships and 
plan activity. Phase One activity overlapped with key dates in the school 
curriculum. Project partners and stakeholders acknowledged that this had an 
impact on planning activity with school age participants. 
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7. Conclusions 


7.1	 This chapter sets out the conclusions and key lessons learned. 

7.2	 Overall, TTS.Digital has been successful and has inspired digital creativity in 
young people. In particular, TTS.Digital has successfully worked within and 
beyond the wider TTS framework, and built upon the core tenet of youth 
empowerment. 

7.3	 The programme has addressed each of objectives and outcomes it set out to 
accomplish: 

Youth-led approach 
Young people were involved and consulted at every level of the programme, 
from initial research, planning and development to programme delivery and 
participation. As well as being consulted in the planning phase, young people 
helped to select projects for Phase Two funding. Within individual projects, 
young people were able to help shape and lead the digital arts activities that 
they were interested in. 

New methodologies and partnerships 
Projects tested and developed new partnerships and ways of working. Project 
leads and deliverers worked to overcome the challenges of partnership 
working. Collaboration between different organisations from different sectors 
(technology, arts, youth work) allowed young people to benefit from a range of 
expertise. 

Excellence and experimentation 
TTS.Digital encouraged projects to experiment with digital technology and 
aspire to excellence in the arts. Young people accessed high quality 
equipment and worked with experienced professionals. 

Sharing knowledge 
TTS.Digital allowed projects to share knowledge and learn from one another 
through dedicated learning events. The programme encouraged a high 
degree of communication, reassuring projects that they could share the 
positive and negative aspects of their work. Projects welcomed the 
opportunity to feedback and share lessons through the learning events 
(delivering a presentation and taking part in group discussions), rather than 
completing additional monitoring forms. 

Increasing accessibility and reducing barriers to participation 
Young people that would not normally have access to digital technology or 
arts activity have been targeted and reached through a number of projects. 
TTS.Digital reached a high proportion of young disabled people (21%), 
particularly when compared to wider TTS participation (3%) by targeting key 
groups and providing accessible opportunities. Projects actively worked to 
reduce barriers of disadvantage, disability and rurality. Lessons have been 
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learned about working in rural areas and the projects felt more aware of how 
to acknowledge the challenges in the future. 

Supporting progression 
Through paid traineeships, employment and development opportunities the 
programme supported young people to develop their skills and progress their 
careers in the creative industries. 

Redefining the image of the arts 
The funded projects showed young people and the wider industry what is 
possible within youth arts and when working with digital technology. Through 
youth engagement and empowerment, the programme has demonstrated how 
young people can be involved as true stakeholders in youth arts. 

Lessons learned 

7.4 A number of lessons have been learned from TTS.Digital: 

Two-phase approach 
This was particularly successful.  It offered flexibility to both funders and 
recipients. Projects had the flexibility to experiment and fail, as well as to 
develop on successes and learn from mistakes. 

Encouraging participation in new activities 
Activity in arts and technology was new to many young people that were 
involved in TTS.Digital. Project deliverers worked to encourage young people 
to try something new and out of their comfort zone. Instead of categorising 
activities, they took a youth work approach and allowed young people to 
define it for themselves. 

Language 
Language and terminology was discussed throughout the programme and 
some project deliverers and stakeholders felt that the term ‘digital’ was no 
longer relevant to emerging creative technology.  

During the evaluation it was found that at the grassroots and delivery level, 
individuals did not feel the need to closely define terms and used vocabulary 
around arts and technology freely and interchangeably. However, it is useful 
to note that at a sector level it is becoming increasingly important to clearly 
define terms, to ensure clear communication and understanding. Crucially, 
the disparities in terminology did not appear to impact project delivery on the 
ground or limit the extent to which young people benefitted from the 
programme. In the future, it may be useful for stakeholders and project 
planners to discuss terminology at the outset to ensure that the language used 
is clear and consistent, and reflect the programme as accurately as possible. 
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Appendices
 

Appendix One: TTS.Digital Case Studies 

1. Sensatronic Lab 

2. Cmd_v.2 

3. Sparks, drifts and rain 

4. Inside Outside/Unlock Digital 

5. Teenagers and Toddlers 

6. livescore 

7. Digital Reels 
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Case Study 1 – Sense Scotland – Sensatronic Lab 

About the project 
Sense Scotland delivers Sensatronic Labs, which are digital music making workshops for young people 
with physical or sensory impairments and learning disabilities.  These workshops address many of the 
barriers that disabled young people face accessing music making. 

“There is a whole community of people to whom the medium is not accessible.” 
Lead artist 

The approach 
The lead artist recognised a need for tailored sessions to meet individual needs and desires.  This has 
been achieved by engaging freelance professional digital artists with a range of expertise, to work as 
music tutors on the project. 

Activities 
The primary activity of Sensatronic Labs is music making workshops which run three times a week and 
are open to established community groups and individuals. 

The young participants have a wide range of musical interests and different degrees of physical and 
sensory aptitude. Sessions are flexible to allow participants to engage with the instruments of their 
choice in the way that they feel most comfortable, whilst also encouraging them to try new ways of 
making music and exploring sound, light and touch in a creative way. 

The structure of the workshops has been created to be flexible and to give young people the space to 
experiment, create and invent. Participants work on the process of creating an instrument and making 
sounds, rather than focusing on a particular end result 

“It’s good because it’s all musical. It’s all what you want to do.” 
Young person 

As a core part of the project, Sensatronic Lab has been designing and developing new accessible 
instruments that are tailored to individual needs and interests.  Although the instruments are designed 
to be used by people who cannot normally access traditional methods of music making, all the 
equipment is accessible and adaptable, so it can be played by anyone. 

All of the instruments have a digital element, allowing the user to control the sound they create. Many 
instruments also incorporate multi-sensory elements so that the experience integrates sound, light and 
touch.  The team has used a mixture of hi-tech materials and technology with more accessible materials 
that have particular sensory features, such as marbles, water, bungee cords and textured plastic.  This 
“punk DIY” approach represents an emerging field in digital arts, which is quite different from the way 
technology has been used in the past in terms of accessible equipment.  

Participation 
Over 80 young people have been involved in the programme so far. Most have been aged 17-25 and 
the project hopes to increase engagement with younger participants.  Some participants have never 
had the opportunity to make music before, while others have some experience. Around a quarter of 
participants are from non-white ethnic backgrounds, which is significantly higher than the national 
average. 

Training and support 
The project has provided training and support opportunities for two young people.  One participant is 
blind and extremely passionate about music - was recruited as a consultant and music tutor. He has 
been supported to facilitate the workshops and produce a series of instrument tutorial videos for the 
website. 

“I’ve made many contacts in the industry and this project is a great stepping stone.” 

Music tutor and project consultant 
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The second young person is a university student studying technical theatre. She facilitated 
workshops during a two-month placement, which was part of her course. Through this she found a 
genuine interest in working with young people and is keen to take this further in her career. 

“The experience here has been invaluable to me.” 
Student 

Impact on young people 
Ensuring that the programme was accessible and had an ethos based in equality was very important, 
as it fosters youth empowerment. Young people had complete freedom and control the creative 
process. 

“It’s empowering because it is a free space, unstructured.” 
Music tutor 

Staff, group workers and parents have seen an increase in confidence amongst participants. They 
are more confident in making choices and developing their own techniques and styles. Participants 
have developed their social skills by learning new ways to communicate. They work in groups and 
independently; learning vital teamwork skills such as listening to others, sharing and compromising. 
Sessions have also helped young people to make friends and bond with peers and tutors. 

“We all have to work as a team and help each other.” 
Young person 

One young person told us that since coming to the workshops he feels more confident about 
performing his music in public. He hopes to develop his talents further by performing for more people. 

Staff noticed that the sessions have helped some young people with cerebral palsy to increase their 
range of movement. Some young people have shown physical abilities that were exposed through 
sound and music. 

Young people commented that they enjoyed the workshops and that the sessions were different from 
music groups they had previously attended. They had learned new ways of making using materials 
they had never considered to be instruments, such as wood and water. Tutors also felt that the 
workshops gave young people a chance to explore their creativity and opened them up to a world of 
sound they wouldn’t have otherwise had access to. 

“It’s a wonderful thing to be doing. It’s amazing, the new things you can learn from here.” 
Young person 

For the young person who has been employed by the project, the Labs have given him his first 
position in paid employment. He felt that it was a useful opportunity as he has been given the chance 
to teach, learn, make contacts and improve equality – all of which he is very passionate about. It has 
also helped increase his confidence and supported him to become more independent. 

“It’s great to be part of a project like this. It’s opening up so many doors for my career.” 
Music tutor and project consultant 

Wider impact 
Using digital technology in an innovative way has been at the core of this project. Staff and young 
people commented on how successful this has been and hoped that it would pave the way for future 
projects, increased equality and inclusion in the arts. 

“I want everyone to be able to make music and to continue to make advancements all over the 
country.” 

Young person 

The lead artist felt that this project has broadened the horizons of Sense Scotland and put it at the 
cutting edge of arts delivery. The flexible approach and cross art form style of workshop is more 
innovative than some of the other sessions delivered by the organisation. It was hoped that they 
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would soon be able to start sharing their findings with the rest of the Sense Scotland team and other 
organisations. 

Successes 
Stakeholders felt that the key successes of the programme so far are: 

•	 Youth empowerment – giving young people choice and control over the way they 
want to make music. 

•	 Equality and Accessibility – creating an environment that is equally accessible to all 
people and constantly adapting to the individual needs of young people. 

•	 Creativity – using technology to give young people the creative freedom to explore 
sound, light and touch in the way they want to. 

Challenges and lessons learned 
There were some initial challenges in getting the programme up and running, particularly when 
experimenting with new technology. These issues have been overcome and the team are positive 
about the future progression of the project. 

What’s next? 
The project is moving to a new venue; a newly refurbished music studio in the Glasgow Barrowlands. 
It is hoped that this will further encourage more mainstream young people to join and will facilitate the 
current participants to access opportunities with their mainstream peers, rather than in isolation. 

As well as the immediate outcomes for young people, the project hopes to leave a strong legacy of 
inclusion and innovation. It is hoped that in the long term, young people will continue to feel a greater 
sense of independence, control and expression, which will empower them to look further and be more 
aspirational. 

“The legacy of the outcomes we have can’t be underestimated.” 
Music tutor and project consultant 

The instruments that have been designed will remain at Sense Scotland. The team is also developing 
a series of tutorials explaining how to assemble and use the instruments they have designed. With 
these resources and through partnership working, the project staff hope that there will continue to be 
a platform for young people to develop and share their talents. 

“We are building actual tangible resources.” 
Lead artist 

“For all of us this is much longer term. We want to create things that are art and can stand up in the 
world of contemporary art.” 

Music tutor 

The project manager stated that this project would have a direct influence on how Sense Scotland 
offers music provision long after the project has finished. 

“At the start it was like jumping off a diving board but I am more than convinced that it was the right 
thing to do, because of the difference it has made to the young people involved and the impact on 
individuals, families, Sense Scotland and how the quality and diversity of the work challenges stigma 
and stereotypes of disability.” 

Project manager 
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Case Study 2 – Shaper Caper - Cmd_v.2 

About Cmd_v.2 
Cmd_v.2 works with young people to incorporate movement or dance with digital technology. This 
project is delivered by Shaper Caper, a dance company, with support from Fleet Collective, an 
organised arts community. Both organisations are based in Dundee and the project ran in Dundee, 
Aberdeen City and Aberdeenshire. Fleet Collective has supported the programme by providing a 
range of freelance digital artists, whilst Shaper Caper has provided the dance and movement 
expertise. 

The approach 
The project aimed to introduce digital technology to young people and for the work to crossover with 
dance skills. Project leads were also keen that the activity would be driven by young people, with a 
defined shift away from an adult led approach. Delivery was adapted to accommodate the differing 
needs in the three areas – Dundee, Aberdeen City and Aberdeenshire. 

Activities 
The programme was designed to run on a weekly basis and structured across three distinct phases: 

− Phase One – The digital market 
This would introduce young people to the range of digital technologies available to them 
through a series of taster sessions in different types of digital technologies. 

− Phase Two – Development 
During this phase young people honed in on their specific digital and physical art interests, 
developing skills by working intensively. 

− Phase Three – Creation/performance 
In this phase, young people worked together with their combined skills to create a final piece 
or performance that included a mixture of digital and physical art. 

Young people in Dundee have been attending the project since January 2016 and delivery has 
followed the intended structure with weekly sessions after school.  In Aberdeen City and 
Aberdeenshire, delivery focused on taster sessions or short intensive activity rather than the year-long 
project that was planned. This format has supported the requirements of the partner organisations 
and young people in these areas. In addition to the regular weekly sessions and tasters, the 
programme has delivered week-long workshops during Easter and Summer school holidays. During 
these workshops, older participants from Cmd_Shift were brought in to work with the younger 
participants in Dundee. This incorporated an element of peer mentoring, which worked well. 

Young people have been exposed to a range of digital technologies including projection mapping, film 
editing and animation. They have used a range of equipment and software, much of which was new 
to them.  Young people were particularly keen on the 360-degree camera and virtual reality goggles. 

Participation 
As at June 2016, the project had worked with 159 young people aged 10-25. A higher than average 
proportion of the participants was from non-white ethnic backgrounds and the programme has also 
engaged a number of young people that are considered to be socially disadvantaged or excluded. 
The project has engaged a high number of female participants in digital activity, as well as engaging 
young men in dance and movement. 

Impact on young people 
Feedback gathered by project tutors shows that participants are comfortable letting tutors know which 
aspects of the programme they wanted to do more of and which aspects they didn’t want to do. The 
ethos and structure of the programme put young people at the centre. Young people felt that they 
were given a choice in which activities they did and were happy that they were able to spend time on 
things that interested them.  

“Everything is amazing, I like it all and I like everyone here.” 
Young person 

Young people have been introduced to new activities in both physical art and digital art. Some 
participants were initially wary of being involved in dancing, but tutors have engaged young people by 
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using movement and choreography in a context that relates to the participants, such as skating tricks 
or choreographed fight scenes for computer games. Through dance and movement, young people 
have become more aware of their bodies and have started producing their own choreography. 
Participants have been given access to new technology, software and equipment. They have enjoyed 
using the new technologies and using them to enhance their experience of art. 

Young people said that they enjoyed the programme, particularly the social aspect and working with 
other young people with the same interests. One participant shared that he has been bullied at 
school because of his weight and his interest in the arts. He has enjoyed coming to the programme 
because he can participate in the activities with like-minded people. 

“The people here are nice people. They like to push you and help you. It makes me feel more 
positive.” 

Young person 

Young people on the programme have become more confident, particularly in expressing their 
opinions and frustrations. They have gained confidence through presenting their project ideas to the 
group and taking feedback. Some said that they felt more confident and motivated to learn new 
things. 

One participant, who enjoys sketching, has enjoyed having his art appreciated and is now being 
supported to take his art from the page to the screen. Participants also said that they had noticed 
changes in their behaviour and personal development since coming to the programme. 

“I’ve got anger problems but this has calmed me right down.” 
Young person 

The project has enabled participant’s access technology that they would not have had access to 
otherwise. As the world becomes increasingly digital and reliant on technology, the project tutors felt 
they were giving young people useful skills for the future.  The element of social inclusion and 
broadening young people’s horizons was very important to the project leads. One project lead felt 
strongly about working with disadvantaged or socially excluded participants and wanted young people 
to understand that it is ok to be different from the mainstream and that a career in the arts is a viable 
option. 

Wider impact 
More widely, the project had impact on the parents of participants. Parents became more aware of 
the digital activity that is accessible to them and their children.  

Project tutors reported that they have developed their skills delivering to young people across a wide 
age range. Dance and movement tutors appreciated the chance to learn new digital skills and to 
learn from the young people. One dance and movement tutor felt that programmes like this also help 
to bring a better understanding of the wide sphere of dance that extends beyond the traditional remit.  

“Projects like this can help other people in the industry understand what dance is.” 
Project tutor 

“It’s a nice way for the two art forms to meet.” 
Project lead 

Successes 
The programme has succeeded in inspiring young people to explore digital art forms. It has 
supported young people to create visible results, often in a short space of time, and has allowed them 
to develop ideas and build relationships with their peers and tutors.  It has successfully incorporated a 
peer mentoring aspect between older and younger participants. 

Challenges and lessons learned 
Communication and an understanding of the youth-led model has been key to ensuring the smooth 
running of the programme. There have occasionally been disconnects between the priorities of the 
digital artists and the young people. Shaper Caper has worked to ensure that young people are 
matched to the appropriate digital tutors, with similar priorities and an understanding of the youth-led 
approach. 
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Project leads had to change the original programme structure used in Dundee for Aberdeen City and 
Aberdeenshire. Initially they found it difficult, but since adapting the programme they have found that 
it is now working well. 

“Have a loose plan…but be very prepared to go off book. There’s no point planning everything to the 
letter because you need to be able to adjust based on interaction levels and enthusiasm.” 

Digital tutor 

What’s next? 
In the next and final stage of the programme young people will bring their projects to life.  In Dundee, 
the young people have said they would like to incorporate live music, projection mapping and 
choreographed skating into a live performance piece. 
The programme will also be taking the young people to the Vision building in Dundee, where a 
number of creative technology companies are based, to access more digital technology. As a 
company, Shaper Caper is keen to be digitally relevant and will be incorporating projection mapping 
into its next piece. 

Shaper Caper has invested in a significant amount of equipment and software, such as an iPad, 
iPods, a 360-degre camera, a GoPro camera, Final Cut Pro and virtual reality headsets. Project 
leads would like to incorporate the current participants into future projects, and involve them from an 
early stage in the application process. They feel that having a bank of digital equipment on hand 
increases the prospects for future programmes and works towards the sustainability of cross art form 
digital arts activity. 
Project leads said that they hoped young people have gained digital skills and the confidence to “put 
themselves out there”, both in the arts and in their wider lives.  Tutors said they hoped that the new 
experiences from the programme would lead to young people going forward with new hobbies and 
possibly careers in the arts. It was also hoped that communities would be more open to similar 
projects in the future. 

“It’s about broadening their horizons and getting out of that vicious cycle of deprivation.” 
Project tutor 
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Case Study 3 – Templar Arts and Leisure Centre - sparks, drifts and rain 

About ‘sparks, drifts and rain’ 
‘Sparks, drifts and rain’ is delivered by Templar Arts and Leisure Centre (TALC), a community 
organisation and venue in Tarbert, Argyll providing a multi-purpose space for a variety of community 
arts and leisure activities. The programme delivers free, tailored workshops in a variety of digital arts 
techniques.  The activities draw on traditional arts skills and the local landscape, and merge them with 
digital technology and contemporary art. 

Aims 
The programme aimed to work with local organisations to show young people that there are other 
career choices; connect traditional, analogue arts techniques with digital technology and open up 
young people’s minds to contemporary art and a wider definition of art. 

Activities 
TALC ran a successful Phase One TTS.Digital project, which created a graphic novel based on 
Samuel Johnson and James Boswell’s Tour to the Hebrides of 1773. This project revealed a gap in 
digital arts in the area and TALC was successfully granted Phase Two funding for a larger programme 
of activity. 

Workshops sessions run three to four times a week after school and on Saturdays. Workshop 
modules include: augmented landscapes and reality, kinetic sculptures, e-textiles, digital photography 
and video, conductive painting and sound programming. These modules can also be combined with 
the natural landscape through guided walks in partnership with Scottish Canals and Scottish National 
Heritage. Young people also have access to range of software and equipment. 

Most young people had not had any experience using the equipment or software. TALC takes a 
relaxed approached to learning. Young people are shown how to use and manipulate existing 
resources. This way they create more quickly than if they had to start learning the skills in detail. If 
young people are interested there is scope to develop detailed learning with professional digital tutors 
on hand at all sessions. 

Young artist’s scheme - TALC has also developed a programme for young artists to develop their 
skills through a short-term, paid opportunity whereby young people work closely with professional 
artists to create and exhibit their own cross art form work. 

“It’s great. Especially for a small area, it’s a lot of choice.” 
Young person 

Impact on young people 
Young people have said that they enjoyed using the digital equipment and learning skills that they are 
not taught at school. They felt more confident in their ability to use digital technology and enjoyed 
developing advanced skills. They also noted that the programme provides an area where they feel 
comfortable sharing ideas uninhibitedly. 

“I feel more confident putting out my own ideas and knowing that no one will judge.” 
Young person 

Young people also appreciated having this type of activity available to them in their local area. One 
young person felt that the programme had helped her to be more open to opportunities around digital 
art. Most of the technology and techniques in the programme have been new to the young people, 
who have previously been limited more traditional school arts activities. Young people said they 
enjoyed working with the tutors, all found it easy to get involved and felt well supported to develop 
new skills. 

“It’s good to have someone experienced who can help – and they will help you when you’re stuck.” 
Young person 

Young people also noted that they have enjoyed meeting new people with similar interests. The 
programme has allowed positive interaction between older and young participants and between 
established peer groups. Project tutors have noticed that the cross art form approach has supported 
young people to develop new areas of interest. Young people that started attending because of their 
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interest in painting or textiles have become more involved in digital technology and vice versa. The 
programme has broadened the perception and definition of art amongst young people. They now 
have a better understanding of what can be considered art and that it is not limited to traditional skills 
or recognisable images. The programme is also showing young people the wider world of the creative 
industries, and that there are many career options and routes into the arts industry. 

Wider impact 
Tutors were positive about learning new skills in digital technology alongside the young people. By 
using digital technology alongside traditional skills, it is hoped that young and established artists will 
be able to create work that acknowledges heritage and can also support a sustainable career. 

“I’m finding that technology is helping me work between painting and sculpture and experiment with 
the young people.” 

Project tutor 

Although the programme has only been running for six months, it has created a culture of digital arts 
in the area - filling a gap in provision and contributing positively in the community. 

Successes 
Key successes of the programme include, providing high quality digital arts opportunities where there 
were none previously. Young people have been able to be creative and experimental in a locally 
based centre, using new digital technologies alongside more traditional methods. The quality and 
range of opportunities available has provided equal access to the arts for young people living in a 
rural area. 

“We’ll never get the same numbers [as more populated areas] but young people still deserve the 
same opportunities.” 

Project tutor 

Challenges and lessons learned 
The main challenge for the programme has been around travel and transport for young people. The 
geography of Argyll and Bute means that people often have to travel long distances to attend 
activities at TALC. The local bus service is infrequent, so most young people are reliant on their 
parent/guardian to provide transport. This poses significant challenges and safety concerns when 
planning the programme. TALC is considering funding a minibus, which will provide a pick-up and 
drop-off service for young people attending the summer programme at TALC. 

“There are quite a few talented young people who can’t come because there is a lack of bus services 
beyond Tarbert.” 

Lead artist 

What’s next? 
TALC has invested in technology that isn’t available in the area and is hoping to continue filling gaps 
in provision and building a bank of sustainable resources. This significant investment in digital 
equipment, means less funding will be required in the future to maintain the programme at its current 
size. 

TALC has also secured funding from Young Start Big Lottery funding for a separate project based 
around digital art, landscapes and coding. This programme has a stronger focus on youth 
employability and enterprise. Young people can attend both projects interchangeably and it is hoped 
that this funding will support the continuation of digital arts practise in the area.  
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Case Study 4 – Hot Chocolate Trust - Inside/Outside & Unlock Digital 

About ‘Inside/Outside’ and ‘Unlock Digital’ 
This programme is led by the Hot Chocolate Trust; a youth work organisation which provides a safe 
space for young people to come together in Dundee city centre. The Trust is open to any young 
person in Dundee, between 12 and 21, although the majority are young people who congregate in the 
town centre.  This community of young people often faces a wide range of challenging life 
circumstances such as low educational attainment, bullying, unemployment, homelessness, mental 
health issues, risk taking behaviour and discrimination. The programme is delivered in close 
partnership with artists from Biome Collective, a digital arts collective and also involved a range of 
local partner organisations. 

Aims 
The main aims of the programme were to provide young people with a new opportunity and to unlock 
the potential of digital art. Young people were involved in the programme from the beginning.  This 
ensured that the entire programme was planned and delivered by, and for young people. 

Activities 
Taster workshops introduced the young people to new techniques in digital art and technology. 
Seven intensive sessions followed, where young people worked on projects relating to their specific 
interests. Digital artists supported participants with their chosen projects. 

“It was brilliant for us to have the chance to try out new technology, such as 3D sculpting, live 
animation and projection mapping.” 

Young person 

Design Studio - young people were introduced to techniques in graphic design. This element of the 
programme enabled young people to be involved in the design and content of the Hot Chocolate Trust 
annual report. As well as the content, layout and design, young people created a front cover which 
incorporated screen printing, lino printing, photography and drawing, and the report was presented in 
paper and digital formats. 

Taster Sessions - in partnership with Biome Collective and Dundee Contemporary Arts, the 
programme delivered monthly taster sessions in digital media, screen printing and interactive 
technology.  

Tumblr Challenge - young people have also been using the online platform Tumblr to explore issues 
that are important to them, for example, young people have used Tumblr to explore LGBT history 
month and raise awareness through photos and videos. 

Open sessions and 1:1’s - Hot Chocolate holds open sessions three times a week where young 
people can attend and use the space any way they choose. These sessions allow young people to 
focus on their interests, learn new skills and build positive relationships. 

Events - Hot Chocolate also worked with the One World Centre to host an exhibition of young 
people’s art from across Dundee, exploring their feelings on global issues. Young people from Hot 
Chocolate created paper lanterns using LED candles and digital photography. The lanterns were 
inscribed with their thoughts about global issues or their own personal journeys. 

Participation 
In June 2016, over 180 young people aged 12-21 had engaged with the programme during. The 
ethos of equality and co-production at Hot Chocolate Trust attracts young people from diverse 
backgrounds and many come to the organisation to help them manage personal and social issues. 

“There’s so many opportunities to get involved in. The Time to Shine stuff is amazing - we’ve not had 
much digital art before, so it’s really good to be learning new stuff.” 

Young person 

Impact on young people 
Young people were involved in the application process for the programme. They played a key role in 
planning the programme and all activity has been youth-led.  Feedback is taken regularly, during 
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group sessions and 1:1’s. Young people said that they enjoyed the activity and wanted to keep it 
going. They enjoyed learning new things and the opportunity to use technology that they could not 
access at school or college. 

“I wouldn’t have done something like this without Hot Chocolate.” 
Young person 

Young people and Hot Chocolate staff reported an increase in confidence amongst young people 
after taking part in the digital arts activities. They have also tried out new and more challenging things 
that previously they would have been apprehensive of. 

“I never wanted to make art that people can see before. Cos-play gave us the confidence for our art to 
be seen.” 

Young person 

The digital arts programme has also facilitated shared learning experiences between young people, 
Hot Chocolate staff and digital artists, with all partners learning something from each other.  This has 
supported personal development for all involved. Young people have also increased their self-worth 
and ability to plan ahead and work towards goals. 

“My art idea from the creative weekend away became a huge installation for the exhibition with the 
One World Centre. I helped set it up and take photos. I feel really proud of it.” 

Young person 

Through participating in the programme, young people have formed new friendships and have found 
that they share interests which they felt they could not share at school.  Beyond the arts and 
technology skills, the programme has provided a platform for young people to discuss issues that are 
important to them. When working on gaming, for example, discussions take place around defining 
what gaming is, the ethics of it and how young people feel about the setting and content of games. 
This has brought up important issues for the young people such as gender identity. Through these 
exploratory discussions young people have built positive relationships and been able to express 
themselves honestly and artistically.  

Successes 
Starting with the taster sessions enabled the project to “test the waters” and pilot the partnership with 
digital artists. Open communication and a collaborative approach has been key to the success of this 
partnership. Other key successes include, the youth-led approach, being open and inclusive for all 
young people. Hot Chocolate also appreciated the open narrative structure of the monitoring forms, 
which has allowed them to report effectively on the personal and social development of young people 
in a more qualitative manner. 

“It’s really nice to be given that space that acknowledges that outcomes can be quite fluid. It feeds 
into how we work and feels reflective.” 

Project lead 

Challenges and lessons learned 
An unexpected challenge was the assumption that all young people had a certain level of technical 
literacy and had access to digital resources such as the internet or a laptop. Hot Chocolate attracts 
young people that are likely to have fewer resources so the programme approach has been altered 
slightly to ensure that everyone is on an equal playing field. 
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What’s next? 
The programme ran through to November 2016. Partners worked towards two major events in the 
Hot Chocolate calendar: the summer ‘Exodus’ programme and the residential. Exodus ran for three 
weeks in July and provided a variety of trips, events and activities, all determined by the young 
people. This year the theme of Exodus was ‘Metamorphosis’. Biome Collective attended every day 
of the Exodus programme and looked forward to a concentrated period of activity.  The residential 
tookplace in September 2016 and focused on a ‘game jam’ where a group of around 12 young people 
spent three days creating a game together. 

Hot Chocolate has also been asked to work with Dundee City Council on an interactive arts project at 
the waterfront, which is currently undergoing regeneration.  Young people from Hot Chocolate will be 
given a section of the boarding around the waterfront to create an arts project that interacts with the 
city and the people living in it. They are considering incorporating digital techniques such as 
geocaching or augmented reality. 

Hot Chocolate is keen to pursue more experimental and exploratory digital activity with young people 
beyond the funding period. 
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Case Study 5 – West Lothian Council - Teenagers and Toddlers 

About Teenagers and Toddlers 
Teenagers and Toddlers is an intergenerational project in which teenagers create an app for and with 
toddlers.  The project was co-ordinated by West Lothian Council. It was delivered by Hippotrix, an 
app development company, with support from freelance artists (digital and music) and youth workers 
from West Lothian Youth Action Project.  The project was delivered in East Livingston, which has a 
higher than average level of deprivation within West Lothian. 
Teenagers were recruited through West Lothian Youth Action Project. The Youth Action Project runs 
youth clubs and programmes in the area for all young people, especially those who may be 
disengaged from school and community, or facing disadvantages. 

Aim 
The main aim of the project was to engage with young people from two age groups to create an app 
that could be used on a smartphone or tablet.  

Activities 
Teenagers - Digital tutors ran weekly drop-in sessions, after school at a local youth centre. Young 
people could participate or observe as much or as little as they wanted to in the app development 
process. They learned new skills in digital technology whilst building the app, including; building a 
wire frame, programming an app and adding sound to app functions. 

Young people worked individually or in small groups. Often participants benefitted from 1:1 learning 
with the digital tutors, where sessions were tailored to their particular area of interest. Youth workers 
were also present, to help manage the group and encourage active participation. 

Toddlers - Sessions were run with toddlers from a local nursery to generate ideas and content for the 
app. Sessions were based around music and play to engage the children before encouraging them to 
share their ideas. The children drew pictures and recorded sounds that were incorporated into the 
app. These sessions were co-ordinated by the arts tutor and the digital tutors with support from 
nursery staff. 

Teenagers and Toddlers - One teenager, along with project tutors, attended the nursery to trial a 
prototype of the app with nursery children. The children were able to recognise their drawings and 
enjoyed playing with the app and giving feedback on how to improve it. 

Impact on young people 
For the teenagers, the programme has provided an alternative positive activity for them to engage in.  
It has also supported them to work with new software and learn skills and techniques in app making, 
image editing and music production. Some young people involved in the project were quite wary of 
unfamiliar technology but now feel confident using it. Others were more comfortable with the 
technology but had never used it to the level of designing and programming an app.  

“I wouldn’t touch a Mac before this.” 
Young person 

“I find it quite satisfying making everything work.” 
Young person 

The project has shown young people a broader perspective of the digital arts industry and the variety 
of career options that link the arts and digital technology. Young people said that the best thing about 
the project was meeting new people and learning new things. They appreciated working alongside 
industry professionals who could show them how things work in practise rather than just in theory. 
Tutors reported that along with learning new digital skills, young people were developing their 
creativity, resilience and problem solving skills through the trial and error process of creating the app. 

For the toddlers, the music tutor, who worked most intensively with the children, noted that there had 
been a marked increase in their confidence to express their own ideas. Nursery staff noted that the 
music and drawing elements of the project supported children’s listening, attention, focus and literacy. 
It was felt that the play based approach worked well at engaging children and that the project would 
have a lasting positive impact on them. 
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“It’s been great for the shyer children, you see their faces just light up and they’re becoming fully 
engaged with it.” 

Early year’s teacher 

Nursery staff also felt it was beneficial to have the project in the school to show children a range of 
positive role models from all walks of life, particularly teenagers and male role models as nurseries 
tend to be staffed by women.  

Successes 
Key successes of the project have included taking a collaborative, youth-led approach, and increased 
confidence and skills of young people. 

Young people felt that the key successes were: 
• meeting new people and making friends; and 
• learning something new. 

“My favourite part was doing the music…after that I was interested in seeing the toddlers and how 
they would use it.” 

Young person 

In creating the app, the issue of gender and gender identity arose. One teenager felt strongly that the 
toddlers should not have to choose a gender in order to use the app.  Others in the group agreed, and 
the app has taken a gender neutral approach.  Tutors and youth workers felt it was positive that 
young people were comfortable discussing issues such as gender identity, and that teenagers had 
chosen to make the app as inclusive as possible. 

Challenges and lessons learned 
Despite consulting with young people, initially uptake of the teenager sessions was low and the team 
was concerned that the project would not take off. Although the project has become successful, 
project leaders and the youth worker noted that they shouldn’t assume that young people would 
automatically be interested in making digital technology, simply because they enjoy using it and state 
that they are interested in it.  

Due to the nature of the young people attending the drop-ins, there have occasionally been instances 
of challenging behaviour. Having a youth worker present has been beneficial in managing this 
behaviour and providing continuity for the participants. 

The drop-in style was a new format for the digital tutors, who had previously worked with more 
structured groups of young people. Although challenging to begin with, the tutors have learned to 
adapt and enjoy the unpredictability of sessions, as they vary greatly each week. 

What’s next? 
Working with tutors, participants will use feedback from a trial of the app with nursery children to 
complete it. The app will be launched at an event with the teenagers, toddlers and parents. This 
project has acted as a pilot but all of those involved would like to continue developing apps for 
children. Tutors felt that the project worked well and would be easy to replicate in other areas. Tutors 
noted that through lessons learned, they hoped to improve the project in the future and possibly link it 
to a qualification, such as a Youth Achievement Award. 
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Case Study 6 – Imaginate - livescore 

About ‘livescore’ 
livescore is managed by Imaginate, a performing arts organisation which focuses on promotion, 
development and celebration of theatre and dance for young people. Project delivery is focused on 
workshops, a performance and a website. 

The key aim of the programme is to explore the possibilities of collaborating with young people in a 
digital context utilising new methodologies, particularly to understand how young people can be part 
of a live performance without being on stage. 

Activities 
Workshops - livescore is delivering workshops to young people across Edinburgh, Argyll and Bute, 
Glasgow and Ghent in Belgium. The workshops involve young people generating instruction scores 
and interpreting them to produce a creative response through a range of art forms. The creative 
performances also incorporate play with coding and hacking ideas. The responses are documented 
through film and photographs.  Young people’s responses will be used to develop a final performance 
piece. Sessions can be delivered as a standalone activity, or as a series of workshops, providing 
flexibility for young people and partner organisations.  In Ghent the workshops were delivered with a 
partner organisation Kopergietery, an internationally renowned youth theatre organisation. This 
provided a useful learning experience for the artists and young people. 

Website - The project website is managed by the digital artist and digital trainee. It includes an 
interactive digital tool to create and record scores, a section documenting all the ideas the livescore 
team have been experimenting with and a page where the final performance will be livestreamed. 

Final performance 
The final piece titled ‘As the Crow Flies’ was be performed and livestreamed in October 2016, by the 
digital artist in residence in collaboration with young people from Scotland and Belgium, who 
interacted through livestream and pre-recorded material. 

Events - A ‘work-in-progress’ of the final piece was performed at Imaginate festival in Edinburgh, in 
June 2016. The project lead and members of the creative team have been involved in sharing and 
developing the work internationally through workshops, presentations and professional development 
opportunities in the Netherlands, Norway and Belgium. 

Impact on young people 
The project lead is gathering feedback and evaluation through surveys designed by an external 
evaluator. Feedback will be taken from young people, the Creative Team and partner organisations. 
It will be used to inform Imaginate’s future project work including digital development. 

Livescore recruited two young artists as trainees; a digital trainee artist and a trainee artist in 
residence. They have work alongside the lead artists to deliver the programme to young people. The 
trainees have developed their existing skills, using new techniques and exploring their creative 
interests. 

“I’ve never felt like a ‘trainee’, I feel like I’m part of the creative team.  We’ve never taken a back seat 
role, we’re just part of the team.” 

Trainee 

Young artists felt that role of trainee was ideal for them, having recently graduated from University. 
Working in a paid role within the creative industries and being supported to pursue their interests 
helped them feel that they could pursue and maintain a career in the arts. 

“It’s a really difficult step to take from studying to making your own work. It’s really nice to be in that 
supportive environment.” 
Trainee 

“It’s given me the confidence to think that I can sustain a career in the arts.” 
Trainee 
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livescore is providing opportunities for young people to explore their creativity. The programme gives 
young people the freedom and support to try new creative activities. Artists delivering on the 
programme have noticed an increase in confidence, especially for young people with additional 
support needs. We met with a group of young people aged 18 to 25, who had additional support 
needs. They said that they had enjoyed everything about the activity and especially singing, playing 
instruments and acting in front of a camera. They also enjoyed the chance to choose their own 
instruments and take turns leading the group activity. In the future they said they would like to do 
more of this kind of activity, particularly filming and working outdoors. 

“I would like to do more acting in front of the camera.” 
“I enjoyed it all.” 

Young person 

“Livescore is really pivotal and important because of where I am post-education and how I want to 
develop my practice.” 

Trainee 

Successes 
Key successes of the programme have included, working with a diverse range of young people, and 
reaching young people in remote areas. The programme’s collaborative team working approach with 
young people was also a key success. 

Trainees and project deliverers also felt that the trainee posts had been a successful element of the 
project. The knowledge, skill sharing and youth empowerment outcomes have been demonstrated 
from an early stage in the programme.  

“A lot of what has happened has been shaped by the trainees, which we didn’t envisage.” 
Project lead 

Challenges and lessons learned 
The biggest challenge has been balancing the three different elements of the programme (workshops, 
website and performance). Working across wide geographical locations with many partners has also 
been challenging. 

“Communication is the key, and to be adaptable.” 
Digital artist 

What’s next? 
The creative team will be focusing on developing the final performance piece, using the creative
 
output of young people from the workshops. The piece will be performed twice, in Glasgow and 

Edinburgh, and both performances will be livestreamed.
 
Working on the project has opened up conversations amongst the creative team around:
 

• defining what the digital aspects of the projects are; 
• what digital really means; and 
• what the relationship is between digital and analogue. 

As the programme and final performance develop the team will continue to reflect on these issues 
and how digital art connects people. 
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Case Study 7 – Wildbird - Digital Reels 
About Digital Reels 
Digital Reels was managed by a freelance project lead in conjunction with Wildbird, a multi-arts 
organisation based in Moray. The project was delivered in partnership with Fochabers Fiddlers, a 
local fiddle group. 

Provision of arts activity in Moray is limited due to budget cuts in the area, and there are very few 
solely arts focused organisations in the area. There is little available beyond traditional art forms and 
not all activity is free to access.  Digital artists felt it was important to offer young people the 
opportunity to try something new and to be exposed to digital media that was relevant to their fiddle 
playing. 

Aims 
The aim of the project was to introduce young fiddle players to digital media and to experiment by 
combining traditional Scottish music and techniques with digital technology. The project lead also 
wanted to stretch young people’s boundaries and let them experiment with their creativity. 

“The young people had a traditional closed view of creative arts…I kind of wanted to jolt them a little 
bit.” 

Digital artist 

Activities 
Workshops took place with young people over two weekends in June 2015 to work on digital arts 
activity. Working with digital artists, young people initially experimented with recording and sound 
engineering techniques to learn how to build a composition. This process inspired them to combine 
the technology with the history and traditions of fiddle music. 

The digital artists introduced young people to a range of filming, recording and sound production 
software as well as binaural recording and range of video projection techniques. 

Young people then devised a folklore narrative, based on the history of the Fochabers fiddle tree, 
which some of their fiddles are made of. This story was told by young people through spoken word, 
song and film using a variety of multimedia techniques. 

Participation 
19 young people aged 12 to 18 took part in workshops, over two weekends. 23 young people also 
engaged with the project online, through social media sites. All young people were members of the 
Fochabers Fiddlers group. 

“I would never have got to experience anything like this without the funding from Time to Shine.” 
Young person 

Impact on young people 
The artists felt it was a huge leap for the young musicians to do digital work and learn to be more 
precise in their playing. Although this was a challenge, the young people showed they were 
enthusiastic and keen to learn. 

“It was really cool because I’d never done anything like that before.” 
Young person 

Digital artists noticed an increase in confidence amongst young people, who were quite cautious 
around the technology to begin with but were leading and driving the project by the second weekend. 

“I had never heard of them before and wasn’t sure if it would be beneficial, but it definitely was.” 
Young person 

Young people learned to use their instruments in a new way, making sounds as well as music. They 
enjoyed seeing and hearing their traditional music transformed and manipulated through digital 
techniques.  The fiddlers were used to playing in a very structured manner with a fixed goal in mind.  
This project showed them that the creative process could be quite open ended and less prescribed 
than what they were used to.  Digital artists hoped that these new ideas and techniques helped to 
change their perceptions of art and digital art. 
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Working with the professional digital artists, young people also learned about working in the creative 
industries. They were shown the processes of working with digital technology and also learned about 
how artists work and make a living. They enjoyed this learning experience and were proud of the 
work they had created. 

“Seeing it all come together was so interesting and watching it back felt like quite an achievement.” 
Young person 

Young people also appreciated being given the chance to take on a leadership role during the project 
and presenting the work at a TTS.Digital learning event. This gave them valuable skills in teamwork, 
presentation and public speaking. 

“It was nice to be able to take control of something. We were given free reign over it, so it was nice to 
be asked to lead something and be given responsibility.” 

Young person 

One young person noted that the techniques they had learned are now being applied to the way the 
fiddlers record their music.  This has enhanced their recordings with a depth of sound that they did not 
have before. 

Successes 
Key successes of the project included, engaging young people who had not previously accessed 
digital arts, strong partnerships working between the project lead and digital artists and providing a 
high quality experience for young people in a short period of time. 

Although this was a small project, the digital artists and young people felt it was very successful at 
engaging a group of young people in a new type of arts activity. Young people were given the 
opportunity to learn new skills and have a creative experience. 

Challenges and lessons learned 
The project had originally hoped to present the work to the public during a local festival, however due 
to the time constraints of the project and limited availability of young people, this was not possible. 
Instead, the work was shared online and made available for all.  

Wildbird had good links with the partners involved in the project and was able to set up the project 
easily. However, one artist noted that the process of developing new partnerships can be time 
consuming and is generally not factored into project funding. This can be challenging for small 
organisations without dedicated administrative staff.  

What’s next? 
Wildbird hopes to secure funding in order to further develop the young people’s ideas into a larger 
project. In the future, partners said they would like to spend more time doing workshops, so that 
young people could gain more hands on experience, build up their skills and create a finished piece of 
work. 
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Appendix Two: Summary of funded projects  
 

 Project title  Lead 
organisation 

Delivery partners Activity Funding from 
TTS.Digital 

Youth participation 
(as of November 
2016) 

P
ha

se
 O

ne
 A (digital) visit from 

Boswell and 
Johnson 

Templar Arts and 
Leisure Centre 
  

In the fields  
Freelance artists 
 

Young people created a graphic novel using the 
historic journeys of Boswell and Johnson as a creative 
starting point.   

£4,850 70 

Inside/Outside Hot Chocolate 
Trust 
 

Freelance artists Digital technology taster sessions.  Young people 
merged 3D technology with cos-play, anime and 
gaming.   

£5,000 104 

Unruly Dundee 
Contemporary 
Arts  
  

Future Fossil 
Dundee Makerspace 

Young people and their parents learned to animate 
using accessible animation software.   

£5,000 30 

Digital Dudes Hoda productions 
  

Edinburgh College of Art 
SEN school 

Children with autism filmed themselves skiing and 
created a ski inspired animation.  

£5,000 Figures not provided 

Future Publishing 
House 

Electric 
Bookshop 
 

Publishing Scotland Young people merged digital art and publishing as 
they worked towards completing a specified brief.   

£5,000 Figures not provided 

The Hidden Ward 
Trail 

Artlink Central 
 

Lens on Legs  
NHS Forth Valley 

Young people in a hospital children’s ward were 
introduced to animation and new digital technology.   

£5,000 34 

Digital Reels Wildbird 
 

Fochabers Fiddlers 
Freelance artists 

Young people merged traditional fiddle playing with 
digital technology.   

£5,000 22 

Movie Mashup Glasgow Film  
 

CoderDojo Young people re-wrote scenes from a film using 
computer code.   

£5,000 17 

Digital Connections  
£5,000 

Youth Highland 
 

Seaboard Film Society 
DUFI Art 

Young people from rurally isolated areas engaged 
with the community using a range of creative 
technologies.   

£5,000 242 

Crafting Digital  MAKLab 
 

Craft town Scotland Workshops introducing young people to digital craft 
and design.   

Not delivered Not delivered 

P
ha

se
 T

w
o Unlock Digita Hot Chocolate 
Trust 
 

Biome Collective 
Dundee Contemporary 
Arts 

An open opportunity for young people to use creative 
technology through workshops, events and a 
residential.     

£69,260 147 

Sensatronic Lab 
 

Sense Scotland 
 

Freelance artists Using technology to make music making accessible, 
particularly for young people with physical and/or 
sensory impairments.  
 
 
 

£99,590 376 
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 Sparks, drifts and 
rain 
 

Templar Arts and 
Leisure Centre 
 

Artmap Argyll 
ArtsQwest 
Mid Argyll Youth Action 
Project 
Freelance artists  
Scottish National Heritage 
Scottish Canals  

Introducing young people in rural areas to cross art 
form digital arts activity that acknowledges heritage 
and landscape.   

£50,000 323 

Livescore 
 

Imaginate  
 

After the News 
Argyll Youth Arts Hub 
#artcore 
Lyceum Theatre 
Kopergietery  
Freelance artists 

Digital arts workshops with young people, building 
towards a final performance that will be livestreamed 
internationally.   

£65,793 103 

Teenagers and 
Toddlers  
 

West Lothian 
Council 
 

Hippotrix 
West Lothian Youth Action 
Project 
Freelance artists 

Teenagers creating an app for toddlers, using ideas, 
sound and art created by nursery children.   

£57,190 54 

Cmd_v.2 
 

Shaper Caper  
 

Fleet Collective 
Youth Arts Collective 
North East 
Factory Skatepark 
Freelance artists  

Cross art form workshops for young people, 
integrating movement/dance with creative technology.   

£59,611 336 




