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OBJECTIVES OF THE CALL

SUPPORT THE DEVELOPMENT OF INNOVATIVE TOOLS, MODELS 

AND SOLUTIONS APPLICABLE IN THE AUDIOVISUAL AND OTHER 

CULTURAL AND CREATIVE SECTORS.

IT AIMS TO IMPROVE THE COMPETIVENESS AND/OR GREENING 

PROCESS OF EUROPEAN CONTENT SECTORS, CIRCULATION, 

VISIBILITY, AVAILABILITY AND/OR AUDIENCE OF EUROPEAN 

CONTENT

TWO THEMES WILL BE SPECIFICALLY COVERED:

ÅINNOVATIVE EDUCATION TOOLS AND CONTENT USING CREATIVITY 

TO TACKLE RELEVANT SOCIETAL TOPICS SUCH AS DISINFORMATION

ÅGREENING ACROSS SECTORS 



Start-ups and tech companies

1. The call clearly targets the start-ups: ñA wide spectrum of organisations will be

invited to participate, including private and public entities, tech companies and

start-ups, audiovisual, cultural and creative organisations. The participation of

business incubators and accelerators shall be encouraged, to provide space and

time for creative ideas to be shapedò.

Key point 1



2. Clear definition of the AUDIOVISUAL SECTOR (related to the MEDIA strand):

The audiovisual sector covers all activities and companies related to the development, production,

distribution, promotion and circulation of the following content:

- Feature films, animations and creative documentaries intended primarily for cinematic release;

- Fiction audiovisual works (one-off or series), animation (one-off or series) and creative

documentaries (one-off or series) intended primarily for the purposes of television or digital platform

exploitation;

- Interactive, non-linear fiction, animation or creative documentary projects (e.g. narrative virtual

reality projects);

- Narrative video games and interactive narrative immersive experiences.

Key point 2



3. Status of costs related to the production of content:

Mainly applicable to projects proposing « innovative educational tools and content using

creativity and creative sectors to tackle societal issues such as misinformation, fake news etcò.

Content development and/or production costs can only be supported if they are clearly linked

to the development of innovative tools proposed by the project. They must be

proportionate and limited.

Key point 3



4. Importance of the cross-sectoral approach:

Cross-sectoral cooperation within the creative and/or cultural sectors, including the audiovisual

sector is at the heart of the Call. Therefore, applications must clearly demonstrate the extent of

the cross-sectoral approach, the conditions for its implementation and the expected benefits

for the sectors covered.

Key point 4



EX 1: creation of a streaming platform offering audiovisual recordings of music/theater live

events (the project includes the production of the recordings).

EX 2: all the projects driven by museum(s) or theaters proposing immersive experiences.

Why it is not relevant:

Absence of the audiovisual sector (the recordings of live events is not a content covered by the

definition of the AV sector + the audiovisual sector can not be included in a project only through

the production of audiovisual content), No benefits for the audiovisual sector. These projects

should be submitted under the European Cooperation call (Culture strand)

The development of a streaming platform is not innovative anymore.

Examples of projects not relevant



ELIGIBLE ACTIVITIES

RIGHTSô MANAGEMENT AND MONETISATION
INCLUDING TRANSPARENCY AND FAIR REMUNERATION

DATA COLLECTION AND ANALYSIS
WITH PARTICULAR EMPHASIS ON PREDICTION FOR CONTENT CREATION AND AUDIENCE DEVELOPMENT

GREENING OF THE VALUE CHAIN

ACROSS THE CREATIVE AND CULTURAL SECTORS, INCLUDING ACTIONS THAT CONTRIBUTE TO THE NEW EUROPEAN 

BAUHAUS INITIATIVE

INNOVATIVE EDUCATIONAL TOOLS AND CONTENT USING

CREATIVITY TO TACKLE SOCIETAL ISSUES
SUCH AS MISINFORMATION, FAKE NEWS, ETC.



15

AWARD CRITERIA

RELEVANCE OF THE PROJECT TO 

ADDRESS THE NEW MARKET 

NEEDS AND FIND SOLUTIONS 

APPLICABLE ACROSS SECTORS

THE EUROPEAN 

DIMENSION/POTENTIAL OF THE 

PROJECT

THE ADEQUACY OF THE 

METHODOLOGICAL AND STRATEGIC 

CHOICES TO THE OBJECTIVES OF

THE PROJECT, INCLUDING MARKET 

ANALYSIS,

20

15
ADEQUACY OF THE STRATEGIES 

TO ENSURE GENDER BALANCE, 

INCLUSION, DIVERSITY AND 

REPRESENTATIVENESS

5

THE COHERENCE OF THE BUSINESS 

MODEL (INCLUDING STRUCTURE OF CO-

FINANCING), AND FEASIBILITY AND 

COST-EFFICIENCY OF THE PROJECT 

RELEVANCE

(40 PTS)

QUALITY OF THE ACTIVITIES

(30 PTS)

15



10

10

5

5

AWARD CRITERIA

THE COHERENCE AND 

COMPLEMENTARITY OF THE 

PROJECT TEAM AND/OR THE 

GROUPING, INCLUDING

TASKS DIVISION, DECISION-

MAKING PROCESS AND

THE EXCHANGE OF KNOWLEDGE

THE ADDED VALUE OF THE 

PARTNERSHIP

THE METHODOLOGY PROPOSED 

FOR COLLECTING, ANALYSING

AND DISSEMINATING DATA IN 

ORDER TO SHARE RESULTS, 

GUARANTEE THE 

TRANSPARENCY OF THE 

PROJECT AND PROPOSE A 

KNOWLEDGE EXCHANGE

THE IMPACT OF THE PROJECT

PROJECT MANAGEMENT

(10 PTS)

DISSEMINATION

(20 PTS)



20%

PAYMENT MODELS

20% 40%30%30%

PRE-FINANCING SECOND

PRE-FINANCING

FINAL

PAYMENT

20%40%60%

PRE-FINANCING FINAL

PAYMENT

FINANCIAL CAPACITY OK 

FINANCIAL CAPACITY NOT OK


