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Unit 4: press releaser generation.  Information booklet for trainers
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INTRODUCTION


STRUCTURE OF THE UNIT


LO1 Create the contents for a successful pre-press activity (announcement, put the project on kickstarter or steamgreenlight, playtesting) 
LO2 Create a correct press release for educational videogames 

LO3 Create a successful launch strategy (streaming, blogging, be an active community member, be social, link to website press kit)
LO4 To be able to manage public and press answering (socialmedia management)
WORKSHEETS

INTRODUCTION
	“Press release is “a written or recorded communication directed at members of the news media for the purpose of announcing something newsworthy.”
A press release is a short, compelling news story written by a public relations professional and sent to targeted members of the media. The goal of a press release is to pique the interest of a journalist or publication. The press release should contain all the essential information (who? what? where? when? how? and most importantly why?) for the journalist to easily produce his own story.

After this unit the trainers will be able to manage all the fundamentals of press coverage, press release designs, successful launch strategy and last but not least: be an active community member. They will learn how to combine the press release structure for educational videogames with cultural heritage and realize a product giving all the correct information to the press




STRUCTURE OF THE UNIT 
	This training  will help the learners to design a good press release document by:
1. Create the contents for a successful pre-press activity (announcement, put the project on kickstarter or steamgreenlight, playtesting) LO1

2. Create a correct press release for educational videogames LO2

3. Create a successful launch strategy (streaming, blogging, be an active community member, be social, link to website press kit) LO3

4. To be able to manage public and press answering (socialmedia management) LO4

The activities are held alternately in group activities and individual activities. The result of the activities will be commented in the classroom.The trainer will have the aim to furnish teorical bases related to different conceptual groups and later support students during the operational phase of elaboration.


LO1 Create the contents for a successful pre-press activity (announcement, put the project on kickstarter or steamgreenlight, playtesting) 

	Aim: the trainer supports students in creation of the contents for a pre-press activity using social media platforms.
With lots of digital tools, it is important to identify how the recruiters, your target, uses the social media to adapt our implementations, so the first part of training we will learn:
· How to announce our videogame’s creation
· Identify the most commonly channels to document our progress and“officially announce” the game.
After an overview of the most used tools to announce the beginning of the implementation of the game, using slides of LO1, the students will make a list of the top social networks that are used to Announce the work in progress of the videogame.
Later, they will be able to indicate how to use these channels and make a work Schedule

After the presentation of teacher students form groups to perform the following exercises:

· Make a list of media to announce video game’s creation 

· See how use social networks

· How often you post
· In relation to the channel identified choose the tools to use 
· How can we announce video game
Didactic Metodology: cooperative learning, brainstorming, front lesson, online research.
Time available: 2 h



LO2 - Create a correct press release for educational videogames
	Aim: Once the student has learned to announce their videogames, will be able to, finding the contents, managing the contents and using a correct pitch to write the paragraph of the press release.
In this session we will be able to identify the best way to create a press release that will allow us to launch in the best way our game

The teacher presents, with support of slides, the key information of the most important tools where the students can learn the key applications.
After the presentation of teacher students form groups to perform the following exercises:
· Create an Headline
· Write a strong, attention getting headline
· Identify the absolute core information in your press release
· Create an Introductory Paragraph (max. 50 words)
- “Grab” the reader’s attention with an engaging first sentence. 
· Write the Body of release (max. 150 words)
- What’s your game all about?

            - Answer the questions "who", "what", "when", "where", "why" and "how". 

· Call to action! (max 10 words)
- How can we engage people to use (download) our game 
Didactic methodology: Cooperative learning, Brainstorming, Lectures, online research.
Time available:  2 h.



LO3 Create a successful launch strategy (streaming, blogging, be an active community member, be social, link to website press kit)*

	Aim: be ready to launch our press release 
This part of training consist in knowing some ways to launch our videogames on social and traditional media. The training will talk about “the rules” to achieve good feedback. Facebook is the most used social media, so it’s easy to think that it’s the first tool we need to use. to have a well developed professional profile is fundamental. It will also discuss Twitter and other Social Media Tips. The trainer will present a form of “perfect Facebook post”, and a few tips for using Twitter and other channels using the ppt file. In the last part of the session, the trainer will explain how to make a good press kit for the launch of the video game
After the presentation, each trainee (individually) will follow the next steps:
· Create a “perfect Facebook post” for the launch 
· Tweet a presentation game 
· Realize a presskit 
At the end of the exercise the whole group will discuss the conclusions.
Didactical methodology: Lectures, Cooperative learning, online research
Time available:  2 hour.
* for reasons of time, this session will be connected to LO4 - To be able to manage public and press answering (socialmedia management)


LO 4 - To be able to manage public and press answering *
NOTE: To follow this training is necessary computer with internet connection in order to access to the most important social media platforms.
PPT slides and instructions for starting the unit 

See file “Unit 5.ppt”
WORKSHEETS

See file .. “Unit 5. Press Release worksheet.doc”
ERASMUS PLUS KA2 STRATEGIC PARTNERSHIPS

Vocational Education and Training

Grant Agreement No. 2015-1-ES01-KA202-016010

[image: image6.emf]







[image: image7.jpg]- Erasmus+




