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INTRODUCTION

Media shapes everyday Ilife, while technological
developments are transforming society and culture at
a rapid pace. This creates a growing responsibility to
prepare future generations for what lies ahead.

Our modular course offering conveys the necessary
skills through playful, experimental learning that goes
far beyond mastering individual tools. Curiosity about
new technologies, media literacy, adaptability and
methodological knowledge are the “Swiss Army knife
of the digital age.”

We adapt our workshops flexibly to the target group,
skill level and available time. Designed for participants
of all ages, the programme is available to schools,
educational institutions and companies, and is
delivered by experienced multimedia professionals.




EL PATROL

We are a Swiss artists' collective founded in 2006 by Tito Lee
and Zoé Farac. Our work combines artistic practice, scientific
qguestions and emerging technologies to create conceptual
multimedia art.

The relevance of this interdisciplinary approach beyond the
art world became clear when our art-and-science project on
microalgae earned us a place in a start-up incubator. At the
“Flux Art Lab" we continued this approach as an
interdisciplinary creative lab and began developing our own
educational programmes.

We draw on a broad repertoire of knowledge, experience and
methods built over many years of collaboration with
institutions, creatives, scientists and researchers. We are glad
to share this knowledge, and in particular, the interplay of
artistic playfulness and technological understanding.



WHO WE ARE

i

Zoé Farac

is a freelance content developer, facilitator and conceptual artist with almost twenty
years of experience in media and art. She has produced feature films, worked as an
editor on Switzerland's most successful late-night television show, and coached young
people as a programme developer to create their own social-media formats for public-
service broadcasting. Since last year, she has been teaching Al skills within the Swiss
federal administration through tailored courses.

“In My coaching sessions, | am often asked: Why don't

we learn this at school or at the beginning of our
studies? It would make so many things easier.”

Tito Lee

Is an internationally active multimedia artist, director, musician, and DJ. With degrees
in film directing and media technology engineering, he brings technical expertise to
creative processes and interdisciplinary projects. One of his commercials made it into
competition at the Cannes Golden Lions, and his feature film later achieved
international festival success. More than 200 completed projects for the media
industry make him an outstanding expert in the language of pop culture. Knowledge
transfer runs in the family: he comes from an academic household in which practically
every member has worked as a teacher or professor.

‘| see society dividing into content creators and consumers.

Media literacy grows from understanding how things are made.”




‘| HEAR AND | FORGET.
| SEE AND | REMEMBER.
| DO AND | UNDERSTAND.”

- CHINESE PROVERB, AFTER XUNZ|
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THE MENU

The following modules outline possible topics and learning
objectives. They can be booked individually or combined within a
joint project. The selection, duration and level of our workshops
are tailored to the target group and available timeframe. Please
get in touch if you are interested. Together, we create a
format tailored to your needs.

Examples of how our content can be used:

e Impulse: approx. 3-4 hours on a topic, with expert input and
short practical exercises

e Project day: get to know a topic and apply it in a compact
hands-on project

e Project week: implement an idea as a team, from planning
through to presentation

e Cross-curricular project work: combine media, art, and
subject content in a joint project

e Longer-term projects: receive support for a project over
several weeks or an entire semester



o ARTIFICIAL INTELLIGENCE

DESCRIPTION

What can Al really do, and when does it make things up? We try out various
tools, develop better prompts and evaluate the results. We also explore
deepfakes, privacy and the responsible use of Al.

CONTENT
e Develop effective prompts and improve results systematically
e Recognise hallucinations, verify claims and evaluate sources
e Create, design and purposefully refine images and videos with Al
e Digital privacy, image rights and the handling of personal data
e Recognise deepfakes and synthetic media
o Develop future scenarios: How is Al changing learning, work and society?
o Storytelling, idea development and research with Al

LEARNING OBJECTIVES
e Assess the opportunities, limits and risks of Al
e Understand core principles and applications independent of specific tools
e Use Al thoughtfully and responsibly




INNOVATION METHODS

DESCRIPTION

How does a problem become an idea that works? In a design sprint or similar
format, we break a real challenge down into manageable steps, develop
solutions and build a first prototype. Feedback shows us what we can improve.

CONTENT
¢ Analyse complex challenges and break them down into solvable steps
e Use creative methods that foster ideas and resolve blockages
e Select ideas using clear criteria
e Build simple prototypes and test them early
e Seek, give and apply constructive feedback

LEARNING OBJECTIVES
e Strengthen conceptual and solution-oriented thinking
e Reach well-founded decisions quickly, individually or as a team
e Respond productively to criticism and develop ideas through iteration



PROJECT MANAGEMENT

DESCRIPTION
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ART & SCIENCE

DESCRIPTION

An interdisciplinary project or course that connects subjects such as physics,
biology or technology with the arts. We observe, investigate and experiment. We
then translate our discoveries into images, sounds, objects or other artistic works.

CONTENT

Basics of scientific methods: observe, question, test and document
Historical and contemporary connections between art and science
Combine analytical and creative thinking in a single process

Make abstract phenomena visible, audible or physically tangible
Develop and present an original experiment or artwork

LEARNING OBJECTIVES
e Foster curiosity, careful observation and inquiry-based learning
e Translate scientific questions into creative forms
e Combine insights from different disciplines to create new perspectives




AUDIO

DESCRIPTION

How is a beat created? Why does a transition work, and how can sound
build suspense? We work with music and sound, test devices and
software, and - depending on the format - produce a track, a DJ set or
an original sound design.

CONTENT
e DJ basics: tempo, transitions, dramatic structure and track selection
Electronic music production: beats, structure and sound
Sound design and the psychological impact of sound
Simple recording, editing, and production tools
Develop and articulate your own musical sighature

LEARNING OBJECTIVES
e Playfully operate electronic music equipment and human-
computer interfaces
e Build confidence in working with complex technology
e Develop an awareness of the power of sound, from advertising to
horror films



FILM & VIDEO

DESCRIPTION

Why does one video hold our attention while we scroll past the next? We
develop a story, plan the visuals and sound, and bring our idea to life both in
front of and behind the camera. The result may be a short film, a social-media
video or a class film.

CONTENT
e Storytelling and dramatic structure
Camera, lighting and visual composition
Basics of directing
Staging and working with people in front of the camera
Production planning and roles within the team
Video editing, sound and publishing

LEARNING OBJECTIVES
e Read moving images critically and recognise creative choices
e Develop a story for a defined audience
e Plan, produce and present a media project as a team




PHOTOGRAPRY &
AESTHETICS

DESCRIPTION

What makes an image strong? We examine perspective, light, colour and
composition, and experiment with different looks. Using a smartphone or
camera, we develop a visual language of our own and apply it to a small photo
series.

CONTENT

e Basics of camera work, lighting and image composition
Develop and apply criteria for compelling images
Create a professional look with everyday devices
Research, analyse and test visual styles in practice
Image selection and simple editing for a coherent series

LEARNING OBJECTIVES
e Become more conscious of the design and impact of everyday visual culture
e Make and justify aesthetic choices in one's own photography
e Develop and present a consistent visual language



MULTIMEDIA BOOTCAMP

DESCRIPTION
How does an idea become a multimedia artwork? We develop our own concept

and combine image, film, sound, objects or digital technologies in a single work.
From the first sketch to the exhibition, we experiment, produce and refine the
project through repeated iteration.

CONTENT

Develop an artistic idea and identify its core

Combine images, video, audio, light, objects and digital media with purpose

Use analogue and digital tools for your own work

Explore and test interactive or immersive forms

Plan the concept, production and technical implementation under time
constraints

Complete the works and present them in a shared exhibition

LEARNING OBJECTIVES

Develop an original multimedia work from idea to presentation

e Make conscious artistic, dramaturgical, and technical decisions
e Combine different media into a coherent overall experience
e Work experimentally and develop solutions under time pressure



OUR METHOD

LEARNING THROUGH EXPERIENCE

Every module is designed to engage participants in active experimentation and making. They have a concrete
experience, reflect on it, derive principles and test those principles again. This cycle is based on David Kolb's
model of experiential learning (1984) and anchors new knowledge through application.

FLOW AND THE RIGHT LEVEL OF CHALLENGE

Our approach draws on Csikszentmihalyi's flow theory: optimal learning takes place when comfort and
challenge are in balance. In our workshops, we create a safe environment in which participants are encouraged
to move beyond their comfort zone and enter the balanced state between familiarity and stimulation in which
learning is most effective. The underlying model is Mihaly Csikszentmihalyi's flow theory (1990).

INTERDISCIPLINARY TEAMWORK
Our experience building interdisciplinary teams with a range of skill sets shows: magic happens when each
person is challenged in their own strength and can contribute their part to the whole.

Therefore many of our programmes connect and can be combined. For example, a class film brings together
project planning, storytelling, camera work, editing, sound and event management. Different roles allow
participants to build on their interests and master challenges together in small groups.




ORGANISATIONAL INFORMATION

Modules are always selected in consultation with the client and teaching staff,
with careful consideration of the available framework.

INFRASTRUCTURE

Most of our content can be delivered using standard technology that is already available; a desktop
computer, laptop or smartphone is generally sufficient. For some workshops and courses, el Patrol can
provide the necessary equipment. For larger projects or specific requirements, such as additional cameras
or microphones, equipment can easily be rented.

COURSE FACILITATION
Depending on the setting and group size, courses are led by one or two instructors. We are also happy to

work with the teaching staff to ensure the best possible support.

CONTACT
We prefer to clarify all organisational details personally. If you are interested, simply get in touch with us!
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CONTACT
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EL PATROL GmbH
Gurtenbraurerei 78
CH-3084% Bern

E-Mail: office@elpatrol.com
Telephone

Switzerland: +41 77 5331378
Spain: +34 611 917518

www.elpatrol.com
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