	DECENTRALISED MEDIA LICENSING WORKSHOP — FACILITATOR HANDBOOK



These notes are intended to help you design and facilitate the Decentralised Media Licensing workshop. When designing your workshop, pick the activities that fit your needs and constraints, and consider the language, graphic elements, and examples used, and adapt these to your sector.

The handbook offers guidance for facilitation — you might also want to add your own notes, taking your workshop participants' specific needs into account. Feel free to edit this document to create a handy list of reminders and prompts for running your workshop session.

	WORKSHOP DESIGN



	Practicalities

	This workshop is designed to be done individually, though some activities require participants to pair up and exchange materials. 

The following instructions are intended to guide an in-person workshop. However, this workshop can also be done online. See the Workshops page for instructions on how to upload and use the workshop materials. 

Participants will each need enough table space to work on the worksheets. It is ideal to have a space where you can pin or tack completed activity sheets to the walls.	Comment by Frances Liddell: Maybe add a point about whether they could also do this online (assuming that is an option!)

Set up with necessary materials in advance of the workshop. Participants will need:
· A printout of all activity sheets to be used.
· A variety of different coloured standard sticky notes
· A square of thick card (slightly larger than a standard sticky note) for their asset
· Pens



	Setting Up

	When designing your workshop, consider how each activity fits your participants' needs and constraints. Consider the language, graphic elements and examples used in the slides and worksheets and adapt these to your sector.

We've included recommended timings for some of the workshop activities, but they are just indications, so consider how long you want to spend on each one. You may find that some of the later activities can be compressed.
Activity 8 is optional, and the workshop can run well without it. Consider your participants' goals and interests to decide whether to include it.
Consider how you will kick off the workshop, for example, with expert talks or scene setting, to provide context and motivation for the activity. We have provided some basic slide templates for the workshop objectives and structure.



	FACILITATING DECENTRALISED MEDIA LICENSING



	Welcome and Introduction

	Consider any important housekeeping messages.

It is likely you will want to introduce this subject with some background context. You may also want to include expert talks to help broaden understanding of the possibilities and challenges and motivate the activities.



	Workshop Objectives

	Discuss and capture any additional objectives for the workshop on a whiteboard/flip chart/etc.



	Workshop Structure

	This is a list of all the activity steps we've provided.

You may want to add timings to each of the workshop steps and include a break time.



	Workshop Rules

	Assess expertise and interest in the room by asking people to put their hands up in response to various probing questions, for example, hands up for which sectors they work in, what job roles and who has prior workshop experience.

It may be that you want to encourage rearrangement of individuals in each group in order either to cluster them according to sector or to spread expertise in different roles across groups.

In later activities participants pair up and swap their media assets for their partner to reuse. This may be a consideration for your seating arrangement.



	Activity 1: Choose Media and Challenge

	Participants begin by selecting a specific media asset that they are interested in exploring and identifying a challenge associated with sharing, reusing or licensing that asset.

This foundational step provides the subject and context for all subsequent activities throughout your workshop. It is about being clear and specific about what exactly the media asset consists of. In addition, defining a related challenge helps to focus the purpose of creating licences.

We have included examples in the activity steps, and we encourage you to replace these with others that are more relevant to your participants.

If your participants are already experienced in working with their media content for online sharing and are clear on the challenges they face, then you may want to skip Activity Sheet 1 — which is primarily a space to brainstorm and make notes – and instead move straight to Step 4, in which they produce a summary of their asset and challenge and record this on a sticky note or bespoke media asset card.

Hand out Activity Sheet 1.

Participant Instructions:

Steps to Complete:

1. Choose your starting point: You can start with either the challenge or the media.
2. Describe your media asset: The more specific the media description, the better (e.g., "music album covers" rather than just "images"). Describe the constituent parts of the asset, e.g., if your asset is a short animation, is it the finished rendered animation only, or are assets such as the 3D models and soundtrack included?
3. Consider your challenges: What are your most problematic challenges? What do you want to address? Consider both creation and distribution challenges. Here are some examples to get you thinking:
· You're a content creator, and sharing content on social media is how you make money, but you want to stop others from taking and posting your content as their own.
· You have created a deepfake of yourself, and you want to limit how companies can license and use it. 
· You wish to license a stem from a music track as part of a new remix, but there are multiple rights holders to seek permission from.
4. Summarise: Capture your starting point — asset, challenge or both — on one sticky note, or other material cut to a similar size, to take forwards.

Design a media asset card: For the final part of this step in which participants create a summary of their media asset, we have suggested that participants record this onto a sticky note for ease. However, this summary is a workshop representation of their real digital asset, which is valuable. So, we encourage you to consider using alternative materials to record the asset summary, such as thick card cut to size. This helps participants experience the asset as something of value.

Clarify with participants that this summary represents their online media asset; it is the real thing they have made or own that is of value.



	Activity 2: Media Creation Context

	This activity is self-explanatory, and the prompts on the worksheets should help the participants to complete this. This step is about exploring the "how", "where" and "who" of creation.

Hand out Activity Sheet 2.

Participant Instructions:

Describe how your chosen media is typically created. By identifying the creation context of your media, you are identifying the key components of the media/content's metadata, which can be used as part of the provenance data and helps to inform what kind of licensing you might wish to apply.

In this context we can define “provenance data” as a verifiable, chronological record that captures information such as the origin, edit history, and ownership of a digital asset. Unlike standard metadata (which might just describe what is in an image or video), provenance data focuses on the who, when, and how of the asset’s lifecycle. In this workshop we will expand on what is ordinarily captured in metadata in the manifest file to build the provenance data.

In a decentralised ecosystem, this provenance data can act as the "source of truth" that unpins automated licensing clauses stipulating for example, royalty distributions.

Participant Steps to Complete:

1. Describe how your asset is created: Place your media asset in the centre of the activity sheet and complete the sheet using the provided prompts (not all prompts may be applicable to your media).
2. Discussion: For 5 minutes, find another team or individual to exchange ideas with and use the activity sheet to briefly introduce your media and challenge.

Consider: 
· Who creates this media?
· What tools are involved?
· What is the typical workflow?
· Who are the stakeholders in the creation process?
· What were the intentions driving its creation?

If time is tight, then you could skip the discussion at this point and move directly into Activity 3.



	Activity 3: Manifest File

	Hand out Activity sheet 3

Introduce the manifest file:

A manifest file for a digital asset describes its structure, format and content. This includes instructions for playback or viewing, and also metadata about the file, such as about how it was generated and what transformations it has undergone. This embeds provenance data directly into the media file, creating an immutable record of its origin and creation, which can be used as part of digital rights management. 
Define what metadata could be contained in the 'manifest' file for your media using the creation context as a guide.
The examples of data in the list below are quite generic and are relevant to many types of digital content. You may want to consider what types of data may be more relevant to the type of media your participants will bring.

Reflect on Creation: Consider how your media is created and complete Activity 3. Examples of possible data for your manifest:

· Title of work (file name)
· Date created
· Date manipulated
· Device/hardware used
· Software used
· Software required for interaction
· GPS Coordinates
· Filters applied

Encourage participant to think of any other types of data that might be important to their media asset.

Remember:

· The manifest captures provenance—where did this media come from?
· You can also consider the media content, for example, subjects in an image, or identities of voices in an audio recording
· Think about what information would be valuable for future users or re-users
· This data cannot be easily stripped or removed from the file, consider if any of this information could become problematic in the future



	Activity 4: License Tokens

	Hand out Activity Sheet 4

Manifest files can also contain embedded rights, and pointers to smart contracts that control how your media asset is used. Data collected in the manifest file might inform how licences are executed.

In this next step participants will design the licence tokens that could be issued for their media. These tokens represent bespoke, highly specific rights that govern how your media can be used, remixed, or commercialised, and can enable them to control and track onwards use of their media online.

Participant Instructions:

Steps to Complete: 

1. Re-use practices: Imagine what you want others to do with your media, or specific practices you wish to discourage or limit
2. Conditions of use: In what conditions you would you like to people to use your media? Are there limits on the type of uses you would like to encourage? For example:
· Would you like to encourage more remix, but want to limit the use of this to specific types of use, i.e. educational, non-commercial
· Would like to encourage reuse but have a time restriction in place to create a buzz → 'must be used by'
· Would like to encourage engagement but embed geographical restrictions → 'only used in UK'
· You want to be paid a revenue for commercial use and define payment for each time your asset appears as part of a social media feed
3. Create licence tokens: Reflect on your answers to questions 1 and 2 and consider how they can be formalised as rules and clauses. E.g. create restrictions like a time limit or "UK only". Record these as licence tokens on sticky notes and stack them in the centre of Activity sheet 4. These inform the next part of the workshop.

We recommend that participants use a different colour sticky note for these tokens - or you may want to create a bespoke material for them, as for the media assets in Activity 1.

Key Considerations:

· License tokens are programmable and machine-readable
· They can represent very specific, bespoke licensing arrangements
· Think about both what you want to enable and what you want to restrict
· Consider how tokens might represent royalties or other forms of value exchange



	Activity 5: Reuse Media Context

	In this activity all participants will find a partner to "re-use" their media asset.

Participants will consider how their media may be adopted and reused by others by working with a partner to discuss how they might reuse your media and vice versa.

Consider how participants will find partners. It could be that you ask participants to lay out their media content and license tokens and then the participants circulate and find an asset that is interesting to them. If this is too logistically complex to manage, then it may be that participants partner with someone who is near to them.

Hand out Activity Sheet 5

Once participants have found a partner to swap their media asset summary and licence tokens with, they can take their partner's asset and consider re-use scenarios for this.

Understanding reuse patterns can help design license tokens that enable valuable secondary uses while protecting creator rights.

Participant Instructions:

Steps to Complete: 

1. Find a partner to reflect on how you could reuse each other's media based on the current licence tokens. 
2. Take your partners asset and place them in the centre of the activity sheet. Follow and complete the prompts in the reuse context to consider: 
· Who might want to reuse this media?
· How might they want to transform or adapt it?
· What value could reuse create?
· What concerns exist around unauthorised reuse?
3. Take your partner's tokens from Activity Sheet 4 that allow you to reuse that media and place this below the media asset. 

Reuse Examples:

· Remixing music tracks into new compositions
· Incorporating images into larger artworks
· Sampling video clips for educational content
· Translating or adapting written works



	Activity 6: Update Manifest File

	Activity Sheet 6 is on the second half of Activity Sheet 3. We have kept these two tasks together because the new manifest file for the reuse media, while separate to the original content manifest file, can refer to it. Each new manifest file refers to previous manifest files, and this creates the chain of provenance data. Additionally, some information can be carried directly across from one manifest file to the next. Note to participants that the original media asset would still be linked to the manifest file containing data from Activity 3 alone.

In this activity participant can begin to see how provenance data builds in the manifest file, and how licences can work to provide benefits, such as continued attribution, that flow back to the creators.

When a media asset is reused, new provenance data is added to the manifest file. This is an opportunity to consider new data that could be recorded for this particular reuse and means that onwards use of the asset can be tracked.

Participant Instructions:

Steps to Complete: 

1.  Continuing to work with the reuse of your partner's asset, take your partners' manifest file (Activity sheet 3 and 6) to add new provenance data.
2. Follow prompts on the Activity 6 section to consider what could now be included in a manifest for the reused media:
· Original source attribution
· License acquired
· Modifications made
· New creation metadata

Key Concepts:

· Each reuse creates a new layer of provenance data in the manifest file
· The manifest tracks the complete lineage of the media
· Attribution can be preserved through the entire chain



	Activity 7: Reuse License Tokens

	To complete the full cycle of licence acquisition, manifest updating, and new licence issuance, consider and define new licence tokens for the reuse media. New license tokens can build upon or modify existing licences.

Participant Instructions:

Steps to Complete:

1. Take your partners Activity sheet 4 and fill in Activity 7 using the prompts to consider reuse practices and permissions.
2. Create new licence tokens for your reuse media asset.

This activity demonstrates how decentralised licensing tracks provenance through multiple generations of media creation.



	Activity 8: Media Engagement Context (Optional)

	This step is OPTIONAL, and omitting from the process won't disrupt the flow of the whole workshop.

Consider including it if the audience perspective and behaviours are important to your workshop group

Participants are working independently again, and can either use their original media, or the reused media they have created from their partner's work.

Participant Instructions:

Explore how your media may ultimately be engaged with by other users where 'engaged' refers to other ways users might access or experience your media that isn't direct reuse. Understanding engagement patterns helps complete the picture in how you might wish to license your work.

Steps to Complete:

1. Describing engagement: Working independently now, place your 'media' in the centre of Activity 8 sheet. Complete using the provided prompts (note: not all prompts may be applicable to their media). Consider engagement scenarios:
· Who would wish to experience this media and how?
· How do they discover and access the media?
· What value does that engagement offer?
· How might engagement data feed back to creators?

Engagement vs. Reuse:
· Engagement is about consumption and experience, not creation
· Consider passive engagement (viewing, listening) and active engagement (sharing, commenting)
· Think about how decentralised licensing might enable new forms of engagement



	Activity 9: Putting It Altogether (Discussion)

	This step is intended to help consolidate what has been learned and wrap up the session.

In this final activity participants will synthesise their work by creating a narrative use case that demonstrates how decentralised licensing helps them share their content online, and/or addresses their chosen challenge. 
Participants can present their use-cases either in small groups, or the whole group if numbers are small enough and time allows.

This can be followed with reflections from the whole group to close the workshop.

Participant Instructions:

Steps to Complete:

1. Form Groups: On your table in groups of 4 - 6, arrange your individual Activity sheets to tell your complete story. Note, this may be done better by tacking Activity Sheets to the wall, if space allows.
2. Walkthrough Your Use Case: Each person in the group uses their Activity sheets to walkthrough and reflect on their use case with the others in the group. 
· Try to tell a story of media creation, reuse and engagement
· Reflect on how decentralised licensing may (or may not) address your challenge
· Identify opportunities for unexpected value creation
· As a group, help critique and improve each use case

Critical Reflection:
· Consider technical, social, and legal implications
· Reflect on how decentralised licensing extends, contradicts or relies upon existing means of rights management
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