


Gamification can be defined as the "use of game 
design elements in non-game contexts



Fig.1  Separating the term of gamification from 
serious games on the parts/whole axis as well as 
from playful design along the gaming/playing axis





Gamification in education

Three game elements should be clear to the 
students: 

• The goal – not to get good marks and pass 
but to understand the content. 

• Obstacles – the obstacles to overcome is 
not the tests or the lecturer but the 
understanding of the course content. 

• Collaboration – the students and the 
lecturer/facilitator collaborate to navigate 
the content



GAMIFICATION EXAMPLES

• Narrative
• Immediate feedback
• Fun
• “Scaffolded learning” with challenges that increase 

Mastery (for example, in the form of levelling up)
• Progress indicators (for example, through 

points/badges/leaderboards, also called PBLs)
• Social connection
• Player control

A classroom that contains some or all of these elements can 
be considered a “gamified” classroom.

• GIVING POINTS FOR MEETING ACADEMIC 
OBJECTIVES

• GIVING POINTS FOR MEETING PROCEDURAL/NON-
ACADEMIC OBJECTIVES

• CREATING PLAYFUL BARRIERS
• CREATING COMPETITION WITHIN THE CLASSROOM
• COMPARING AND REFLECTING ON PERSONALISED 

PERFORMANCE
• USING LEVELS, CHECKPOINTS, AND OTHER 

METHODS OF ‘PROGRESSION’
• GIVING LEARNING BADGES INSTEAD OF POINTS 

OR GRADES.
• HELPING STUDENTS ASSUME SPECIFIC 

PERSPECTIVES IN LEARNING

https://www.trueeducationpartnerships.com/schools/teachers/a-teachers-guide-to-using-the-mastery-approach-in-the-classroom/




HullCraft: Using Minecraft and 
Archives for Learning about the Past

HullCraft gets children engaging with architectural plans in Minecraft

A player’s reconstruction of 2-3 The Garth, Bridlington from Johnson’s architectural plan.The Georgian Quarter in HullCraft takes shape as more players build from the archives.



A Realistic Gamification Attempt for the Ancient Agora of Athens

Flow chart for the quiz game 

Question of the monument 

An overview of the game menu 



A Realistic Gamification Attempt for the Ancient Agora of Athens

Virtual tour of a monument with GUI window in top left side 

An overview of the game environment Map of Ancient Agora 



Gamification of Heritage through Augmented Reality

System architecture of the game prototype

Flowchart of the game prototype



Gamification of Heritage through Augmented Reality

KnossosAR Application

Illustration of KnossosAR development cycle.
Confirmation of the
‘discovery’ of 4 (out of 6) 
POIs

Ground plan of Knossos with
color indication of POIs

Displaying an AR marker
associated with an occluded POI.

browsing interpretive information 
about a POI

Popup panel providing access to interpretive
information relevant to a POI

Slide show



CASE STUDY FOR VIRTUAL REALITY (VR) APPLICATION OF GAMIFIED RESTORATION OF 
ARCHAEOLOGICAL SITES

Interacting with multiple objects at the same time 
using both hands

Holographic representations 
guiding the user

The user passes an object to another 
user in cooperative mode.

Through error tracking, the tools turn red when a mistake occurs

The score of the user (analytics engine).



Gamification applications for folklore dance

Observe and Practice screen of Tsamiko’s gamified application



Nafplion in the 19th Century

Levels difficulty  menu

The graphical user interface (GUI) of the application Fragkoklissia Church.

Message when choosing the wrong answer



Nafplion in the 19th Century

The no longer existing Land Gate

Georg Ludwig von Mauer Residence Question of the monument

The no longer existing Governorate of Nafplio



Thanks for your attention!
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Reframing Heritage Education in Egypt (ReHeED)

WP2 online training 14-18 June 2021 

Heritage Education in the context of schools, museums and archaeological sites

Module 1.2.4.

“Cultural heritage as an educational tool of multidisciplinary

approach: an intro to the educational perspective of

connectivity.”
By Sidiropoulou Konstantina



1.1. What is multidisciplinary approach?

A theme-based approach, that change the structure of the subject-based learning in the classes.

e.g. Α Tea-pot. Modernizing the tradition.
Characteristics.
Price:204euros
Material: earthenware.
Dimensions: H12.1xW19xD112.1cm.
Inspired by an East Asian block-printed batik fabric.
Made in partnership with Burleigh.
Meticulously finished by Burleigh artisans.
Celebrates the best of American style & English tradition.
Created using a 250 year old tissue transfer printing technique.
Dishwasher & microwave safe.

✓ History (e.g. relations of British empire 
and China)

✓ Economy/ Geography (e.g. trade then, 
comparing to Commerce nowadays)

✓ Anthropology/ Semiotics (e.g. fashion)
✓ Scientific Approach (e.g. Physics)
✓ Cultural heritage (e.g. modernizing the 

tradition) 
etc.



The basic characteristics of multidisciplinary approach:

Educational process;// the missing - link of subject - based learning, updating the content of 
knowledge according to society's and learner’s context as also taking advantage of latest 

educational  methods and tools.

The role of the educators:// the collaboration with the learners and other educators, promoting and 
guiding the research (without being the authority).

The role of the students;// arguing for, producing written and oral speech, collaborating with, 
searching for, etc.

The reverse class



1.2. Which is the main advantage of multidisciplinary approach?

As the associations are multiplying, we have more possibilities to obtain the main objectives 
according to the contemporary prevailing theories and practices. 

MAIN OBTAINED OBJECTIVES.
✓ Moving from teacher - centric to learner - centric 

module.

✓ Learning how to learn.

✓ Building memory, imagination and creative thinking. 

✓ Founding Resilient Skills.

✓ Enhancing Critical Reflection.

Related immediate to theories ( such as Piaget's theory, constructivism, holistic 
theory, Vygotsky’s sociocultural theory, theory of multiple intelligences) and 
educational practices (such as J.Dewey in U.S.A., G. Kerchensteiner in Germany, 
A. Delmouzos in Greece) that have been grounded on 20th century.



1.3. Which is the main disadvantage of multidisciplinary approach?

(Curriculum approach) 
Framing the topic, 
according to its 
functionality in the 
level of Education.

(Educators approach) Lifelong learning approach: constructively 
enriching the Curriculum to its functionality in the class, critically 
thinking according to knowledge is sth to be discovered.

The multidisciplinary approach 

could make learners feel 

awkward in front of the unlimited 

development of its theme.

The development of fortification in relation to war 
techniques, leading gradually to the demolition of the 
walls and in some occasion the opening of boulevards.



2.0. Multidisciplinary approach in Greek schools?

Multidisciplinary/ Interdisciplinary Curriculums
:two axes/ the Vertical which links the Subjects and the 

Horizontal which is the analysis of a Subject

Flexible zone in Primary Εducation
:a theme-based research (two hours every week) which

reflect the common needs/ experiences/ interests of the 

students teams under the guidance of the teacher.

Method of project in Secondary Education
:As above. Students working on teams, choosing the content, 

the methods, and the tools. In that way (verbally or not) the 

students plan the objectives.

Pilot Flexible Zone in Ionian 
Islands (Lefkas):// Olive Tree.



3.1. Cultural heritage as an educational tool of multidisciplinary approach. 

3.1.1. Implemented educational scenarios in Greek context. 

i. From Mythos to Logos. “The windbag of Aeolus” (in Athens).

Short description The study of local winds in order to ameliorate the 
capacity of buildings in concern of sustainability.

Scenarios 
Characteristics

The windbag of Aeolus in Ancient Greek Literature, 
Homer’s Odyssey related to Physics, Geography and 
Maths.

Learners
Characteristics

1st Grade Secondary School (2nd Gymnasium N.Ionias, 
Athens).

Contributors Students in teams for 3 months under the guidance of the 
teacher,  
European Program GAIA Green Awareness in Action, 

Meteorological Office in Athens.

Implementation 
Period

2018-2020



ii. “Our neighbourhood” (in Artemida, Attica).

Short description The exploration of the biotope and the archaeological site of Artemis Vravronia.

Scenarios Characteristics Separated in two stages familiarization with the neighboring site (Environment Study, 
Ancient greek History and Literature) and use of ICT ( Computer Science) for 
recollecting the experience.

Learners Characteristics 1st Grade Secondary School (2nd Gymnasium Artemida, Athens).

Contributors Students in teams for 3 months with the guidance of the teacher,  
Hellenic Ornothological Society.

Implementation Period 2015



iii. “Erotocritos” (by Vijentzos Kornaros).

Short description The students came in contact with the great poet of Vijentzos Kornaros, dramatized the
scene of farewell, creatively used the computer and the new technologies and learned the
art of animation. They also organized a modular exhibition at the end of the year.

Scenarios Characteristics Implementation of cultural program “folklore – digital art a magical relationship: 
Erotokritos”.

Learners Characteristics 6th Grade Primary School.

Contributors Students in teams for 5 months with the guidance of the teacher,  
Based in Curriculum.

Implementation Period 2015

Photos from the exhibition at the end of the year.



3.1.2. Researches in Greek context. 

i. Studying the Mutli/Interdisciplinary Curriculum (Module 1.1.4.) in Greek 

context we have realised that 

Cultural heritage (as content and as analytical method) could be the key 

unlocking the doors in between the so far separate rooms of knowledge, 

accomplishing the main objectives of a structured identity and existential 

learning.

And also that
Cultural heritage could be used as an educational tool, 

as a language  “related to the past”. 

Representations of human semantics/activities/
Power relations etc from murals in caves. Artistic 
engagement of learners.



An outcome from the research showing the possible 
critical change of learners attitude towards the arts 
and culture as an educational tool.

ii. Arts and Culture as interdisciplinary tools for 

Education (2017) by Eleni Kasimati

in two public Secondary schools of Thessaloniki.

The research emphasizes the empowerment of the 

learning activity through artistic practices.



iii. Cultural heritage as a tool “encoding” 

Chemistry, and so the contribution of cultural 

heritage to scientific literacy.

Cultural heritage provides a contextualized 

frame to chemical for e.g. reactions. It has been 

proved that colleagues (even with excellent 

grades) in Europe and U.S.A. could not 

understand in a fundamental way basic 

chemical notions, or/and their answers about 

e.g. the decay of matter could not have 

coherence and precision, and that the 

explicative narrations (audio-visual) from 

architecture, archaeology, natural environment, 

ethnography are like kits connecting the dots, 

multiplying the possible associations in the 

learners minds and the possibilities for 

understanding scientific observations.



4.1. The role of the mediator.  

A audio-visual narration 
from Arup construction 
company 
https://www.youtube.com/watch?v=tnjTnPlTC
Xw&t=264s&ab_channel=ExpeditionWorkshed

and an agent from 
Harvard University
https://www.youtube.com/watch?v=QL4HrD1
Vw9w&ab_channel=HarvardX

concerning Pompidou 
center.

https://www.youtube.com/watch?v=tnjTnPlTCXw&t=264s&ab_channel=ExpeditionWorkshed
https://www.youtube.com/watch?v=QL4HrD1Vw9w&ab_channel=HarvardX


Thank you for your participation!



Module 1.3.1: 

Reframing Heritage Education in Egypt (ReHeED)

Work package 2 online training

“Heritage Education in the context of schools, museums and archaeological sites”

Eirini Tsetine, Effimia Lianou
WP2 workshop

14-18 June 2021 

“Distance learning technological tools for the development of educational 
scenarios”



Implementation of educational scenarios during the pandemic.

 Due to the coronavirus, Distance Learning — typically a style of teaching 

utilized by colleges and universities — is now being adopted by elementary 

and high school students as well. 

 The example of Greece -> implementation of distance learning within a 

week from the suspension of school activities.

 A recent Greek research has shown that: 

94%

52%

85%

Of the teachers agree with the application of distance 
learning due to the suspension of school activities.

Believe that modern version of distance learning is 
more effective in some cases.

State that there is an urgent need for specialized training on 
issues related to the implementation of distance education.



What is Distance learning? 

 It is a way of educating students online, without physical presence in a classroom, 
material & lectures are shared via the internet.

 2 main categories:

A. Synchronous:

• Happens in real-time
• Requires live communication online
• Uses technology such as 

teleconferencing

B. Asynchronous:

• Students have weekly deadlines
• They work at their own pace
• Access to course content beyond the virtual class
• Online conversations, quizzes, video

The combination of the 2 types leads to 
the most effective results.



Distance learning tools _ Teleconferencing. 

Examples of teleconferencing platforms: 

 Webex -> implemented by Greek School System during the pandemic

 Microsoft Teams

 Big Blue Button

 Skype for Business -> implemented by DUTH Department of Architecture

Teleconferencing the most common type of synchronous distance 
learning



Implementing experiential learning via teleconferencing. 

 Experiential Learning means “learning through experience” or 
otherwise “learning via practice”. 
Learners are 1st exposed to an experience and then encouraged by the 
teacher to reflect upon it and to develop new skills, new behaviours and 
new ways of thinking (Frangoulis, Anagnou 2014). 

 In this type of teaching, effectiveness is found in the presence of the 
teacher as a facilitator, as an equal member of the team and not as an 
authority. 

“There are two goals in the experiential learning process. One is to learn the 
specifics of a particular subject, and the other is to learn about one’s own 
learning process.”

— David A. Kolb



Implementing experiential learning via teleconferencing. 

Examples of experiential learning techniques:

 Brainstorming -> a teleconferencing environment is ideal for this 
technique as it provides all students with equal opportunities.

 Case studies -> is a student-centered technique, activates 
students and helps them develop analytical and problem-solving 
skills, leads to fruitful conversations

 Working in groups -> Enhances the communication and 
cooperation between students, the development of social skills, 
even better if the platform used is flexible and allows the 
creation of subgroups.

 Simulation -> enhances the participation and the processing of 
the cognitive subject by the team, raises fruitful questions and 
concerns, contributes through exploratory learning to the 
achievement of learning objectives 

(Kioutsoukos, Frangoulis, Volkanos 2015).



Distance learning tools_ Interactive Videoconferencing (IVC). 

Example: “ODYSSEUS” program, University of Crete, 
since 2001 -> basic aim is the pedagogical use of 
Interactive Teleconferencing.

“ODYSSEUS 2018” -> 300 students & 24 teachers from 20 
elementary schools
Collaborated remotely aiming to explore and build new 
knowledge on issues related to safe internet navigation and 
internet addiction drawing inspiration from Ulysses’ journey. 

 Interactive Videoconferencing -> is an advanced type of 
teleconferencing, refers to Advanced Learning Technology which 
allows participants to exchange views, interact and collaborate 
remotely in real-time. 

 Includes transmission of audio, video, data and other technological 
tools that benefit the students. 



Distance learning _ Mobile Learning. 

 Mobile learning -> is a form of learning, using personal electronic devices, 
such as tablets or smartphones. 

 Focuses on the mobility of the learner interacting with portable 
technologies and constitutes also an important aspect of informal learning. 

 2 ways of using mobile devices:

a. Internet -> direct access to educational material, websites, audiovisual 
material etc at any point of the teaching process.

b. Educational Applications, for tablets or smartphones.

 The use of mobile devices in a typical classroom is a challenge as it requires 
many devices at least 1 per 2 students. 
It is connected with the BYOD trend -> which means “Bring Your Own 
Device”. 

 Implementation of educational mobile applications is easier when 
incorporated in distance learning. 



Mobile Learning Tools: 1. for creating quizzes. 

Educational quizzes  effective tool for evaluating students, game-like features in the 
classroom, for self-assessment
Applications, that are online, free and usually require the creation of an account using an email 

address, available for both PC and mobile devices, examples of which are the following:

 Google Forms -> questionnaires and interactive quizzes, requires a google account

 Tiny Tap -> interactive quizzes or puzzles using photos, text and audio recording (possibility for a voice-
over by the teacher), mobile devices and PC, access to quizzes database 

 Quizizz -> quizzes with game-like features, real-time access by students, compatible with Google 
classroom, add-on of Google Chrome (Quizizz Teacher & Quizizz Student). 

 Kahoot -> similar to  Quizizz, quizzes creation and database

 Doozy -> game-like quizzes, 

 Socrative -> student evaluation, quizzes, teacher and student versions 



Mobile Learning Tools: 1. for creating quizzes. 

https://quizizz.com/

https://www.tinytap.com/

https://quizizz.com/
https://www.tinytap.com/


Mobile Learning Tools: 2. for class management/communication. 

Applications that allow effective class management and communication. 
Examples include the following applications:

 E-me -> Greek application, 2 versions: a) “E-me official” for teachers, requires a special code from 
the Panhellenic School Network ensuring that all users are certified educators, b) “E-me for all”
addressed to those who wish to use the platform without a code, students and parents

 Google Classroom -> combines all Google tools, creation of a digital classroom via Gmail account, 
direct communication among students and teachers, accessible via PC or mobile device, offline 
use

 Edmodo -> educational platform, easy and safe mean of connection and collaboration among 
students, educators and even parents, virtual classrooms, management, e-communities for 
teachers, synchronous and asynchronous teaching

 Classdojo -> helps promote the development of positive student behavior, it is based on 
“behavioral theory”, the teacher can evaluate and reward student behavior and not just their 
knowledge



Mobile Learning Tools: 2. for class management/communication. 

https://auth.e-

me.edu.gr/?eme=https://e-

me.edu.gr/&cause=no-

token&eat=fa3407a212fcee2acf50d3e9

779b7780&lang=en_US https://new.edmodo.com/

https://auth.e-me.edu.gr/?eme=https://e-me.edu.gr/&cause=no-token&eat=fa3407a212fcee2acf50d3e9779b7780&lang=en_US
https://new.edmodo.com/


Mobile Learning Tools: 3. for creating interactive material. 

 ARtutor -> Greek application developed by the “Advanced 
Educational Technologies and Mobile Applications Research Lab 
(AETMA Lab)” in Kavala.

online application with a mobile version as well -> allows the creation of 
Augmented Reality books

Teachers can upload any pdf file (schoolbook or their notes) in the 
application, then they select the page area where they want to insert 
the augmented reality feature, then they can upload any type of 
material such as an image, audio, video or 3D object. 

The application works with voice recognition, which allows students to 
control the AR elements and even ask questions. 

 “SchoolAR project” -> was a similar project developed by a Greek 
team, it is an application that turns the geography schoolbook into an 
augmented reality book, it was implemented in “Pythagoras” 
elementary school in Rhodes.



Mobile Learning Tools: 3. for creating interactive material. 

http://artutor.ihu.gr/

http://artutor.ihu.gr/


Mobile Learning Tools: 4. for creating movies with stop-motion 

technique or animation.

Stop motion technique allows students to be engaged in the creatine process of 
making a film about various subjects, they create the characters and wright the 
script along with their teacher. 

 Stop Motion Studio

 EasyStudio

 Animaker & AnimakerClass

 E-Shadow -> experimental Greek application, virtual shadow theatre 
developed by the “Laboratory of Distributed Information   
Systems of the Technical University of Crete

http://eshadow.gr/

http://eshadow.gr/


Mobile Learning Tools: 5. Educational Blogs. 

Blogs ->  can be used in the educational process, due to the 
interactivity encouraged by the software and the possibility 
for teamwork that is offered.

 characterized as a meeting place, as a space for the 
dissemination of ideas and knowledge, as a place for 
collection, communication, collaboration, creation and 
therefore, as an environment suitable for knowledge 
management.

 educational blogs are divided into 2 basic categories: 

a)blogs exclusively for teachers and

b) blogs for students. 



Mobile Learning Tools: 5. Educational Blogs. 

Example: the educational blog created by the 4th Elementary School of Xanthi for its 
students during the quarantine. 



Mobile Learning Tools: 6. Educational TV. 

 Example 1: Educational Television, developed by 
the Greek Ministry of Education during the 
pandemic

 Examle 2: Greek Animated series “Animated 
Philosophers”, available in national television 
mobile application



Thank you for your attention!



 
  

DEPARTMENT OF ARCHITECTURE –THEORY OF FORMES AND PRESERVATIONS STUDIES  

 

Connecting with the past through toys 

Σύνδεση με το παρελθόν μέσα από τα παιχνίδια 

Sofia Pavlaki, Luis Santos 
 Greektoys Children’s Revolution®, info@greektoys.org 

 
 

Abstract 

This paper will make an approach to the creation of applied educational scenarios on tangible 
heritage, using the example of Greektoys Children’s Revolution®, an educational project that aims 
to promote ancient Greek heritage through play and digital technology. This project focuses on 
creating audiovisual material to be implemented in educational environment, be it workshops for 
children or presentations and lectures in museums, schools and universities. It has been running 
successfully since 2012 in Greece, Belgium, the United Kingdom and Ireland. The examples 
presented in this paper are (a) the preschool animated online series Greektoys, and (b) the 3D 
virtual museum of ancient Greek toys. With these examples we want to point out (a) the 
advantages of using 3D technology in schools, (b) the tools and equipment used in the creation of 
such audiovisual materials, (c) advice for beginners who want to create their own projects, and 
(d) the challenges that 3D technology can give solutions to. 

Keywords: educational scenarios, tangible heritage, ancient Greek toys, 3D virtual museum, 3D 

technologies, 3D scanning , 3D animated film 

Περίληψη 

Το παρόν άρθρο είναι μια προσέγγιση για τη δημιουργία εφαρμοσμένων εκπαιδευτικών 
σεναρίων για την απτή πολιτιστική κληρονομιά. Χρησιμοποιείται το παράδειγμα του Greektoys 
Children’s Revolution®, ενός εκπαιδευτικού έργου που στοχεύει στην προβολή της αρχαίας 
ελληνικής κληρονομιάς μέσω παιχνιδιών και ψηφιακής τεχνολογίας. Αυτό το έργο εστιάζει στη 
δημιουργία οπτικοακουστικού υλικού για τη χρήση του σε εκπαιδευτικό περιβάλλον, είτε 
πρόκειται για εργαστήρια για παιδιά είτε για παρουσιάσεις και διαλέξεις σε μουσεία, σχολεία και 
πανεπιστήμια. Το πρότζεκτ δραστηριοποιείται από το 2012 στην Ελλάδα, το Βέλγιο, το Ηνωμένο 
Βασίλειο και την Ιρλανδία. Τα παραδείγματα που παρουσιάζονται σε αυτή την εργασία είναι (α) 
η διαδικτυακή σειρά κινουμένων σχεδίων για παιδιά Greektoys και (β) το τρισδιάστατο εικονικό 
μουσείο αρχαίων ελληνικών παιχνιδιών. Με τα συγκεκριμένα παραδείγματα θέλουμε να 
επισημάνουμε (α) τα πλεονεκτήματα της χρήσης της τεχνολογίας 3D στα σχολεία, (β) τα 
εργαλεία και τον εξοπλισμό που χρησιμοποιούνται στη δημιουργία παρόμοιων 
οπτικοακουστικών υλικών, (γ) συμβουλές για αρχάριους που θέλουν να δημιουργήσουν τα δικά 
τους έργα, και (δ) τις προκλήσεις στις οποίες μπορεί να δώσει λύσεις η τρισδιάστατη τεχνολογία. 

Λέξεις-κλειδιά: εκπαιδευτικά σενάρια, απτή πολιτιστική κληρονομιά, αρχαία ελληνικά 

παιχνίδια, 3D εικονικό μουσείο, 3Dτεχνολογίες, 3D σάρωση, 3D κινούμενα σχέδια 

mailto:info@greektoys.org
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Introduction  

New technologies are becoming increasingly popular in educational spaces, radically changing 

traditional teaching methods in modern society. The use of audio-visual material and modern 

devices has become the norm to complement and improve the teaching-learning experience in 

schools (Shaheen & Kavita, 2008). When it comes to cultural heritage education, initiatives to 

bring these types of technologies into the classroom can play a significant role in connecting 

communities with their history and cultural heritage. Hence the importance of creating new 3D 

material to meet these needs. The possibilities are endless: 3D animation, virtual reality content, 

online platforms, 3D scanning, 3D printing, virtual museums, etc. Although the creation of these 

materials requires specialised knowledge, they do not necessarily have to be exclusively 

produced by professionals. They can involve participation from teachers and children, making 

the learning process more effective, and the connection to their heritage stronger as they can see 

themselves in the produced material (UNESCO, 2019). 

There are two fundamental ideas that motivate this paper: the first is the importance of the 

support that cultural institutions can provide to educational projects developed by teachers and 

schoolchildren. Initiatives such as these, in which teachers and students work together in 

collaboration with cultural institutions, are more likely to have fruitful results than those in which 

only the school participates. We believe that the more involved a cultural institution is, the more 

beneficial it would be. In a hypothetical collaborative project between a school and a museum, 

the end result should be a symbiotic relationship in which the school community acquires 

technical information from the cultural institution, and the latter fosters a public interest in its 

collection. 

The second idea focuses on the importance of well-documenting the aforementioned projects. We 

consider that the case study of educational heritage programmes that have already been 

implemented, can provide a basis for further knowledge on how to create quality educational 

scenarios. In turn, it would encourage, as we have said, not only professionals but anyone, to 

participate in similar partnership activities. 

In this context, Greektoys is a private initiative that wants to inspire schools and museums to work 

together. Its motto “connecting with the past through toys” expresses the spirit of the project: 

connecting communities with their cultural heritage. We will present some examples of activities 

that we have carried out with the support of the museum of Art and History in Brussels, and that 

we have run successfully in various schools in Europe. Our intention is to indicate the different 

steps in the creation of our projects, from the preliminary research to the implementation in 

workshops for children. At the end, we want to present some advice for beginners and the 

challenges that 3D technology can give solutions to. 

Parts of this paper were presented at the online training on Heritage Education in the context of 

schools, museums and archaeological sites by Democritus University of Thrace, Greece. Also, parts 

of this content were published as an interview at Sketchfab.com in 2019. 

1. Ancient toys as an educational tool 

Since ancient times, it has been attested that toys play a pedagogical role in children’s physical, 

mental, cognitive and social development. Through the process of play, children learn to use their 
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imaginations to have fun, interact with other children, explore their surroundings, discover 

themselves, and cultivate their creativity. In addition, it is by playing that children mature and 

learn to use practical knowledge and skills. According to Plato, educational toys help children to 

better prepare for their future profession and their role in society. “And by the use of games one 

shall strive to turn the tastes and the desires of children to the goal they are to attain in adulthood” 

(as referred in Hasselin, 2006, par. 2). 

In ancient Greece there was a great variety of group and individual games, with or without the 

use of objects (toys). Surprisingly, some of them are still played today as is the case with various 

chasing games such as prisoner's base, blind man's buff (chalki mia), freeze tag (akinitida), etc. 

Other popular games include jacks or knucklebones (pentalitha), dolls (plangôns), spinning tops 

(strombi), rattles (platagi), and toy horse figurines.  

Knowledge about these games and toys comes mainly from three sources: (a) toys that have been 

unearthed during archaeological excavations, mainly in graves, (b) written sources of ancient 

authors, and (c) representations on ancient Greek vases and tombstones. 

As time went by, these toys changed in name, shape and material, but their essence remained 

immutable. This clear connection  with modern toys has inspired the creation of Greektoys.  

1.1 What is Greektoys? 

Greektoys Children’s Revolution® is an educational project that aims to promote ancient Greek 

heritage through play and digital technology. The project wants to introduce children to ancient 

civilisations. We use the ancient Greek toys as a “bridge” to make the connection from our days 

to the past days. The idea was conceived in 2012, and since then, the project is being implemented 

in Greece, Belgium, the United Kingdom, Ireland, and other European countries. 

Some of our core activities include the creation of an animated series for children with characters 

based on ancient toys, research on ancient Greek toys and games,  the creation of the 3D-virtual 

museum of ancient Greek toys, and the 3D-model of the Kasta Tomb of Amphipolis. On top of these 

activities, we organise workshops for children in Brussels and other European capital cities, in 

order to achieve our goal. Frequently, we are invited by schools and universities to present our 

work, our techniques and the technology we use. Our work is supported by museums and 

archaeologists, who grant us access to original artefacts and provide us with scientific 

documentation from an archaeological point of view. 

1.2 Creation of the animated series for children Greektoys  

At the very beginning of this journey, in 2009, we took our first steps in the 3D-world as 

animators. We started to create short animation films with Autodesk Maya and 3D sculpting with 

Mudbox. Later on, we discovered Blender. Blender is an open source software and the great 

potential of this software immediately caught our attention and interest. We realised that the 

opportunities that 3D design, modelling, scanning and printing can bring in the service of 

preserving and promoting cultural heritage are innumerable. We will come back to this point 

later, when discussing the tools we use. 
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In 2012, we developed the idea of creating an animated series for children. The inspiration came 

from the ancient Greek civilisation. The animated characters of this series were based on ancient 

Greek toys; Balius is a little clay horse on wheels, Lily is an anthropomorphic rattle, and Philon is 

a pig-shaped feeding bottle. They were all inspired by real toys from different museum 

collections. 

Figure 1 Frame from an episode of the animated series Greektoys. 

1.3 Research related to ancient toys and games 

During the series production, we realised that the value of museum artefacts such as toys, or 

objects from daily life, are not widely recognised by the public, in comparison to the great 

achievements of the art and architecture of classical antiquity. However, these common objects 

carry a lot of information that can help us visualise and understand the daily life of that era, i.e. to 

help people come closer and connect with the past (Pavlaki, 2017). We work and visit museums 

in Greece and other countries to document and digitise exhibits. Archaeologists and museums 

support our project by giving us information and access to the ancient toys. 

1.4 3D-Virtual Museum 

The next topic we would like to present is the Greektoys 3D-Virtual Museum.  This museum is the 

outcome of research and digitisation of museum exhibits. Its objective is to collect the greatest 

ancient toy exhibits from different museums’ collections from all over the world and to 

reconstruct them in their original forms and colours. 

Since it is practically impossible to see all different types of ancient Greek toy artefacts gathered 

in a single collection, this virtual museum gives “visitors” the opportunity to see the most 

important archaeological finds in a virtual collection. 

The virtual museum is accessible to the public via the online platform Sketchfab, and the only 

technical requirement is a device such as a computer or smartphone, and access to the internet. 

With just one click the user can view, zoom the details and find information about the date, the 

period of each exhibit and in which museum it is physically located. Simply by using the mouse 

or a smartphone touch screen. 
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Figure 2 3D Scanning of a toy horse. 

1.5 Workshops for children 

The first ancient Greek toy workshop carried out by Greektoys team took place in 2017 at the 

Museum of Art and History in Brussels. In this workshop, Greek children living in Belgium had 

the opportunity to see ancient toys and learn about their history. They also learnt to make their 

own toys.  

The activities of a typical Greektoys workshop include a guided tour of the museum’s Greek and 

Roman collections, with a special focus on ancient Greek toys. Then, at the workshop space, 

children make clay toys, based on what they have previously seen in the museum exhibition. This 

process help them understand the shape, the texture, and the material of the ancient toys.  In 

addition, they have the opportunity to play with modern copies (which we have created with the 

help of a 3D printer), and understand the differences and the similarities between ancient and 

modern toys. 

Until today, we have organised several workshops for children from 8 to 12 years old. These 

workshops take place mainly in Belgium, but also in other  countries such as Greece, England, and 

Ireland. Our ambition is to visit as many countries as possible, and organise new workshops. 

2. Advantages and benefits of using 3D in schools 

We will now turn to the use of new technologies such as advanced 3D  scanning and virtual 

modelling techniques for the benefit of heritage students, researchers and the public at large.  

Technology can be used efficiently and effectively to preserve and promote the cultural heritage 

of ancient Greek toys. However, as we have mentioned before, it is practically impossible for one 

person to see all types of ancient toys just in one museum, given that the exhibits are spread in 

different museums around the world. Therefore, we use techniques of 3D scanning and 

modelling, so as to present emblematic samples of original ancient Greek toys and make them 

available in one single virtual environment, accessible to all audiences for all purposes of use, 

from a plain observation to deeper study. 

A very direct use of these 3D-models is during our workshops. One might think that the ideal 
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place for these workshops would be the museum, but we need to bare in mind that not all children 

have the opportunity to physically visit a museum. This is a gap that 3D technologies can fill: If 

children cannot visit the museum, then the museum will come to school. 

We use screens, projectors and 3D audio-visual material to present the toys to children, and 

provide information on the location, material, shape, age and use of these objects.  Combining 

traditional ways of teaching with modern techniques and technology, we try to win children’s 

interest and turn the learning process into an entertaining experience. Of course, 3D technology 

cannot substitute a visit or a guided tour in a museum, but it certainly can act as a complementary 

source of knowledge, giving children the opportunity to interact more with the objects (to check 

the little details that cannot be seen behind the glass of a showcase, to zoom in and out, to rotate 

the objects, etc.). Additionally, the 3D printed replicas give them the joy of playing and reviving 

ancient games. 

3. Technology accessible for everyone: Tools and equipment 

We create 3D objects mainly with the use of photogrammetry, an appropriate and useful 

technique for small delicate objects such as toys. We also do 3D modelling to reconstruct and 

complete missing parts of a toy. 

The equipment we use is a Canon 1100D 18-megapixel photo camera, 50mm and 18-55mm

lenses, tripod, 2-3 sources of soft box lights, white background, and a rotating platform. If the

object is located in another country and we need to travel, then we use a portable box studio with 

2 small sources of light.

Figure 3 3D scanning in progress at the Museum of Art and History in Brussels. 

However, as a project that takes advantage of 3D technologies, we are interested not only in 

sharing the result of our work, but we also want to share our experience and techniques with 

everyone who is interested, because we do believe that students, teachers and children can learn 

and enjoy creating similar projects: creativity is all they need. 
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As an example, we would like to mention one of our workshops at the Seraphio makerspace, in 

Athens, where 33 children, between 10 and 12 years old, did their own 3d scanning with 

photogrammetry techniques and printed the scanned objects in 3D. 

when it comes to photogrammetry only four basic tools are necessary:  

1. a computer. 

2. a camera, be it a professional camera or a smart-phone. 

3. a photogrammetry software to process the data from the camera. Metashape (Agisoft 

Photoscan), PPT (Python Photogrammetry Toolbox), Meshlab, Blender and Instant Mesh, 

are the main software programs that we use. 

4. a 3d viewer or 3d online platform such as Sketchfab, to display the final result. 

In this workshop, children used smart-phones, tablets or cameras to take several pictures of toys, 

from different angles. That allowed them to reconstruct the objects using Metashape (formerly 

Agisoft Photoscan), software that generates 3d objects from digital images. This step can be the 

most complicated and time consuming. Normally, creating a single object requires taking more 

than 200 pictures to get an accurate 3d model, but in this case, taking 16-20 photos per object 

was enough for the children to have a clear idea of the most important stages of the process. 

Finally, the result was uploaded to Sketchfab, a platform for publishing, sharing and discovering 

VR (virtual reality) and AR (augmented reality) content. It provides a viewer based on WebGL 

and WebXR technologies that allows users to display 3D models on the web, in any mobile 

browser, desktop browser or Virtual Reality headset. 

As for 3D printing, we used Ultimaker printers, available in the Seraphio makerspace. 

Figure 4 workshop with children at the Seraphio Makerspace in Athens. 

 

4. Advice for beginners 
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For someone who is interested in getting into the world of 3D scanning, we recommend starting 

with a basic kit of a digital camera or smart-phone and a tripod. The most important, beyond the 

equipment, is to practice and experiment with different objects to gain experience. It is our 

common practice, that before running a scanning session with real items in a museum, we 

experiment with similar objects at home. The results of these experiments will guide us to choose 

the best scanning strategy for the specific objects and help us to scan quickly and efficiently. 

Starting directly with the actual object without having an idea of how to proceed and tackle the 

difficulties of the specific object could cost a lot of time and effort. 

As a final point, we recommend looking online for training material that can provide a great 

introduction to someone’s first steps in 3D scanning. For professional projects, we recommend 

attending photogrammetry training seminars. 

The procedure described above may require specialised knowledge and expert technical advice 

would be necessary. On the other hand, there is a much easier way to take up 3D scanning, and a 

good start is using 3D scanning apps for mobile phones. Although these apps are not perfect and 

cannot replace a professional 3D scanning kit, as an introduction to the world of photogrammetry 

they are a good solution. 

Conclusions 

Challenges 3D technologies can give solutions to 

3D technologies, including 3D scanning, as we have seen, offer a new and unique way to 

contribute to the protection and promotion of world’s cultural heritage. Museums and schools 

are already taking advantage of these technologies, and their use will increase in the near future. 

Therefore, the way heritage organisations work will have to follow the direction set by 3D 

technologies. It is already common practice among cultural organisations to digitise their 

collections, since they have realised the great potential of 3D technology. The destruction of 

monuments and works of art due to war and natural phenomena (e.g., Palmyra and the National 

Museum of Brazil), is a problem that heritage organisations should think about and strive to solve. 

Our proposal is that 3D technology be one of these paths. 3D documentation allows the 

preservation of specific elements of our tangible heritage, even when the originals are destroyed 

or lost. Hence, a significant digital heritage is being created, which also requires preservation and 

protection, in order to be handed over to the next generations. Heritage organisations should 

work on creating international, possibly open, standards that provide accessibility for future 

generations. 

From our perspective, the added value of a project like Greektoys is to create “backup copies of 

our culture heritage”.
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Abstract  

Communication between archaeologists and the non-specialist public is the main axis of the field 
of public archaeology. With the aim to share in an interesting and meaningful way practices, finds, 
theoretical tools and interpretations, a great variety of public archaeology activities try to engage 
people of all ages and backgrounds with the past, and through that with the present and future. 
This paper refers to the public archaeology aspect of the project entitled ARENA (Archaeological 
REsearch in the North Aegean), implemented by the ‘Athena’ Research Center and its Institute’s 
branch in Xanthi, Greece (http://arena.athenarc.gr/). This project aims to gather, manage and 
present the scientific archaeological publications concerning ancient sites in the area of the 
Aegean Thrace or Northern Greece, from the time of the Greek Colonization to the end of the 
Hellenistic period (8th century-31 B.C.). Apart from this main goal, the ARENA project set as 
target the communication of the archaeological information gathered, for specific selected sites, 
with the wider public and specifically with the school community of the area. This paper presents 
the wider idea, the methodology followed and the material that was communicated to schools 
and evaluated by teachers.  

Περίληψη  

Η επικοινωνία μεταξύ των αρχαιολόγων και του μη ειδικού κοινού, είναι ο κύριος άξονας του 
πεδίου της δημόσιας αρχαιολογίας. Με στόχο να γίνουν γνωστά, με ενδιαφέροντα και ουσιαστικό 
τρόπο, ευρήματα, πρακτικές, θεωρητικά εργαλεία και ερμηνείες, ποικίλες δραστηριότητες
δημόσιας αρχαιολογίας προσπαθούν να εμπλέξουν ανθρώπους κάθε ηλικίας και υπόβαθρου με 
το παρελθόν και, μέσω αυτού, με το παρόν και το μέλλον. Η παρούσα εργασία αναφέρεται στην
πτυχή δημόσιας αρχαιολογίας που ανέπτυξε το έργο ARENA (Archaeological REsearch in the
North Aegean) και το οποίο υλοποιείται από το Ερευνητικό Κέντρο «Αθηνά» και το Παράρτημα 
του ΙΕΛ στην Ξάνθη (http://arena.athenarc.gr/). Το ARENA αποσκοπεί στη συγκέντρωση, 
διαχείριση και παρουσίαση των επιστημονικών αρχαιολογικών δημοσιεύσεων που αφορούν σε 
αρχαίες θέσεις στην περιοχή της Αιγαιακής Θράκης ή της Βόρειας Ελλάδας, από την εποχή του 
ελληνικού αποικισμού έως το τέλος της ελληνιστικής περιόδου (8ος αιώνας-31 π.Χ.). Εκτός από 
αυτόν τον κύριο στόχο, το ARENA επιδίωξε την επικοινωνία της αρχαιολογικής πληροφορίας
που συγκεντρώθηκε, για συγκεκριμένες επιλεγμένες θέσεις, με ένα ευρύτερο κοινό και 
συγκεκριμένα με τη σχολική κοινότητα της περιοχής. Στην παρούσα εργασία παρουσιάζεται η 

mailto:dtsiafaki@athenarc.gr
mailto:amixaili@athenarc.gr
http://arena.athenarc.gr/
http://arena.athenarc.gr/


Despoina Tsiafaki, Natasa Michailidou 

2 

ευρύτερη ιδέα, η μεθοδολογία που ακολουθήθηκε και το υλικό που κοινοποιήθηκε στα σχολεία 
και αξιολογήθηκε από εκπαιδευτικούς. 

Keywords: public archaeology, digital archaeology, Northern Greece, ARENA project, local 

schools, Multiple Intelligences theory 

Introduction 

In Greece archaeological sites and museums play an important role in formal education, 
in collective memory, in the official discourse about the past, in economic context etc. 
(Sakellariadi, 2011). The Ministry of Culture and Sports supervises all activities regarding Greek 
archaeology, while other entities involved in archaeological research in the country comprise 
Museums, Universities and Research Institutes, Foreign Archaeological Schools etc. (Tsiafaki & 
Katsianis, 2021). 

Among the academic institutions, the ‘Athena’ Research Centre in Information, 
Communication and Knowledge Technologies (that celebrated its 30th anniversary in 2019, 
https://www.athenarc.gr/en) holds a prominent position in the field of Digital Culture and the 
ICT applications especially in Archaeology. 

The relevant work is carried out through basic and applied research, within Research and 
Innovation national and European projects and through collaborations with various 
organisations. The aims of this digitalised aspect of traditional archaeological research regard the 
management and preservation of the archaeological record and the diffusion of the relevant 
knowledge to experts and non-experts (Huvila, 2018). 

Within this framework, the present paper will analyse a digital archaeology project of the 
‘Athena’ Research Centre (and especially its public archaeology aspect) with the acronym ARENA 
(Archaeological REsearch in the North Aegean, https://arena.athenarc.gr/). It will present the 
wider idea of communicating the archaeological knowledge gathered, for a specific area, to locals 
and primarily schools of the region, the methodology followed and the material that was 
produced, communicated to schools and evaluated by teachers. 

1. The ARENA project  

ARENA’s main theme was the creation of a digital place- and time-related repository of 
archaeological literature. The project aimed at the collection, management and presentation of 
the archaeological research conducted in Aegean Thrace and generally the Northern Greek 
territory, in sites dating from the time of the Greek Colonization to the end of the Hellenistic 
period (8th century-31 B.C.). Its goal was the transformation of traditional research into digital 
archaeology accessible and usable by everyone. 

Through this work the objective was to create an online platform where 1) the available 
archaeological publications for the region would be gathered, 2) the ancient sites and the relevant 
research would be presented following chronological and spatial criteria and 3) the results of the 
archaeological research would be easily accessible by the public (Figure 1). 

A multidisciplinary approach was used, bringing together traditional archaeological 
research and the use of Information and Communications Technology (ICT) and having 
archaeologists, museologists, philologists and IT experts working together. The main aims of 
ARENA were a) to give an integrated perspective to the researchers of Aegean Thrace and to 
facilitate their work through the literature repository created, with the full corpus of 
bibliographical references related to the archaeology of Aegean Thrace, but also b) to provide the 
public (residents, tourists, teachers etc.) with tools and material, in order for them to approach 
the archaeological knowledge regarding this area in a meaningful way. 

The ultimate goal of ARENA was to deliver a digital platform that would serve as an 
infrastructure tool for the archaeological research in Northern Greece, for specialists and public 
alike, that would cope with the challenges of a ‘scientific arena’ (Tsiafaki & Michailidou, 2018), 
and that would function as a digital hub fulfilling a scientific gap. The challenge of ARENA relates 
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to the interdisciplinary approach with which it approaches its subject and the provision of tools 
and content that meet the needs of both scientists and general visitors to the area. 

The project was implemented by the Centre’s branch in Xanthi, in Thrace, North-Eastern 
Greece (‘Athena’ RC/ILSP), during the years 2018-2021. However, the enrichment of the 
repository with new publications continues to this day, contributing to the sustainability of the 
project, even after its official ending. 

Figure 1: The Map webpage of ARENA’s platform (http://arenaen.ipet.gr/fr-archsitemap/) with 
all the archaeological sites pinned on the map of Aegean Thrace/Northern Greece. There are the 
map filters available, to the left, and the tabs with the gathered information for one of the sites, 
under the map – with the main one being the tab with the specialised the publications regarding 
the chosen site (Google Maps background). 

2. The ARENA project: digital public archaeology   

One of the facts that triggered the public aspect of the ARENA project was the 
understanding that a holistic tool for managing all the relevant academic but also non-academic 
information for Northern Greece and the relation of archaeological sites with the local public was 
missing (Michailidou et al., 2020). Starting from the effort to fill this basic gap, the ‘Athena’ RC set 
the requirements for the ARENA project and for the collection and management of archaeological 
literature regarding sites in Northern Greece. Within this system the engagement of the public 
with archaeological sites and knowledge was of central importance already from the beginning. 

In particular, the school community, one of the groups that most systematically visit 
archaeological museums and sites (Skoulariki, 2019, p. 13), was of special consideration of the 
so-called ARENA EDU(cational) version of the project. Teachers and pupils, but also even families 
or professional tour guides, living and working in the project’s geographical region, were 
expected to find in ARENA EDU a digital tool with a dual function: on the one hand, the platform 
would accumulate and present the educational resources and programs offered for school 
children in a selection of five (5) major ancient sites and, on the other hand, it would propose a 
new set of material for each of these sites. 

The archaeological sites chosen for ARENA EDU, moving from East to West, from Thrace 
to Macedonia, were 1) Abdera, 2) Philippi, 3) Amphipolis, 4) Olynthos and 5) Dion, covering the 
main geographical area that the project deals with and having human activity throughout the 
chronological period examined by ARENA (Figure 2). In all these sites, pieces of important cities 
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were unearthed, dated from the Archaic to Hellenistic and even Roman times, along with various 
and important movable finds, located and exhibited today in archaeological museums.   

Figure 2: Map of the ARENA project area of interest (coloured) with the 5 selected sites for 
ARENA EDU version (Google Maps background) 

For each of these ancient sites ARENA EDU would propose, apart from a general text with 
archaeological information available, another text with popularised information, that would act 
as an invitation for the public to physically visit and engage with the ancient city. A map with a 
route through the main spots of each archaeological site would be also provided, while digital 
multimedia material (maps, images, videos, etc.) would assist in bringing the site alive for non-
specialists.  

The educational orientation of the material (Moshenska, 2017, p. 8) was reinforced with 
the provision of a worksheet (available freely online) with playful activities, helping mainly 
primary school children but also accompanying adults (teachers or parents) to get acquainted 
with the archaeological site, enjoy the visit to it and even connect it with their own everyday life. 
These worksheets were designed with the effort to take advantage of the strengths and 
opportunities of this learning tool (Nikonanou, 2015, pp. 202–207) in combination with the 
Multiple Intelligences theory of H. Gardner (Filippoupoliti, 2015, p. 38; Gardner, 1983; Sakali, 
2012, p. 115). 

It must be underlined that, although the archaeological literature and the knowledge 
presented to the public were relevant to both the site and the museum exhibits from the ancient 
cities, the worksheet prepared was oriented towards an actual (and not virtual) visit mainly to 
the ancient sites, which were pinned on the project’s map, and not so much to the museums, which 
usually house archaeological educational activities more frequently than the sites themselves 
(Kasvikis et al., 2002, p. 105). 

3. ARENA EDU Case study: Abdera 
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One of the five selected sites, for ARENA EDU, was chosen to act as a case study and help 
the team achieve an improved design and preparation of the relevant material. Thus, the ARENA 
EDU content for Abdera was the first to be delivered online, it was shown to primary school 
teachers during a webinar and was evaluated by some of the participants.  

For those unfamiliar with Greek archaeology, Abdera is an ancient city located in the coast 
of Aegean Thrace. It is the main archaeological site in the Prefecture of Xanthi, where the ‘Athena’ 
RC branch that developed the ARENA project is also located. Abdera has a long history dating 
roughly from the seventh century B.C. to the fourteenth century A.D. (Kallintzi, 2017; Kallintzi et 
al., 2001). It was among the Greek apoikiae that were founded in the Thracian coast and became 
an important city during the Classical era. During the excavations, taking place since the 1950s, 
only pieces of the ancient city have been unearthed, along with finds from various eras, the 
Archaic, Classical, Roman and Byzantine one. The site, as others that are open to visitors (Lea, 
2000), comprises some parts of the city of the fourth century B.C. and onwards, which was turned 
into a cemetery during later times due to natural disasters.  

The site is rather difficult for non-specialists to comprehend, mainly because of a) its 
continuous habitation during numerous centuries, causing multiple layers to stand one on top the 
other and b) the up-to-date excavations which have uncovered individual parts of the city, 
preventing yet to provide a complete picture of it. This situation, caused by the very nature of the 
archaeological research and by the ways it is conducted, is of course not unique but very common 
and it is often found in many other sites, as well.  

Within this context, ARENA took the opportunity to contribute through ARENA EDU, to 
the familiarisation of the non-specialists with the ancient city of Abdera. The team’s effort 
involved the study of the site’s finds, history and special, individual character (Praetzellis, 1998, 
p. 1), along with on-site visits and resulted in the presentation of the archaeological information 
in a comprehensible way. The aim was to assist locals (and especially local primary schools) get 
to know the ancient city that is open to visitors, have an engaging visit to the actual site and 
through knowledge and emotional mobilisation (Praetzellis, 2014, p. 5135) actively involve them 
in the preservation of the cultural environment.  

Various organisations are already working towards fulfilling these targets, providing a 
variety of relevant material i.e., for our case study Abdera. To summarize these efforts, there are 
already, for the educational community (and generally for school children), firstly, hard copy 
educational publications that have been published by the Ministry of Culture and its Ephorates of 
Antiquities (Chrysafi, 2009; Chrysafi & Skoulariki, 2018; Hatziprokopiou, 2016; Kallintzi, 2008a; 
2008b; Skoulariki, 2019). These publications include information about the archaeological site in 
general or about the museum, leaflets, worksheets and fictional stories, with material addressed 
to teachers and pupils individually, to help their visit (Nikonanou, 2015, p. 202–7; Sakali, 2012). 

Secondly, apart from this material, the Ministry of Culture and its Department of 
Educational Programs and Communication have delivered online archaeological content 
prepared for schools, such as within the educational portal ‘Follow Odysseus’ 
(http://followodysseus.culture.gr/). 

Thirdly, there are also thematic educational programs (apart from traditional or digital 
publications available to the public or schools specifically), offered as guided tours by the 
Ephorate and Museum. These activities take place throughout the year or in special occasions, 
such as during the outreach days entitled ‘Culture and Culture’ etc. However, problematic 
situations, traced especially in regional archaeological organisations, like the lack of adequate and 
properly trained staff, the lack of time, of a dedicated room or necessary supplies (Skoulariki, 
2019, p. 73), limit the programs prepared and offered. 

Fourthly, other institutions, apart from the state services of the Ministry of Culture, 
prepare and deliver educational outreach programs related to archaeology, too. Among these 
institutions, inside the ARENA’s area of interest, there are universities, like the Aristotle 
University of Thessaloniki (Nikonanou et al., 2004), other non-state cultural entities and 
museums (Michailidou & Avouris, 2013; 2019) and the Greek Ministry of Education, through i.e. 
the Environmental Education Centres that work on connecting archaeological sites/monuments 

http://followodysseus.culture.gr/
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with their natural environment (Chrysafi & Skoulariki, 2018, p. 457). Moreover, there is the Greek 
National Aggregator for Educational Content, called Photodentro (http://photodentro.edu.gr) 
and having some content regarding archaeological sites too, along with the seminars and 
workshops organized for teachers by or in collaboration with the Directorates of Education, 
concerning the incorporation of visits to archaeological sites in the school curriculum. Finally, the 
books from commercial publishing houses should be added to these. The latter present 
archaeological sites to a non-specialist audience and complete the relevant picture.  

Taking Abdera as a case study, the ARENA EDU material, available in Greek as a free online 
resource through the project’s portal (through the map pins or in an distinct section, 
http://arena.ipet.gr/ekp-yliko/), comprises the following: 1) a general informative text about the 
ancient site, along with a primary school children orientated one, with more popularized content 
according to guidelines available in museological publications (Gazi, 2012, p. 249–53) and with 
questions that try to activate the public’s interest, emotion and imagination, 2) general 
information about the site, including also practical issues about visiting it, 3) a suggested route 
drawn on a map, with pictures and information about the stops around the site, 4) indicative 
pictures and related videos that enhance the acquaintance with the site and different themes 
associated to it, 5) a list of educational material prepared by either Ephorates of Antiquities or 
other organisations, freely available, 6) a list of some basic literature and finally 7) a prompt to 
fill out an online evaluation form for the ARENA EDU material. 

Apart from this content, for use mainly by teachers before and after their visit, an activity 
worksheet was prepared for use by teachers and/or pupils, to act as an assistant onsite. The 
activities chosen and included there were guided by a commonly used theoretical learning model, 
the Multiple Intelligences of Howard Gardner (1983), a concept that proposes several ways in 
which our brain processes information and makes sense of experiences. 

Thus, the Abdera worksheet within ARENA EDU exploited these types of intelligence and 
tried to suggest activities that cover, if not all, at least most preferred ways of understanding and 
learning (Sakali, 2012, p. 115). Examples of such activities – based on various tasks, a meaningful 
narrative and children’s own skills and their present experience (Mathis, 2020, p. 296–301) are 
asking them to narrate in their own words the founding myth of Abdera (linguistic intelligence), 
draw it as a comic (spatial intelligence) or even summarise it as a short play (bodily-kinesthetic 
and interpersonal intelligence); or they involve the compilation of a list with all the things that 
the pupils would carry with them if they were to travel far away in search of a new home, like the 
apoikoi of the seventh century B.C. did (linguistic and intrapersonal intelligence); or they are 
requesting pupils to take an interview of a relative of them that has been a migrant in the past 
(linguistic and interpersonal intelligence) etc. (Table 1). 

STOP NUMBER ACTIVITY CONNECTION WITH MULTIPLE 
INTELLIGENCES  

1st – Listening to the 
founding myth of 
Abderos 

Narration – Pantomime –
Drawing of comics  

Linguistic – Bodily-kinesthetic  –
Interpersonal – Logical-mathematical 
– Spatial 

2nd – Founding the 
apoikia of Abdera 

Writing activity – Interview 
of a former migrant 

Spatial – Intrapersonal –
Interpersonal – Linguistic  

3rd – The walls  Drawing (reconstruction) 
activity 

Spatial – Bodily-kinesthetic –
Interpersonal  

4th – The Roman bath  Ad creation – Group drama 
game 

Linguistic – Spatial – Bodily-
kinesthetic – Interpersonal 

5th – The Christian 
tombs  

Differences and similarities  Spatial – Logical-mathematical 

6th – The coins Drawing activity – Animal 
game 

Spatial – Naturalist – Musical  

Table 1: Examples of the connection between the suggested activities in the worksheet of Abdera 
and the Multiple Intelligences theory. 

http://arena.ipet.gr/ekp-yliko/
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The skills required for or practiced through this content and worksheet can add to the 
general scopes of the History (and not only) curriculum of the Greek primary school and 
especially to the local history teaching. Comparison of finds from different periods, along with 
acknowledgement of various specialists’ interpretations attempt to convey archaeological 
thought and theory. That is exactly where the real meaning of the application of archaeology in 
education lies (Henson, 2017). 

4. Evaluation  

The initial ARENA EDU case study, with the educational material and worksheet regarding 
the archaeological site of Abdera, was presented during an online webinar organised by the 
Coordinator for Sustainability on Education in the Prefecture of Eastern Macedonia and Thrace 
(i.e., the area in which both Abdera and the ‘Athena’ Research Centre are located). Eighty (80) 
primary and secondary education teachers attended the webinar and were informed about the 
material gathered and prepared by the project. Half of them were preschool (kindergarten) 
teachers, 15% secondary school educators and the rest primary school ones. 

Before the actual webinar (that was entitled ‘Children playing in the archaeological site 
and museum of Abdera- suggested ways of making good use of them’) the teachers listed as their 
expectations the need to find out about “fun and playful activities”, “activities I can do in the 
museum and in the archaeological site”, “best practices in terms of schools in archaeological 
sites”, “creative suggestions and strategies to interactively and differently approach a site” etc. 

During the presentation of ARENA EDU, and after an initial theoretical part that set the 
background regarding the communication between archaeology and society, the ARENA EDU 
material for Abdera was presented, with both the textual information and the activity worksheet. 
The teachers attending the webinar were asked to use the material for Abdera and participate in 
the evaluation of ARENA EDU. Overall, 20 teachers, 1/4 of the attendees, answered the online 
questionnaire prepared (through Google Forms), with open and closed ended questions. 25% of 
the participants were male and the rest of them female. Half of them were 45-54 years old, while 
40% were 35-44 and the rest 10% were 55-64 years old. 40% has a bachelor’s degree, 45% a 
master’s degree and the rest 15% hold a PhD. 

The results of this survey, part of a formative evaluation procedure that guided us during 
the preparation of the educational material for the rest of the four (4) sites, can be summarized 
to the following: More than half of the respondents had already visited the archaeological site of 
Abdera (60%), with their school (42%) or with their families (25%) or alone (33%). For those 
that had not visited the site of Abdera prior to the webinar (40%), the presentation of ARENA 
EDU material motivated the 67% of them to visit the ancient city afterwards. The answers to the 
question ‘Do you find the navigation to the ARENA site easy to locate the educational material?’ 
revealed some difficulty for the 45% of the respondents that found the navigation ‘not very easy’ 
or ‘not easy at all’, a fact helped us relocate and highlight the relevant online content.  

The participants were asked to evaluate features of the content that was gathered for 
Abdera, in two aspects: firstly, in terms of their contribution to their understanding of the 
archaeological site and, secondly, in terms of the contribution of these features to their tour 
around the site (Graph 1). From the answers given, it can be noted that the textual description of 
the site and the tour, along with the photographs of finds were considered the most necessary 
material, whereas the reconstruction of the potential initial form of buildings and objects was also 
found useful. The suggested route or video regarding the site, along with the aerial photographs 
of it and the photographs of buildings and monuments were also among the features wanted. 
What the teachers highlighted as less useful were the plans, drawings, the worksheet offered, the 
educational material of other organisations and finally the list with the bibliography.   
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Graph 1: Answers that reveal the features of the ARENA EDU content for Abdera that educators 
found most helpful for understanding and touring the archaeological site.  

Apart from the closed-ended questions, which allowed us to see the trends in the 
educators’ preferences and needs, open-ended questions were included, too. The answers to the 
latter revealed attitudes in further depth, cleared misconceptions and gave us ideas for further 
exploitation of the ARENA EDU content. Thus, the question ‘What impressed you the most, in a 
positive way, in the ARENA educational material?’ got various answers. Among these answers the 
activities in the worksheet (amid the least useful features in Graph 1) were considered by most 
respondents very helpful, fun, enjoyable and employing different skills of the children. The texts 
employing simple language, as well as the variety of content structured in a tour accessible for 
teachers and pupils were also underlined as significant and valuable. Few teachers highlighted 
the usefulness of the further suggested bibliography available, as it can be seen in Graph 1, too.   

Suggestions for further work – that could help educators prior and after their actual visit 
with their school – were extracted from the answers to the question ‘What would you like to be 
different in the educational material of ARENA?’. Thus, almost 15% of the respondents suggested 
the use of more IT tools, stating that “the description of the site could be made through digital 
applications”, among which 3D tours or 3D representations of the museum and archaeological 
site were stated as a possible option, too. Teachers also asked for even more multimedia material, 
in the form of pictures of the various tour stops and reconstructions of the ancient city and 
everyday life in it, and for an even tighter connection with the different requirements of preschool 
children and primary school curriculum. These answers to the evaluation questionnaire acted as 
a reference point for the preparation of the ARENA EDU content for the rest of the selected 
archaeological sites, which is now available online in the project’s platform. 

5. Concluding remarks  

It is acknowledged that people and especially children can more easily make sense of 
historical past and present, if they think of not only famous but distant archaeological sites, but 
of historical places that are part of their daily life (Péloquin et al., 2020, p. 35). The exploitation of 
archaeological sites, monuments and associated digital resources within formal learning 
contexts, can organically connect to and enhance the curriculum of history, language, art, ICT, 
science etc. (Kouseri & Kasvikis, 2019; Mathis, 2020; Papakosta, 2016; Touloumis, 2017). 
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Especially in today’s world, where new challenges, dilemmas, fears and worries constantly arise, 
archaeology can provide us (all people and not only pupils) with all those features that can help 
build a person with a full awareness of the radical changes we are undergoing (Meskell, 1998). 
Thus, archaeology is not simply an attempt to understand what happened in the past but an 
attempt to discover the traces of the past into the present.  

Within this context, the ARENA project and especially its ARENA EDU section, is a valuable 
open digital tool connecting locals with current trends in archaeological research (Richardson, 
2013). On the one hand, the project, with its georeferenced literature repository, is a useful and 
enhanced digital corpus that can support archaeologists and in general specialists interested in 
the archaeological research of an area often referred to as the ‘periphery’ of the Greek world, 
which constitutes however an important field of current interest, particularly during the last 
decades (Archibald, 2011, p. 85). 

On the other hand, ARENA EDU can assist the public and especially the school community 
to meaningfully approach current trends in archaeological research, to become acquainted with 
key sites, through a variety of interactive, specially designed activities and further suggested 
content. Thus, digital public archaeology in the twenty-first century, supplying various sources of 
information and facing outward more than inward (Arias-Ferrer & Egea-Vivancos, 2017; 
Corbishley, 2017), can acquaint people with the past and with cultural changes over time and it 
can become a way of understanding the conditions that shape even modern life and its challenges. 
To conclude using the words of Meskell (1998) “an aware, responsible and engaged global 
archaeology might be a relevant, positive force which recognises and celebrates difference, 
diversity and real multivocality” (p. 5). 
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Abstract 

“Education” and “Culture” are two concepts in constant dialogue with each other. Recently, this 

two-way relationship has led Greece to develop a conscious educational museum policy 

oriented towards making the museums areas of polyphonic social and intercultural dialogue 

accessible and open to all visitors, areas of entertainment and education where the simple 

museum visit is transformed into an experimental, material-aesthetics, hermeneutics and 

collaborative experience. In this context, the Archaeological Museum of Abdera, a local museum, 

acts as a living cell of society and has tried from its earliest stages to develop an educational 

policy aiming to achieve a contact with the past and local history, to raise awareness of cultural 

heritage and to build pleasant museum experiences. The question raised is “how we can achieve 

to make a visit to a museum more interesting and attractive?”. The present paper focuses on this 

question by providing a variety of methods and basic principles of designing educational 

programmes at museums, based on examples of actions carried out at the Archaeological 

Museum of Abdera. 

Keywords: Education, Culture, Museum, Methods, Educational Programmes 

Περίληψη 

Οι έννοιες «εκπαίδευση» και «πολιτισμός» είναι δύο έννοιες που βρίσκονται σε συνεχή διάλογο. 

Η ανάπτυξη της αμφίδρομης αυτής σχέσης οδήγησε στη διαμόρφωση μιας συνειδητής 

μουσειακής εκπαιδευτικής πολιτικής τα τελευταία χρόνια στην Ελλάδα, προσανατολισμένης

στο να καταστήσει τα μουσεία χώρους πολυφωνικού κοινωνικού και διαπολιτισμικού 

διαλόγου, χώρους προσβάσιμους και ανοικτούς σε όλους τους επισκέπτες, χώρους ψυχαγωγίας 

και εκπαίδευσης όπου η απλή μουσειακή επίσκεψη μετατρέπεται σε βιωματική, υλικο-

αισθητική, συνεργατική και ερμηνευτική εμπειρία. Στο πλαίσιο αυτό, το Αρχαιολογικό Μουσείο 

Αβδήρων, ένα τοπικό μουσείο, που αποτελεί ζωντανό κύτταρο της κοινωνίας επιχειρεί από τα 

πρώτα χρόνια λειτουργίας του να εκπονήσει μια εκπαιδευτική πολιτική με στόχο την επαφή 

του κοινού με το παρελθόν και την τοπική ιστορία, την ευαισθητοποίησή του απέναντι στην 

πολιτιστική κληρονομιά και την δημιουργία ευχάριστων μουσειακών εμπειριών. Το ερώτημα 

που προκύπτει αφορά το «πώς μπορούμε να κάνουμε μία μουσειακή επίσκεψη ενδιαφέρουσα 

και ελκυστική;». Στο παρόν άρθρο επιχειρείται να δοθεί απάντηση στο ερώτημα 

παρουσιάζοντας βασικές αρχές και μεθοδολογικά εργαλεία σχεδιασμού μουσειακών 

εκπαιδευτικών προγραμμάτων, με παραδείγματα δράσεων που έχουν υλοποιηθεί στο 

Αρχαιολογικό Μουσείο Αβδήρων. 

Λέξεις – Κλειδιά: Εκπαίδευση, Πολιτισμός, Μουσείο, Μέθοδοι, Εκπαιδευτικά Προγράμματα 
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Introduction 

Museums, monuments and archaeological sites as they travel through time they gain their own 

history. History of their origin, use, protection, emergence and externalization, ways in which they 

approach the public, their visitors. Museums cannot remain unaffected in a changing world, in a world 

where economic, social, political, scientific and cultural change has created new frameworks 

(Κωτσάκης, 2001; Κωτσάκης, 2008). The environment of museum education in Greece in the 21st 

century is characterized by diversity, equality and innovation. The people of museums, and more 

generally those responsible for the management, promotion and protection of cultural heritage have 

conducted research, actions and dialogue with a view to make museums more accessible to an audience 

as wide as possible, making an effort for the their educational use, a complex project, a creative 

challenge that involves sharing views and working with people with different specialties for a common 

purpose. 

Museums following the modern theoretical principles of education cultivate the relationship 

with their visitors by introducing a series of educational methods and active learning processes that are 

closer to the field of discovery, play, senses and experience (Οικονόμου, 2003).  Museums aspire to fill 

their visitors with knowledge and experiences, aiming at their aesthetic and experiential interaction 

with the objects, their social and cultural context and in general, the museum environment (Γκότσης, 

2010). In this article, we will discuss how specific methodological tools and basic principles of designing 

educational programmes at museums can be used in order to make a visit to a museum more attractive 

and interesting to the visitors. The presentation will be based on examples of actions carried out at the 

Archaeological Museum of Abdera, a local museum which acts as a living cell of society and has tried 

from its earliest stages to develop an educational policy aiming to achieve a contact with the past and 

local history, to raise awareness of cultural heritage and to build pleasant museum experiences. 

Museum and Education in the 21st century 

The museum was initially considered as an unreachable, almost "sacred" place, dominated by 

"objective - historical" knowledge, with the aim of collecting, conservating, researching and protecting 

relics and strange objects, whereas the presence of visitors was regarded secondary. However, as early 

as the end of 19th century in Europe, the need for museums to communicate with the general public has 

been recognized, and since the beginning of the 20th century museums have been systematically 

involved in their educational role and, at the same time, the first educational approaches affecting their 

character are emerging (Νικονάνου, 2009). Specific sciences such as museology, museography and 

museopaedagogy are developed, which investigate in depth and analyze the components governing the 

organization and role of museums (Γκαζή, 1999). 

The philosophy of contemporary museums in line with post-modern perceptions is 

characterized by a spirit of change in their identity, clearly reflected in the definition of the Museum, as 

expressed in 2007 by the International Council of Museums (ICOM): 

“A museum is a non-profit, permanent institution in the service of society and its development, 

open to the public, which acquires, conserves, researches, communicates and exhibits the tangible 

and intangible heritage of humanity and its environment for the purposes of education, study and 

enjoyment “  (International Council of Museums, n.d.) 
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A new definition of the Museum has been proposed in Kioto in 2019, including the terms of 

social justice, equality towards culture and emergence of minorities (International Council of 

Museums, n.d.). 

Museums are called upon to adopt a new view by shifting their interest from objects to visitors 

and putting the public at the forefront of their individual functions (Hooper-Greenhill, 1999). This 

anthropocentric approach as a function of the modern museum, highlights as a key priority beyond the 

educational, social and entertaining dimension of their role. Therefore, exhibitions are seen not as 

subjects of instruction but as stimuli for different approaches and interpretations, intellectual and 

emotional involvement, bearing in mind the different needs of the public to which they are addressed. It 

is with this in mind that the main characteristic of museum education in the 21st century is to address 

the exclusion from physical and cultural accessibility in museums and sites of various social groups as 

well as disabled people, special educational needs or groups of mentally impaired people. The term 

"Design for All" encompasses exactly this: the seamless involvement of all to products and services 

designed in the same way for all users, regardless of their economic, social, cognitive or anatomical 

starting points (Αργυρόπουλος, 2015). These factors help to make the museum open to all in the 21st 

century and offer its visitors not just a journey in the past but an experience, an educational experience 

that everyone lives differently regarding the approach and interpretation of the objects, depending on 

their specificities, knowledge, aspirations, skills and experiences and the creation of different narratives 

depending on their imagination, emotional engagement and skills 

The museum-visitor relationship focuses on the processes of personal interpretation of 

museum items and the ways in which museums tell stories about the past through their exhibitions. 

Museums, therefore, as part of creating experiences for their visitors, are ideal places to learn, 

undeniably non-formal educational environments that facilitate the learning process (Χορταρέα, 2002). 

As a result, training in the museum or the site means: 

• Education for all, regardless of sex, age, origin 

• Education in groups (school groups, groups of adults, seniors, disabled people, individual 

visitors etc.) 

• Education through the exhibition, the text of the tables, the museum/site environment, the 

architectural elements, the museum’s shell, the museographic features, the lighting 

• Education through the catalogues, books, informational leaflets, CDROMs, the educational and 

informative publishing activities of museums 

The educational process cannot be independent of the people it is intended for and so, on the 

axis that we are talking about the school community, which is the most popular category of visitors as 

far as organized groups are concerned, museum and school cooperation today is more necessary than 

ever, aiming not only to provide knowledge but also to build skills and formulate values and attitudes, in 

terms of democracy and equality. Opening the museum-school dialogue is one of the most important 

educational challenges. Approaching culture through education means interacting and communicating 

with people and cultural environment, discovering knowledge and viewing cultural heritage through a 

variety of ways of expression. Learning, in the context of entertainment and pleasure, aims to increase 

the knowledge and skills of visitors, to change values, to cultivate creativity, historical imagination and 

critical thinking, to inspire, to act, to increase self-confidence and to combine senses (Janes & Conaty, 

2005).  

The educational procedures carried out in the museum are different from that of the school, as 

they do not seek to transfer overall learning contents but to have a specific educational target result 
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for the visitors. Learning at the museum is achieved as the museum replaces information with 

experience by developing educational activities that practise perceptual ability and cultivate its 

educational vision, the experience of approaching the museum reality as visitors are invited or 

challenged to actively participate, co-shape the perspective, speak or ask about their interests and 

emotions, to highlight their specific features, to explore and to discover. The public is called upon to 

"experience" events within the museum. At the same time, the museum offers possibilities for full-

scale education with the involvement of senses and personal creative expression, through various 

material-aesthetic activities. The museum supports the ability to express opinions and personal 

interpretations, emotional involvement, changing attitudes and values, cultivating creativity, 

developing of historical imagination and critical thinking, inspiration, action, building self-confidence. 

Although the students' contact with the museum is very fragmented, it is considered that in the 

interests of learning and entertainment, a museum does its duty when "...the visitor feels better when 

coming out of what he or she goes in", when the visitor learns how to look at, judge, love art, to take 

part in his free time in developing a meaningful relationship with cultural reality and to seek to renew 

that relationship within the museum environment (Σκαλτσά, 1999).  

Archaeological Museum of Abdera 

The Archaeological Museum of Abdera will be the case study in the present article, in order to 

introduce methods and principles used in the design and implementation of educational programmes 

held in the museums and addressed to the school community.  

Excavations in the ancient city of Abdera began in 1950 and for many years, the finds were 

housed in the Archaeological Museums of Kavala and Komotine. The Archaeological Museum of 

Abdera, located in the modern village of Abdera, was inaugurated in 2000 (fig. 1). Its permanent 

exhibition presents the way of life and the cultural level of the ancient Abderites from the 7th c. B.C. 

until the 12th c. A.D. as well as the role the city of Abdera played in the region of Thrace and more 

broadly, in the ancient Greek world (Τριαντάφυλλος,  Καλλιντζή, & Σουλάκης, 2001). 

Fig. 1: The Archaeological Museum of Abdera. Archive of the Ephorate of Antiquities of Xanthi 
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The permanent exhibition, which covers a total area of 350 sq.m., is developed on two levels, 

on the ground floor and on the first floor of the museum. On the ground level, the visitor is introduced in 

the history of the city of Abdera. There are texts concerning the mythology, history and archaeological 

research, biographical details of famous Abderites, texts by ancient writers referring to Abdera, plans of 

the city and maps of the area (fig. 2). 

Fig. 2: Archaeological Museum of Abdera. Introductory section. Archive of the Ephorate of 

Antiquities of Xanthi 

The exhibition is structured in three thematic units: public life, private life and burial customs. 

The first section of the permanent collection presents exhibits concerning the Public Life of the ancient 

Abderites and specifically: a) the state organization, b) the religion, c) the coinage and d) the 

administrative organization. The image of the public life of the city is completed with the presentation of 

the military activity of the ancient Abderites (fig. 3). 

Fig.3: Archaeological Museum of Abdera. Part of the first section concerning the Public Life. Archive 

of the Ephorate of Antiquities of Xanthi 
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The second section is developed on the ground floor and the first floor of the museum 

and includes a variety of thematic groups related to the Private Life of the ancient Abderites (fig. 

4). The presentation of the sections concerning the professional, commercial and construction 

activities of the inhabitants of ancient Abdera takes place on the ground floor while on the first 

floor, the visitor comes in contact with domestic activities, beautification and childhood in 

ancient Abdera.  

Fig. 4: Archaeological Museum of Abdera. Part of the second section concerning the Private Life. 

Archive of the Ephorate of Antiquities of Xanthi 

The tour of the visitor is completed in the third section, which is located on the first floor and is 

dedicated to the Burial Customs (fig. 5). 

Fig. 5: Archaeological Museum of Abdera. Part of the third section concerning the Burial 

Customs. Archive of the Ephorate of Antiquities of Xanthi 
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The Archaeological Museum of Abdera focuses on the presentation of everyday objects such as 

vessels, coins, jewelry, tools as well as grave reliefs, clay sarcophagi and sculptures, providing 

information on aspects of the daily lives of people living in ancient Abdera. In this context, the Museum 

is a local living cell of the society, which has tried from its earliest stages to develop an educational 

policy aiming to obtain contact with the past and the local history, to raise awareness of cultural 

heritage and to build pleasant museum experiences through the active involvement of all visitors in 

actions with a vibrant, grouping and gaming character. In this direction, the museum carries out 

activities that include educational programmes, tours, periodic exhibitions, lectures, scientific 

conferences, music and other events, aiming at audiences of different ages and abilities. 

Methodological Tools 

In this part, it will be discussed how a visit to a museum can be made more interesting and 

attractive to children. In order to answer this question, some of the methodological tools used in the 

design and implementation of educational programmes in the Archaeological Museum of Abdera will be 

presented. 

Narration/Storytelling  

The narration is a method not often selected by the specialists in education programs since, in 

this method, the visitor is a passive receiver of the information and the experience is limited to the sense 

of hearing, viewing and movement between the exhibits. Instead, it is used mainly in the form of 

storytelling by children themselves, who often narrate stories about their favourite objects in 

correspondence with ancient ones. In this way, memory, emotion, imagination and creativity are 

activated and the reference to ancient artifacts incorporates information relating to everyday activities, 

professions, housing and trade in antiquity (Νικονάνου, 2009). 

Guided discussion 

The method of guided discussion is different from the one-sided communication of the simple 

tour or storytelling, enabling a two-way communication and interaction between the specialist and the 

visitor, by introducing dialogue elements. Taking advantage of the educational potentials of the 

exhibition material, the visitor is mobilized and motivated to: a) Observe, b) Reflect, c) Express opinions, 

judgements, interpretations, d) Discuss, e) Question (on both sides). 

In the directed discussions, there are predefined scenario stops for the processing of the 

selected subject-object, without excluding the open scenario, so that interaction is more favourable. The 

key questions raised include what (kind, material), where (space, process), how (construction, use), 

when, why (Νικονάνου, 2009). In the educational programme "Recycling in Antiquity?" held in the 

Archaeological Museum of Abdera, children observe a big jar. They wonder about its first use (a storage 

jar) and discover its second use that was burial (fig. 6). 
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Fig. 6: Archaeological Museum of Abdera. Educational programme "Recycling in Antiquity?". 

Archive of the Ephorate of Antiquities of Xanthi 

Explore 

The exploration of sites and museum exhibitions is a particularly widespread method in 

international museum-paedagogical practice. The aim of the exploration is to strengthen the visitor's 

voluntary active attitude in approaching the exhibits, to contact them directly and to experience the site. 

Most of the time the visitor is left alone or in groups to explore and "discover" the exhibit or monument, 

guided by appropriately designed material or worksheets (Νικονάνου, 2009). Hidden treasure games, 

puzzle solving, worksheet search - questionnaire are some of the examples. It is appropriate that this 

practice should avoid similarities with the school control process, leave room for error, subjective 

approach and self-action, so that the student feels free to move in the site, to approach and choose 

exhibits.   

Dramatization  

The narration method as presented earlier can be enriched with dramatization elements. In 

dramatization, either the specialists of the programmes or the visitors are presented in disguised 

characters from the time to which the exhibition content or location is referred (Νικονάνου, 2009). 

Dramatization has been used during the educational programme "Let us be ancient Abderites" held in 

the Archaeological Museum of Abdera with the participation of Primary School children. The students 

with the help of the specialist/archaeologist were "dressed" in the garments of the ancient era, so as to 

make the attire of the ancient Abderites more comprehensible (fig. 7). 
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Fig. 7: Archaeological Museum of Abdera. Educational programme "Let us be ancient 

Abderites". Archive of the Ephorate of Antiquities of Xanthi. 

In this way, the exhibition environment works as a setting, obtains life and students are 

actively and emotionally involved in the process. The process of dramatization requires research and 

careful planning on the part of those who run the programme. 

Role games 

A second major category of dramatization is role games, where visitors play roles, following a 

specific scenario. These are either small sketches with a theme or pantomime games or whole projects, 

as in the case of the play performed during the educational programme "Cooking Utensils… from the 

Past to the Present". The programme was related to everyday life, and specifically, to cooking and eating 

habits in antiquity. The students participated in all the stages of the preparation of the theatrical play 

which included the making of costumes-scenes, the creation of music-dancing sections, rehearsals for 

the performance and were also the heroes of the play, in this case playing the role of the ancient and 

modern cooking utensils (fig. 8). In this way, through role-playing games, students revived a historical 

period of the past by representing it in relation to modern reality. They, also, had the opportunity to 

work together, to develop their creativity, to approach historical knowledge in a realistic manner and to 

interpret roles based on their personal judgment. It is characteristic that in several cases they 

themselves had ingeniously added their own elements to the project. 

It should be stressed that dramatization, which includes the active participation of students 

both in disguise and in the acting parts of history, connects learning to entertainment. The play served 

as a source of knowledge for those students of other classes who attended it, transforming the students 

who played the roles from learners into special carriers of experiences, ideas and perceptions. 
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Fig. 8: Archaeological Museum of Abdera. Educational programme "Cooking Utensils… from the 

Past to the Present". Archive of the Ephorate of Antiquities of Xanthi. 

Learning by doing  

The concept of lifelong learning, in other words learning by doing, is based on museum 

exhibits/archeological sites and their approach processes involving the participation of senses and the 

combination of manual and intellectual activities. Hands-on/living by doing activities are usually part of 

educational programmes and are carried out in special workshops or open-air venues, where an 

attempt is made to perceive the environment in which the visitors find themselves - either an 

archeological site or exhibition content - through their senses (Νικονάνου, 2009). 

In order to provide students with a variety of tastes and culinary habits of the past in the 

educational programme "Cooking Utensils… from the Past to the Present", the preparation of foods 

based on recipes inspired by antiquity was proposed. The students prepared with the help of their 

parents pies, sesame and honey bars, pancakes and other foods on the basis of the recipes mentioned 

above, creating an impressive buffet with foods that came from the past but is so modern at the same 

time (fig. 9). 

         

Fig. 9: Archaeological Museum of Abdera. 

Educational programme "Cooking Utensils… 

from the Past to the Present". Archive of the 

Ephorate of Antiquities of Xanthi. 



In a series of other experiential activities, learning was achieved through other senses. In 

particular, in other programmes, the young students had the opportunity to touch modern replicas of 

ancient musical instruments, to hear the sounds coming out of them as in the case of the syringe (an 

ancient musical instrument that resembles today's panpipe), to discuss and dance dances rooted in 

antiquity. During other programmes, they saw and heard ways and methods by which one can reuse 

useless materials and create small works of art. They themselves, using recyclable materials of paper, 

aluminum, metal, created their own works of art perceiving the concept of reusing materials in practice 

today as in antiquity. 

Their practical involvement in culinary art, music and recycling combined with the use of their 

sense of touch, vision, hearing, smell and taste contributed to the cultivation of imagination, creative 

thinking, emotional engagement, the development of skills and personal creative expression and the 

ability to understand different realities through various channels. 

Learning by doing for visually impaired individuals  

For a specific group of individuals, the use of senses is particularly important for contact with 

the physical environment. For visually impaired people, touching of ancient objects is an action 

necessary for a visit to the museum or a site. In the Archeological Museum of Abdera, there is an 

approved list of objects which are allowed to be touched by those people. Through touch, they recognize 

the material, the dimensions, the shape, and they try to guess the kind and use of each object. In this 

way, they come into contact with historical reality using their senses, their imagination and their 

creative thinking. 

Worksheets  

The use of worksheets is another methodological tool applied in the educational programmes 

including open or closed questions, multiple choice questions, matches, observance exercises, puzzles, 

selection and description of objects as well as creative expression assignments such as painting and 

drawing exhibits (Νικονάνου, 2009). This large variety of different actions help and guide the visitors to 

navigate the museum or regenerate their knowledge. Worksheets were used in the "Cooking Utensils" 

project and were the guide for the implementation of the musaeopedagogic action "Invitation to Lunch... 

at the Archeological Museum of Adbera" (fig. 10). 

Fig. 10: Archaeological Museum of Abdera. Educational programme "Invitation to Lunch... at the 

Archeological Museum of Adbera ".  Archive of the Ephorate of Antiquities of Xanthi. 
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Conclusion 

All things considered, we hopeto have presented the appropriate stimulus for a different 

approach of the museum sites and monuments, in the constantly changing field of attracting audiences, 

museums are moving from the inward management phase of cultural heritage to the phase of their 

transformation into living social, political and participatory spaces. The methods developed are 

obviously only some of the practices from a wider variety of methodological tools that one can come 

across in theory and in the practical implementation of the principles of museopaedagogical science. 

The challenge remains open to all of us in order to succeed, as long as there is a participating audience 

that is eager for knowledge and experience, in continuing to make educational use of cultural heritage, 

by identifying ways and methods to develop a more meaningful and solid relationship with the public, 

closer to the anxiety and aspirations of modern times. 
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Περίληψη  

This article outlines the strategy and approach of the Archaeological Museum of Komotini 

for the redevelopment and transformation of its educational programmes. An project that 

started in 2013 designed by its museum learning team and the collaboration of the schools 

and the local community. After a lot of efforts the Museum managed to increase the 

visitors’ numbers, offer the visitors a unique experience, redefine its role and impact on 

society and become a vivid institution. 

 

Περίληψη  

Το άρθρο επικεντρώνεται στην προσπάθεια αναβάθμισης και ανανέωσης της 

εκπαιδευτικής πολιτικής του Αρχαιολογικού Μουσείου Κομοτηνής, η οποία ξεκίνησε 

το 2013. Έπειτα από συντονισμένες προσπάθειες, την ανάπτυξη εκπαιδευτικού 

σχεδίου από τη μουσειοπαιδαγωγική ομάδα της Εφορείας Αρχαιοτήτων Ροδόπης 

και την εμπλοκή τόσο της εκπαιδευτικής όσο και της τοπικής κοινότητας, το 

Μουσείο κατόρθωσε να αυξήσει τους επισκέπτες του, να τους προσφέρει μοναδικές 

εμπειρίες, να επαναπροσδιορίσει τον ρόλο του  και να αποτελέσει ζωντανό 

οργανισμό της περιοχής. 

 

Λέξεις-κλειδιά: educational programmes, transforming museum learning 

Εισαγωγή  

This article outlines the Archaeological Museum’s of Komotini strategy and 

approach of the redevelopment and transformation of its educational programmes, 

as designed by its museum learning team, in order to reframe the ancient cultural 

heritage, to improve visitor learning capabilities, to meet the new needs of the 

visitors, increase their numbers, offer them a unique experience and reshape the 

museum.   
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This article outlines the Archaeological Museum’s of Komotini strategy and approach of 

the redevelopment and transformation of its educational programmes – the heart of every 

museum –, as designed by its museum learning team, in order to reframe the ancient 

cultural heritage, to improve visitor learning capabilities, to meet the new needs of the 

visitors, to enrich their experience, increase their numbers, offer them a unique 

experience and reshape the museum.   

In the modern educational reality it is considered pretty clear that the learning role of 

the museum is being reframed as a powerful procedure that encourages the visitor to 

(re)think and to (re)act. The benefits of museum learning are well-established. Education, 

lifelong learning, entertainment, experience, social inclusion  and free will have been 

recognized by museums as a priority for their visitors. Museums are seeking for new 

modules to fulfill their educational role in a demanding society (Kotler&Kotler, 2000) and 

are struggling to offer valuable experiences. Museum learning has more than ever the 

power “to inspire civic engagement, leading to personal, social and community benefit, 

and to the growth of our creative economy…to transform lives and… to  engage individuals 

and communities who are hard to reach through formal education and institutionalized 

culture” (Rogers, 2009:3). 

The Archaeological Museum of Komotini is a small public museum, inaugurated in 

1976 in order to host and exhibit the findings of the excavations in the entire region of 

Thrace. The exhibits date from the prehistoric period to the byzantine era and are 

presented in a chronological context. It is the first archaeological museum exhibiting the 

entire Thrace, designed by Aris Konstantinidis, a remarkable Greek architect, and it was 

one of the first museums nationally that developed educational programmes during the 

80’s (Ξανθοπούλου, 2000). Nowadays it is rather an old fashioned museum, often 

extremely quiet, including labels and showcases almost 50 years old, intact by time, and a 

building with severe problems. Therefore the need for its re-exhibition is urgent (image 

1). 

Although the museum was educationally aware since very early, in the beginning of 

the new millennium different reasons led to the abandonment of the educational 

programmes, its isolation and introversion. For many decades, when the rest of the 

museums worldwide were welcoming the challenges of new museology (Vergo, 1989; 

Stam, 1993; Halpin, 1997; Ross, 2004; McCall&Gray, 2014) and seeking into the visitors’ 

experiences, the Archaeological Museum of Komotini was turning into a mausoleum, 

counting less than a thousand visitors per year. We had no idea who our visitors were, we 

did not know how to engage them or to collaborate with them (Hooper-Greenhill, 1994), 

but we knew that our museum had become a place that none wanted to visit.  It was 

actually dying.  

In 2013 when the economical crisis hit Greece, many museums were closed due to 

financial reasons and the danger to become our museum one of those was enormous. At 

that time, the Archaeological Museum of Komotini took the decision to develop a 

communication policy, as well as to design an educational strategy in order to become a 
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vivid, enjoyable and community engaged institution and to improve the preservation of 

the heritage (Hooper-Greenhill, 1991). At that time, the museum was one of the very few 

heritage institutions in a wide geographical area which hosted the ancient cultural 

heritage and it was clearly something we could take advantage of. The process of the 

brainstorming was long, however  the results came out quite fast, actually just within a 

year. 

The first thing to do in order to meet up with the contemporary visitors’ expectations 

and shift our interest to the audience was to redevelop and transform our museum 

learning,  that was last time renewed in 1995. Important decisions were made in the 

initiation phase that took into consideration the context in which the museum operated. 

During this phase was determined the target group as the primary and secondary schools 

of Thrace. In the second phase, the plans were elaborated upon in terms of content and 

practical matters and tested for feasibility. On the basis of the target group and content, 

the first ideas for methods were brought to the table among the curators and the museum 

educators (Van Veldhuizen, 2017: 4). Taking under consideration the fact that educational 

programmes supplement what the kids learn in the museum on their own, in the design 

phase, various multidisciplinary programmes were developed. After that, they were ready 

to be implemented and then evaluated. 

In the first phase, in order to design the new educational material and create resources 

as toolkits, worksheets and activity packs, we had to contact and meet with the teachers of 

the local schools. As at that moment school groups were our first and most important 

target group and we needed to deepen the partnership with the schools, we had to know 

what the students really liked and what their expectations from the museum were. For 

that, we run professional development sessions and we organized many workshops for 

teachers that proved to be quite valuable. Interviews and meetings with education 

professionals engaged them with our collections and exhibits, helped us gain an aspect 

into the learning theories used within the school context and made us think which of the 

theories and methodologies would be appropriate for an environment of non formal 

learning, such as the museum (Hooper–Greenhill, 1998; Hooper–Greenhill, 1999; Hein, 

1998; Hein, 2005).  
Right after the dialogue, the sessions and the feedback we received from the school 

educators, we started thinking of relevant and engaging themes that could be approached 

throughout our very limited permanent exhibition. After that we started creating the 

educational resources’ content, shifting from the didactic transmission model to using 

constructivist and experimentalist learning methods (Νικονάνου, Μπούνια, 

Φιλιππουπολίτη, Χουρμουζιάδη&Γιαννούτσου, 2015). 

It is important to consider the fact that at that time the Archaeological Museum of 

Komotini was quite out of date as far as the labels and showcases were concerned, and no 

technologies or interactives were included in its exhibition. For the stimulation of the 

visitors we were counting exclusively on the exhibits. So, we soon realized that the objects 

were our only weapon to intriguer the visitors and start building a relationship with them. 

In addition, it is worth mentioning that the budget was too small to dream big. 

In the meantime, while designing the new educational era in a museum without having 

a special hall for educational programmes, a lot of things were going on at the museum’s 

backstage: new colorful suitable for young ages furniture and pillows were bought (image 
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2), social and mass media were informed about learning in the museum and university 

students were accepted as volunteers in order to help us interpret our heritage. The 

Museum called everyone to share the news for its transformation and the response to the 

call was massive: Journalists, bloggers, professors, teachers, museum educators, heritage 

professionals were willing to help our goal and contribute to the rebirth of the museum in 

terms of education. For that, special brochures were designed and addressed to every 

school in Thrace, in order to learn about our new educational programmes and 

participated to them.  

Before the visit, the educational department of the Museum had sent an information 

leaflet to every school and educator that wanted to experience our programmes with 

his/her class. The information included the structure, the techniques and the methods 

used, as well as some activities for before and after the visit. This leaflet was a basic step 

before the visit and helped the teachers to understand what they were about to 

experience. 

People with special needs, mentally ill, disabled, visually impaired, pupils from special 

schools, intercultural schools with minorities, second chance education schools, remoted 

mountainous schools, were included in our all inclusive educational programmes and 

participated to them. It has been an extremely productive period both for the museum and 

for its employees, as everybody felt engaged to the new plan and was enthusiastic to see 

the results of this huge effort. 

The first educational programmes that designed for primary and secondary education 

were many in numbers, were implemented daily and regularly, included a variety of 

themes and were addressed to different classes. Summarized, they are as followed: 

In the beginning of the reformation project,  we introduced programmes for small ages 

that were focused on the first museum experience of the children. These programmes 

were designed to make the museum visit an enjoyable and playful experience, using 

meanly experimental methods, handling objects and discovery activities, as well as arts 

and crafts ventures. Next, was introduced a programme about connecting the past through 

toys. That programme was quite an experience for our museum participants, as it involved 

hands on toy replicas (image 3), favorite indoor or outdoor games and the use of ancient 

toys. Another programme aimed to familiarize the participants with mythology. The Greek 

pantheon as well as locally worshiped gods were to explored through the votive exhibits 

and the mutual religion habits were among the topics discussed and practiced. Moreover, 

during a project about Neolithic Thrace, the participants gained an insight to the 

settlements of the Neolithic people. Furthermore, cavemen, cave art and Paleolithic life 

style were some of the topics and activities concerning another programme of the 

museum, that included face painting and crafts as collaborative group work (image 4). 

Also, based on activities for children adopting the role of the excavator and the 

conservator, was one of the most successful programme and quite popular among all ages. 

Archaeological digging, discovery, spontaneous learning and hands on experience were 

some of the techniques used by the educators to make kids understand the procedure of 

an finding becoming an exhibit (image 5). Even Orpheus, the musician god of Thrace, was 

a topic discusses in a programme that included drama and improvisation, digital media 

and production of comics. Apart from the themes that were connected to the ancient 

Thracian heritage and to museum objects, we experimented also with a programme about 
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the Egyptian civilization, which was proved to be quite popular among schools. It was a 

very good example that educational programmes in the museum could involve any kind of 

cultural heritage. 

     Ancient pottery, the use of ceramic wheel, the different shapes of vases, their painting 

techniques and their themes were the subject of another programme addressed to high 

school pupils. In advance, the importance of the Thracian sea, the power of sea and wind, 

the ancient voyages, the trade and the shipwrecks, were explored throughout a special 

exhibition that was presented for a couple of years in the museum (image 6). 

      For encouraging intercultural discussions and open dialogue with the local community, 

programmes about travelling and the value of sharing ideas and cultures were also 

discussed using – among other methods – self-guided learning based on personal 

experience (Macha – Bizoumi&Dalakoura, 2020). 

     For the remoted schools that were unable to visit us, special toolkits involving different 

subjects were prepared and the activity packs were sent to the schools.  

      In the end of every programme an evaluation form was given to the teachers and they 

were asked to be objective about  their answers in the questionnaire. This questionnaire 

was a extremely useful tool and helped us redesign  a lot of our programmes and 

reconsider the motivations of our visitors as well as their preferences.  

     The results of the transformation project of the museum were beyond our expectations. 

From 2013 to 2019, the museum visitors increased from 1000 to 7000 per year. 5000 

pupils took part to the programmes annually. The museum had finally become a vivid, 

popular, non formal learning, cultural and heritage centre of the area. Nowadays, schools 

revisit regularly our museum and connect it to their formal learning style. The youth of the 

city recognize the exhibits, feel comfortable visiting the museum and love their local 

history. They are even interested in the archaeological sites, from which the objects 

derived, and they ask to pay visits to them as well. We face an explosion of cultural 

heritage interest! 

        To be able to perform many programmes per day, we had to ask for new 

collaborations. In that case, we collaborated with the Democritus University of Thrace and 

we trained university students to process the programmes. It is always an enjoyable and 

playful experience both for the Museum and the University.  

      When the educational programmes for school groups had become widely known and 

the results of the evaluations were the ones desired, we stepped into a new project that 

involved a new target group: the families, who seeked extraordinary experiences in safe 

environments (Νικονάνου, Μπούνια, Φιλιππουπολίτη, Χουρμουζιάδη&Γιαννούτσου, 

2015). Storytelling (image 7), parent - children interaction in the museum, activity trails, 

creative workshops, meeting different ancient world civilizations, such as the Romans, the 

Egyptian and the Vikings are some of the family educational programmes that happened in 

the museum during weekends and made it a competitive place for playful activities and 

family sharing moments (images 8 -9). 

     After a couple of years, the educational programmes for the youth attracted the interest 

of the adults too. The abundance of the educational activity drew the attention of visitors 

who seeked for alternative and lifelong learning experiences and asked to get involved. 

New programmes and events were designed and launched on weekends. Finally, within 

some years of effort, the museum became an extrovert centre of tangible and intangible 
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culture:  art workshops, conferences, music concerts, theatrical performances, art 

exhibitions, literature events, arts and crafts sessions, book presentations and many more 

were hosted regularly. We even visited several times the local prison and talked with the 

prisoners about their past museum experience. Soon, the local archaeological museum of 

Komotini was praised by the Hellenic Ministry of Culture and Sports, as its communication 

and educational policy was competitive to the policy of the national museums. Some 

months ago the museum received European funding for its educational programmes and 

for its renovation and re-exhibition. It has been a moment of great satisfaction for 

everyone that had worked so hard to achieve it.  

        The communication between the museum and the local community is now stronger 

than ever. The visitors seem to look beyond the background and focus on the exhibits. Few 

seem to really care about the old type of the museum’s exhibition. The Archaeological 

Museum of Komotini is no more a place of silence and it will never be again.  

     Nearly ten years after our first transformation efforts, in an new era of the virtualization 

and augmented reality, our Museum faces again new challenges. We know from now that 

after its upcoming re-exhibition we are going to redefine our role, reframe our impact on 

local society and transform our educational policy once more. After all, having an 

audience-centric instead of an object centric-institution and working across all audiences 

is what we had wished for our educational policy. However, we realize that the transition 

and the reposition of the Museum is going to be easier in the future, as now we are 

strongly connected with the community and we are going to have a modern museum 

exhibition that will be of great advantage to our projects.  

        So what to wish next? New collaborations with the local community and long term 

goals for delivering accessible cultural learning experiences for all visitor ages and levels. 
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Image 1. The permanent 

exhibition of the Archaeological 

Museum of Komotini 

(© Ephorate of Antiquities of 

Rhodope) 

 

Image 2. Transforming the 

permanent exhibition of the 

Archaeological Museum of 

Komotini to an educational hall. 

(© Ephorate of Antiquities of 

Rhodope) 

 

Image 3. Hands on activities at 

the Archaeological Museum of 

Komotini. 

(© Ephorate of Antiquities of 

Rhodope) 
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Image 4. The educational 

programme of the 

Archaeological Museum of 

Komotini about the Paleolithic 

era. 

(© Ephorate of Antiquities of 

Rhodope) 

 

Image 6. The educational 

programme of the Archaeological 

Museum of Komotini about the 

Thracian Sea. 

(© Ephorate of Antiquities of 

Rhodope) 

 

Image 5.  The educational 

programme of the Archaeological 

Museum of Komotini about the 

excavation practice. 

(© Ephorate of Antiquities of 

Rhodope) 
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Image 7.  Storytelling for families in 

the Archaeological Museum of 

Komotini. 

(© Ephorate of Antiquities of 

Rhodope) 

 

Image 8.  The educational 

programme of the Archaeological 

Museum of Komotini about the 

ancient Egyptian civilization. 

(© Ephorate of Antiquities of 

Rhodope) 

 

Image 9.  The educational 

programme of the Archaeological 

Museum of Komotini about the 

Viking civilization. 

(© Ephorate of Antiquities of 

Rhodope) 



1 
 

Playful readings of an artwork  

or how a book can “sneak into” a museum 

 

Παιγνιώδεις αναγνώσεις ενός έργου τέχνης  

ή πώς ένα βιβλίο μπορεί να «τρυπώσει» σε ένα μουσείο 

 

Dr. Anna Afentoulidou 

Coordinator of Sustainability Education 

Eastern Macedonia and Thrace Prefecture 

aeif.afent.anna@gmail.com 

6972030861 

 

 

Abstract 

How can we approach the exhibits of a museum in a creative way so that we can attract students' 

interest in museums and instill pleasure? How can an artwork come to “life” and how can students 

participate in this “reanimation”? How can a book “sneak into” a museum? How may approaches 

concerning Children’s Literature be incorporated in Museum Education? How can we use the 

“tools" of postmodern fiction and the logic of hypertexts to approach an artwork as a museum 

exhibit? In the following paper, an effort is made to give answers to the above questions and raise 

new concerns at the same time.  

 

Key-words: museum education, children’s literature, hypertexts, postmodern approach 

 

 

Περίληψη 

Πώς μπορούμε να προσεγγίσουμε τα εκθέματα ενός μουσείου με έναν δημιουργικό τρόπο έτσι 

ώστε να προσελκύσουμε το ενδιαφέρον των μαθητών/τριών; Πώς μπορεί ένα έργο τέχνης να 

«ζωντανέψει»  και πώς μπορούν οι μαθητές/τριες να συμμετέχουν σε αυτό το «ζωντάνεμα»; Πώς 

μπορεί ένα βιβλίο να «τρυπώσει» σε ένα μουσείο; Πώς μπορούν προσεγγίσεις από τον χώρο της 

Παιδικής Λογοτεχνίας να εφαρμοστούν στη Μουσειακή Εκπαίδευση; Πώς μπορούμε να 

χρησιμοποιήσουμε τα «εργαλεία» της μεταμοντέρνας γραφής και τη λογική των υπερκειμένων 

στην προσέγγιση ενός έργου τέχνης ενός μουσείου; Μέσα από την εισήγηση που ακολουθεί 

γίνεται προσπάθεια να δοθούν απαντήσεις στα παραπάνω ερωτήματα και παράλληλα να τεθούν 

νέοι προβληματισμοί.  

 

Λέξεις-κλειδιά: μουσειακή εκπαίδευση, παιδική λογοτεχνία, υπερκείμενα, μεταμοντέρνα 

προσέγγιση 
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Introduction 

“Playful readings of an artwork or how a book can “sneak up” in the museum” is a creative 

program that connects museum education and children's literature. Our learning goals are to 

achieve:  

• Learning and awareness for contemporary issues and problems aiming at safeguarding cultural 

heritage and protection of the environment  

• Cultivating empathy, acceptance and interaction with the ‘other’, aiming at peaceful and 

harmonious co-existence  

• Development of imagination and creativity in order to be able to imagine a different world  

• Observation and sensitization towards artistic creations (visual, literary, musical, etc. works) as 

well as acquaintance with their creators 

• Aesthetic enjoyment and release of their creative forces in the production of texts, musical 

works, artistic creations, theatrical expression, etc. 

The questions we are asked to answer through this project are: 

a. How can we approach the exhibits of a museum in a creative way so that we attract 

students’ interest in museums and instill pleasure?  

b. How can we “bring an artwork to life” and make students participate to this 

“reanimation”?  

c. And how is children's literature related to a program of museum education? 

Our suggestion is that in order to approach an artwork, we may use the basic principles of 

teaching children’s literature and also the "tools" of postmodern fiction as well as the logic of 

hypertexts. A hypertext is a particular kind of text that allows the readers to skim through it in a 

non-linear way as it consists of different “paths” and “links” (Landow, 2006). In comparison to 

the ordinary printed texts, hypertexts present significant differences that relate to their structural 

characteristics and differentiate the reading process (Landow, 2006). 

The proposed program is suitable for primary school students but with the appropriate 

adjustments it can also be applied to classes of other educational levels. 

 

About a reading program: Three key-words 

The aim of reading literature is for young students to familiarize themselves with the book itself, 

the process of actually reading and the gradual consolidation of a relationship between the young 

reader and the literary text (EKEBI 2012). This familiarization requires the development of 

motives in order to enchant the reader into the world of books and, in turn, to enable them to love 

the entire process. Ada Katsiki-Givalou notes that “the text, the book in general, must intrigue the 

reader-student so as to establish a dialogue between the two, to create a curiosity about the 

characters and the unfolding plot” (Κατσίκη- Γκίβαλου 2008).  

The first keyword is the word that will gain the attention of the reader and is, of course, 

no other than the word “pleasure”. Considering that “the element of enjoyment –which goes hand 

in hand with reading a literary text- is the attracting feature that will allure the recipient into the 

world of books” (Κατσίκη- Γκίβαλου 2008), the pleasure of reading is derived from the 

involvement of the reader with the unravelling events of the narrative (Καλογήρου & Λαλαγιάννη 

2005). In fact, modern literary theories tend to support the above notion, emphasizing the role of 

the reader and the process of interpreting and interacting with a text. Keeping this in mind, a 

teacher may be able to exploit this literary path of discovery “by involving the student in a game 

of reading literature, thereby transforming the indifferent perusal of a text into an active and 
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critical product” (Κατσίκη- Γκίβαλου 2005). The active participation of the reader, then, 

constitutes the second keyword of a literature program. 

The cultivation of reading becomes possible when the relationship between the reader 

and the literary text is based on joy and elation, just as in playing a game (Αγγελοπούλου 1994). 

This brings us to the third keyword. Christian Poslaniec stresses that “successful reading …is the 

creative energy emerging from the connection between play and imagination” (Ποσλανιέκ, 1992). 

Playing and reading appear to have a strong affiliation and for this reason, the concept of play can 

be viewed as being the most significant of all three keywords in reading literature. In particular, 

the idea of ‘play’ is so empowering in that it functions in unison with the previously mentioned 

notions of pleasure and actively engaged participants. 

 

Postmodern fiction in a reading and a museum education program 

Ιn postmodern fiction we have a change of perspective; the postmodern writer adopts and uses 

techniques and strategies which reveal to the reader that what he reads  is a construction or a 

play, and that is what he also does: he plays and experiments with the texts; and a text, in 

academic terms, is not only written materials (books, magazines, newspapers etc.) but also, 

movies, paintings, television shows, songs, political cartoons, online material, advertisements, 

maps, works of art, and even rooms full of people. Ιn brief, if we can look at something, explore it, 

find layers of meaning in it, and draw information and conclusions from it, we’re looking at a text 

(What is a text, n.d.). 

Some of the key features of postmodern fiction are metafiction and inter-textuality. 

Metafiction is a term given to fictional writing which self-consciously and systematically draws 

attention to its status as an artefact in order to pose questions about the relationship between 

fiction and reality (Waugh, 1984). The definition of intertextuality includes: “a mosaic of 

quotations; any text is the absorption and transformation of another. The notion of intertextuality 

replaces that of intersubjectivity, and poetic language is read as at least double” (Kristeva, 1986: 

37).  

Children's literature can display postmodern characteristics through (for more on this topic 

see the dissertation: Αφεντουλίδου, 2015): 

a. An invitation to co-shape the protagonist 

Gianni Rodari in his story “Adventure with the TV” invites the reader to co-shape the protagonist: 

"One night Mr. Verucci was returning from work. Mr. Verucci could be a postman, but he could also 

be a dentist. We can do whatever we want with him. Should we put a mustache on him? Α beard? Let 

him have a mustache and a beard. Let's try to imagine how he is dressed, how he walks, how he talks. 

Now he is talking to himself… Let's listen to what he says… "(Ροντάρι, 2011:157).  

In the case of an artwork, that could be translated as an art-creation that one can "play with”, 

such as the parodical representations of the Mona Lisa, like Andy Warhol’s Colored Mona Lisa 

(1963) or Botero’s Mona Lisa (1978). Another “postmodern” approach of an artwork is the 

paintings from which a person “escapes”, that is images that break out of their frames (Cigarette 

break, Banksy, image 1) or create this effect through a technique known as trompe l'oeil, 

approaches that aim to blur the boundary between real and fictitious space (Grovier, 2016).  
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Image 1 

Cigarette Break, Banksy 

https://www.artofthestate.co.uk/archive/banksy-2/banksy_versus_bristol_museum_004_cigarette_break/ 

 

b. Intertextuality 

A typical example for an interrelationship between a text and other texts is the book The Three 

Little Wolves and the Big Bad Pig by the author Eugene Trivizas, a twist on the classic tale “The 

three little pigs” where the roles of the pigs and the wolf are reversed. The intertextuality in the 

case of an artwork can be expressed through a painting where three depicted people of different 

paintings meet in one (such as the Scream and Selfie of Four classical paintings mash up, image 2).  

 

Image 2 

Scream and Selfie of Four classical paintings mash up (fotoshop, MindChirp) 

https://www.redbubble.com/i/art-board-print/Scream-and-Selfie-of-Four-classical-paintings-mash-up-Mona-Lisa-

Girl-with-a-Pearl-Earring-The-Scream-The-Starry-Night-by-MindChirp/46124615.7Q6GI 

 

 

Methodology of approaching a book 

The methodological scope suggested in such projects is a combination of research-based, 

collaborative, actively-participating approaches, in unison with experiential learning techniques. 

The Project Based Learning Method (PBL) is considered most appropriate as it can entail all three 

phases of Reading and is implemented through experiential learning techniques. Schematically, 

the three phases can be described as follows: 

1st  phase: before the reading (Pre-Reading phase).  

 The aim is to trigger reading processes, motivate students to read and to create an 

environment that introduces the student to what will follow so as to provoke his interest. 

2nd  phase: the main reading (While-Reading phase) 

https://www.artofthestate.co.uk/archive/banksy-2/banksy_versus_bristol_museum_004_cigarette_break/
https://www.redbubble.com/i/art-board-print/Scream-and-Selfie-of-Four-classical-paintings-mash-up-Mona-Lisa-Girl-with-a-Pearl-Earring-The-Scream-The-Starry-Night-by-MindChirp/46124615.7Q6GI
https://www.redbubble.com/i/art-board-print/Scream-and-Selfie-of-Four-classical-paintings-mash-up-Mona-Lisa-Girl-with-a-Pearl-Earring-The-Scream-The-Starry-Night-by-MindChirp/46124615.7Q6GI

