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 The actions align with the actual reading, comprehension and analysis of the book.  

3rd  phase: after the reading (Post-Reading phase) 

 The activities related to the book are expanded. The students proceed to activities that 

arose in the process and are related with issues and concerns that emerged from the book 

(Curriculum, Ministry of Education and Religious Affairs, 2007) 

In the case of a visit to a museum this can be adjusted as follows: 

• Before the visit: Creating the right learning environment /stimulating students’ interest 

in the artwork 

• During the visit: Being acquainted with the artwork / Getting to know the artwork 

better 

• After the visit: Expanding the activities 

 

An example 

A pair of gold earrings with lion heads (4th century, found in a woman's tomb), which are exposed 

in the Archaeological Museum of Abdera (Xanthi, Greece) becomes the triggering point to develop 

the suggested program.  

For our purpose we use an experiential approach that involves visual, theatrical, musical 

and linguistic expression in front of the artwork, theatrical performance, dramatization, role 

plays, artistic creations, acquaintance with various painting techniques, creative writing, 

continuation of stories and creation of new ones, linguistic games using various techniques, 

musical-kinetic games, music-soundtracks etc.   

a) Before the visit:  

In order to stimulate the imagination of our students we put some questions and we encourage 

them to make assumptions using the technique of Gianni Rodari What would happen if… (Ροντάρι, 

1985)? What is this? What is depicted? Where was it found? What material do the earrings seem to 

be made of? What if I found them? What would I do? Would I wear them? Would I give them away? 

Would I change them? What form would I give to them? The next step is to choose a children's book 

(a story/a fairy tale) that does not seem to be related to the "earrings" e.g. The wolf is back by  

Geoffrey De Pennart ( De Pennart, 1994, watch on YouTube: 

https://www.youtube.com/watch?v=o0k_TYTQQrU); then, we print the artwork on a slide and 

place it in the plot on a page of the book. What role does this play? E.g. for the case of The wolf is 

back the earrings can decorate the mailbox as a design or can be worn by the mom-goat of the 7 

little goats or -why not?- by the evil wolf. How does this change the main story of the book?  

b) During the visit: 

In this second phase the interest focuses on the earrings and our purpose is to find out more about 

them. Through a playful approach the students try to get pieces of information (e.g. where the 

earrings came from) by conducting an interview or research as archaeologists or as journalists or 

even as inspectors who investigate the death of the woman in whose tomb the earrings were 

found (role-play). So, the students’ research looks forward to answering questions like these:  

a) Why did they put these earrings in the woman's tomb?  

b) Why might she have loved them more than others? 

c) Which item is most valuable to you? Why? 

d) Which animal would you choose to decorate your favorite object? 

 We are also making assumptions about what would happen if the artwork had a “voice”: 

• If the lions of the earrings came to life, what would they say? 

https://www.youtube.com/watch?v=o0k_TYTQQrU
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• What if we assumed that they “froze" while they were alive and were captured forever? 

What could be the reasons that “froze" them? (a spell, a camera that freezes the subject?) 

Some of these assumptions could be invested with musical-kinetic games as the following:  

 What would happen if the earrings fell down? What sound would they make? We combine the 

phonetic words/sounds of the book (Knock Knock, Toc Toc Toc, Boom boom) with the metallic 

sound from the earring and compose a piece of music that sounds maybe like... glig glig (earrings). 

c) After the visit: 

In this phase the artwork comes “to life” and follows the logic of hypertexts through an activity 

which “borrows” their playful character, eliminating the linear approach and simultaneously 

requiring the engagement of the students. The hypothesis is that the “earrings” decide to escape 

from the museum and the students have to make their own assumptions: where to? where do 

they want them to go? At this point, three options are offered, three “paths” to be chosen: 

i. Meet Picasso's brush? 

ii. Look for a lion guarding a gate?  

iii. Get lost in the depths of the seabed? 

 

i. Meet Picasso’s brush 

The students deal with questions such as: how is an earring worn? On the nose, on the ears? New 

assumptions are made to find what happens when the earrings go to Picasso’s lab and his “ladies” 

(portraits) wear the gold earrings from Abdera. The use of some visual thinking strategies can 

help the students examine the painting carefully.  But, first of all we can explore who Picasso is 

and what kind of female figure depicted in his portraits we choose to wear the earrings. Some 

comic and enjoyable graphics help us understand Picasso’s paintings.                              

(Images and quotation source: Mike Venezia, Οι μεγάλοι ζωγράφοι,  Αθήνα, εκδ. Modern Times, 

2003) 

 
 

 

 

 

 

 

 

 

  

 

 

 

Image 3 

“Where does Picasso get these ridiculous ideas from? 

-Shhh, he is coming with his new girl-friend” (Venezia, 2003) 
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Image 4 

“The paintings must look real just like me 

-Stop it! You tore me to pieces!” 

(Venezia, 2003) 

 

  

                       

 

 

 

 

 

 

 

 

 
 

Image 5 

“Imagine how he would have painted 

me if I had not been his friend” 

(Venezia, 2003) 

 

      

As mentioned, the students can choose what kind of woman they want to wear the earrings (e.g. 

a. A Skeptical one? b. A Sad one?), a choice that brings them in front of a “crossroad”:  

1. If you want her to be skeptical, choose three works by Picasso, think about what he thought when 

he painted them and show us a pantomime. 

2. If you want her to be sad, say, as fast as you can, three things that make you sad and your 

classmates will suggest three ways for you to be happy. 

 Another proposed activity concerns the material (gold) from which the earrings are made. 

The material leads us to the Myth of Midas, so that we can imagine that the earrings come from 

the river Paktolos which gushed gold or we can choose another material and make our own 

brand-new story: e.g., what would happen if the earrings were made of sugar?  

 

ii. Look for a lion guarding a gate? 

The logic of the hypertexts will be adopted and, in this case, the students will come across 

another crossroad. Thus, they have to choose which lion they would like to meet:  

1. A lion guardian? (Da Vinci's Mechanical Lion) 
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2. A robot lion scattering flowers? 

And after their choice, they have to choose again: 

1. If you choose Lion-guard, which of them do you prefer? 

✓ The Nemean Lion 

✓ The Lion Gate in Mycenae 

✓ The Lion of Amphipolis 

2. If you choose a robot lion that scatters flowers? 

✓ Da Vinci's mechanical lion, commissioned by Pope Leo X for King Francois I in 

the early 1500s to entertain the French monarch by walking and placing 

flowers at his feet 

3. If you get lost in the depths of the seabed? 

✓ Deities of water 

✓ Mermaid women 

✓ The book “The Little Triangle-Fish" by Vangelis Iliopoulos (Ηλιόπουλος, Β, 

1997) (https://www.youtube.com/watch?v=IGY9H48RJzw) 

 With any of these options, we can use stories such as the Myths of Aesop or children’s 

books such as How to hide a lion at school by Helen Stephens, while simultaneously reading, 

playing and connecting with each other. Or we can “explore” other animals in earrings, for 

instance in Benakis Museum or other museums, and work what “role” we could give to these 

animals. Maybe a pigeon-messenger? A dolphin-carrier? 

Furthermore, one more new assumption may stimulate the interest of our students: What if we 

fished in a sea or a river… 

• … a pair of earrings? Who might they belong to? 

• … something else? (make a new story such as The fisherman from Cefalu by Gianni 

Rodari (Telephone tales) 

The next crossroad brings the students in front of a new dilemma: 

• Do you want to discover known and unknown heroes at the bottom? 

• Do you want to discover archeological treasures under the sea? 

Needless to say, a postmodern perspective has no end; so, there is an “after” after the “happily 

ever after”. A new project can be connected to this present one: how can the earrings be related 

to a mirror?  

So, in Aigai (Vergina), in the tomb of a young girl (4th century BC) archaeologists found earrings 

and a small mirror, a bronze masterpiece. On the lid of the mirror, Eros, in the shape of a tender 

child, comes flying to embrace the god of lust and passion, Dionysus, who, in the form of a young 

man, sits on the rocks where the panther's hide is laid… 

Let us ask the mirror how this can go further: 

“mirror mirror 

on the wall… 

what's the future of them all”. 

 

 

 

 

 

 

 

https://www.youtube.com/watch?v=IGY9H48RJzw
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Module 2: Heritage educational programs in museums and archaeological sites
2.3.1: “Use of analogue tools for the development of educational programs in museums and archaeological sites”

“Review of educational material in Greek museums and
archaeological sites”

Loukia Angeli

Diamantoula Sotiropoulou



Heritage Educational Programs are organized by:

Greek ministry of Culture, Educational programs

Peripheral departments of Museums and archaeological sites

Employees of the museums

External affiliations- developers

Private museums

NGOs



Educational programs Ιnside a Museum or Archaeological Site

Guided tours Creation workshops

Simulation of heritage 
and museum activities

Games and treasure 
hunts



Simulation of an excavation- DIG IT program

DIG IT | World Heritage Journeys of Europe 
(visitworldheritage.com)

https://visitworldheritage.com/en/eu/dig-it/9ce0d1fb-14ad-4c94-ad7c-4ed010d50bf0


“Koroplastis for 1 day” Archaeological 
museum of Pella

http://www.pella-
museum.gr/informations/news/koroplastis/gia/mia/mera



Milos Minos museum-
HomoOryctus

Educational programs (milosminingmuseum.com)

https://www.milosminingmuseum.com/en/the-museum/educational-programs/


National Archaeological Museum- “The 
mummy of Nespakasuti”

https://www.namuseum.gr/education/i-moymia-toy-
nespakasoyti-a-gymnasioy/



Forms of 
educational 

material that 
can be found 
in museums

A) Analog  material
• Written material Pamphlets, Books, 

Supervisory material for the educator

• Museum kits Kits with educational 
material and objects that can be used by 
the educator

B) Digital material



Byzantine museum leaflet

Byzantine and Christian Museum (byzantinemuseum.gr)

https://www.byzantinemuseum.gr/en/educational_programme_dept/resources/










Christmas cards by the Byzantine and Christian Museum









Museum of contemporary art





Igoumenitsa museum- Markus the little Roman





http://www.igoumenitsamuseum.gr/view_sub_subpage/11/25
/ekpaideytika



Open resources created for COVID-19: Benaki museum #staysafe

https://www.benaki.org/index.php?option=com_
educations&view=education&id=983&Itemid=56
2&lang=en





Archaeological museum  of Thessaloniki: “In ancient 
Thessaloniki at the time of the pandemic”









Museum kits

• Cycladic museum

https://cycladic.gr/en/page/mousioskeues

https://cycladic.gr/en/page/mousioskeues


“Asian visitors in ancient Pella”

• Museum kit and role-
playing game from the 
Archaeological Museum 
of Pella

• Secondary education 
material 

https://www.pella-
museum.gr/informations/monuments/ekpaideytika-
programmata-deyterovathmias-ekpaideysis

https://www.pella-museum.gr/informations/monuments/ekpaideytika-programmata-deyterovathmias-ekpaideysis


“Let’s go to Acropolis” 
museum kit
“A Greek temple” kit

http://repository.acropolis-
education.gr/acr_edu/handle/11174/175?locale=el



National archaeological museum- ancient Greek toys 



Children’s art museum

• Human form

• I paint the tree

• I paint the animal

• I paint the sea

• I have a right 

• Diversity through art

https://www.childrensartmuseum.gr/view_subpage/37/moyseioskeyes



Children’s museum

• Mobile museum

• Museum kits

https://www.hcm.gr/



Thank you for your 
attention!!!



Module 2.3.2

“Review of digital museum tools and applications”











Benefits of museum digitization:

• Resurrect places and cultures lost to time - Rebuild 
ruins and find lost civilizations 
• Explore destinations beyond reach – Travel to 
places all across the planet 
• More freedom to manipulate objects in the 
collection 
• Blend education with entertainment - Students of all 
ages learn quickly and retain more information by 
living an experience rather than just reading about it



The Creation of Avdera VM and VR application

3D scanning of the museum

 Step 1:
A part of the museum was 
documented using the FARO 3D TLS 
X 130.

The team conducted: 
21 scans of the interior and 
4 scans of the exterior space.



The Creation of Avdera VM and VR application
3D scanning of the museum

 Step 2: 
Merging of the point clouds that 
resulted from the individual scans, 
using the FARO Scene software.

The final product was used:
1. as a spatial-geometric 

background for the creation of 
the GIS of the museum exhibits 
and

2. as the base for the development 
of the VR application. 

Faro Scene Software



The Creation of Avdera VM and VR application

Creation of 3D representations of selected exhibits. 

The selected exhibits were 
photographed using a special 
arrangement. 

The Sony Alpha a7 II camera (24.3MP Full 
Frame CMOS sensor) was mounted on 
the fixed metal curved bracket of the 
arrangement, while each exhibit was 
placed on the rotating circular platform. 

 Step 3:



The Creation of Avdera VM and VR application
Creation of 3D representations of selected exhibits. 

• The photo shooting of the exhibits was 
conducted from three different positions on 
the metal curved bracket. 
From each of these, approximately 50 
photographs were taken per complete 
rotation of 360o. 

• These photographs were used to create 3D 
representations of the objects via Agisoft
PhotoScan software.

• 3D models  exported in *.obj format and 
inserted in Geomagic Studio software,              
to clean noise, fill gaps, reduce polygons and 
reimported back to Photoscan to re-create 
texture.

Examples of 3D models.Agisoft Photoscan

 Step 4:



The Creation of Avdera VM and VR application

Creation of a database for characteristic museum exhibits.

 Step 5: 

A record sheet was created for the documentation of the selected museum exhibits, in which 
descriptive-thematic information was introduced, such as:

• Name
• Description
• Origin
• Material
• Type
• Category
• Date of discovery
• Name of whom conducted the documentation
• Dimensions, and weight
• State of preservation
• Deteriorations and pathology, 
• Conservation information, 
• Archaeometric information etc. 



The Creation of Avdera VM and VR application

Creation of a database for characteristic museum exhibits.

 Step 6: 

This information updated the Access 
database, which after this step included also 
fields such as 
• Photographs
• Drawings
• Documents
• Bibliographic references, etc.

The Database provides the possibility to add 
new fields, modify or delete old ones, the 
possibility to recall, update, store, and delete 
the information/recordings of the museum's 
exhibits, as well as controlled information 
provision according to the user's level of 
certification. 



The Creation of Avdera VM and VR application
Development of the VR application.

 Step 7:
The point clouds have been merged using the 
FARO Scene software, were saved as one single 
file.
The point cloud was then extracted into a (*.pts) 
format, imported to Autodesk Recap and 
converted to a (*.rcs) file so that it could be 
imported into Autodesk 3ds Max, which was used 
to create the final 3D model. 
Unreal Engine 4 was selected to create a VR tour of 
the museum.

The partial point 
cloud of the 
museum, 
corrected in FARO 
Scene software

Creation of a partial 3D polygonal model of the museum from the 
Imported point cloud using the Autodesk 3ds Max software. 

The 3D model inside the Unreal Engine 4 enviroment with lights and materials 
ready for export as a standalone VR application 



The Creation of Avdera VM and VR application
Final views of the VR application



The Creation of Avdera VM and VR application
Final views of the VR application



The Creation of Avdera VM and VR application
Final views of the VR application



The Creation of Avdera VM and VR application

Item information menuItem selection for examination

Final views of the VR application



The Creation of Avdera VM and VR application






 the Avdera Museum VR application has been developed to

• interact with the user in an attractive and instructive environment that allows one not only to 
experience but more importantly to respond to stimuli. 

 3-D imaging technology, which is used in electronic games and has a significant impact on young 
audiences, could constitute a complete learning environment, in which the user is actively 
involved and defines it "remotely" in terms of quality and content.

 It could also be a unique tool for recording the spaces and objects of a museum for purely 
scientific purposes, with various levels of accessibility by researchers. 



NATIONAL MUSEUM IN BELGRADE

https://vrallart.com/vr-exhibitions/

VISCONTI FINE ARTVALÉRIO ADAMI - VR EXHIBITION

The VR Museum of Fine Art The Museum VR



Creation of VR using 360o panoramas. 
Smithsonian National Museum of Natural History 360o VRP



Creation of VR using 360o panoramas. 

Louvre - The Body in Movement Benaki Museum of Greek Culture

Benaki Museum of Greek CultureVatican Museums



Creation of VR using 360o panoramas. 

User immersion: 

 There are two available modes of display a) website desktop view and b) VR mode, 
that can be viewed using a VR headset or glasses. 

 This virtual tour is made of virtual panoramic photos of the real museum, so the result 
gives the impression of being inside the actual museum. While in desktop mode the 
user is aware of it being a Virtual Enviroment and does not have a totally immersive 
experience.

 The VR mode is quite successful. It is presented via a website and it can be accessed 
by anywhere in the world via a PC or a mobile device. 



Creation of VR using 360o panoramas. 

User interaction with exhibits: 

 The user has the possibility of zooming in and out

 In desktop mode, the user can zoom on the exhibits

 There are no hotspots in all the spaces of the VM. 

 However, a very positive fact is that this VM gives the opportunity to view past exhibitions that 
are no longer on display.



Creation of VR using 360o panoramas. 

User Navigation: 

 Navigation within this VM is very easy

 The user can move inside the VM either by 
clicking on views that immediately change 
his/her position or by clicking arrows on the 
floor.  

 The user can have a look around the space 
by using a common mouse but also by using 
the arrows that appear on the screen. 



Creation of VR using 360o panoramas. 

1. Kuula
Price: Starting at $12 per month

2. 3DVista Virtual Tour Pro
Price: $559 – One-time fee

3. CloudPano
Price: Starting at $10 as a one-time payment

4. Pano2VR
Price: $161 – One-time fee

5. My360
Price: $45 per month

360° VR Software

6. Matterport
Price: Starting at $10 per month

7. Panoskin
Price: Starting at $20 per month

8. Immoviewer
Price: Starting at $69 per month

9. krpano
Price: $172 – One-time fee

10. Ricoh Tours
Price: Not publicly provided by vendor

https://kuula.co/
https://www.3dvista.com/
https://www.cloudpano.com/
https://ggnome.com/pano2vr/
https://my360tours.com/
https://matterport.com/
https://www.panoskin.com/
https://www.immoviewer.com/
https://krpano.com/
https://www.ricoh360tours.com/


Creation of VM using digital photogrammetry and 
making it accessible via Sketchfab

Example 2:  Picture gallery of the Hallwyl MuseumExample 1: The first floor of the Hallwyl Museum



Creation of VM using digital photogrammetry and 
making it accessible via Sketchfab

Example 3:  The Hintze Hall of the Natural History Museum in London



Creation of VM using digital photogrammetry and 
making it accessible via Sketchfab

 The digital photogrammetry pipeline that is used for all commercial and non-commercial 
software is generally performed in four steps that are:

1. photo-alignment
2. construction of the dense cloud
3. construction of the mesh
4. creating of texture 

Sketchfab:
 user-friendly platform partial free
 possibility to incorporate information inside the VM with spots called “annotations”
 variety of built-in features of recreation lighting conditions, giving better visual final results

The goal of this method is to create 3D models and textures in which the user can zoom in to 
see fine details but at the same time to view them online on a normal laptop. 
A proposed suggestion in terms of advancing the existing work would be to redirect users at 
a 3D object within Sketchfab itself, combining in this way the VE of the museum and the 
digital 3D model library. 



Conclusions

 The examples mentioned above, indicate that the use of 360o panoramas in order to represent a 
museum or exhibition space in VE is quite diffused for several reasons:

• there are several software applications that make the VR tour creation a standardised
process, that can be applied by not-specialised museum staff. 

• the final result is quite a user- friendly

 If a VR tour of a museum is meant to serve educational and entertainment purposes, then a high 
level of interaction between user and VE is necessary. 

 In order to offer a highly interactive experience the use of hotspots is needed. These usually 
constitute links to a URL address, an HTML page or a digital document (like a photograph or text). 
However, as technology progresses it is believed that VR tours should incorporate 3D models of the 
exhibits that the user could manipulate and observe from all angles. 



Thank you for your attention!
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 Abstract 

 

This essay uses the concept of inquiry in museum experience in order to describe a new perspective 

of museum experience through drama and inquiry in museum learning environment. Inquiry drama 

allows a different and meaningful way of interaction and communication with museum exhibition. 

Based on Museum Studies, theorical and empirical research about the connection between drama, 

theatre and museum (Hooper- Greenhill, 2007; Bennet, 2012), this essay suggests an approach that 

gives voice and meanings to the museum exhibition through pedagogical tools and drama 

techniques.  

 

Keywords: inquiry drama, inquiry museum experience, drama in museum education. 

 
 

1. Introduction 

 

This essay refers to WP2 and one of the presentations entitled “Museum and Inquiry 

Drama: A new perspective”. It attempts to attend in the multicultural and intercultural 

workshop WP2, to exchange ideas and knowledge with academics, education and museum 

professionals, administrative staff in order to enrich the experiences, pedagogical practices 

and methodologies used in programs about heritage and culture. The topics of the 

workshop are connected with relevant policies and programmes on cultural heritage that 

the European Commission has developed (https://www.coe.int) . UNESCO also encourage 

more people to discover and engage with world cultural heritage, and to reinforce a sense 

of belonging to a common space. (https://en.unesco.org) . 

Considering this universal prospective of multicultural inquiry-based learning, 

experimental an interactive educational scenarios, inquiry and drama in curriculum, for 

example inquiring history through drama, it is confirmed that Drama and inquiry is a 

modern, holistic and multi essential approach of culture and heritage, of museums, 

archaeological sites, of cultural landscape.  

Based on this prospect of art, inquiry, culture and education, the purpose of this essay is 

to connect Drama, Inquiry and Museum as an interactive and promising approach of culture. 

Another goal is to describe a new perspective of museum experience through inquiry and 

drama techniques. The theoretical frame of the essay includes approaches about the 

https://www.coe.int/
https://en.unesco.org/
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connection between drama, inquiry and museum environment. The empirical frame refers 

to museum programmes using inquiry and drama in local museums in North Greece, 

especially programmes that the author designed as a researcher in Drama Education and 

Museum Studies and as a partner in museum educational programs of the Historical 

Museum of Alexandroupolis. 

 

2. Theoretical frame  

 2.1 Inquiry in formal and informal education 

 

The theoretical and empirical approaches of drama in education, museum studies, drama 

and museum experience (Hooper-Greenhill 2007; Bennett 2012) confirm that inquiry and 

interaction are basic elements of museum and drama education. Drama meets museum in 

education because both of them, drama and museum, include the key-words inquiry, 

experiential learning, creating meanings, spiritual, emotional and embodied experience 

(Bridal 2002; Karagianni & Papadopoulos 2019a).  

In this point, it is significant to underline that inquiry, reflective and experiential learning 

are important issues, not only in formal education (Moon 2006) but also in non-formal 

education, such as in museum education (Hein 2004). Inquiry in museums is connected 

with intellectual actions, curiosity, meaningful and experiential learning, as George Hein 

suggested (1998, 2004).  Experiential learning, empathy, constructing our own 

understanding/meaning through museum exhibitions, require participation and inquiry, as 

figure 1 presents (fig.1). 
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2.2. Inquiry and Drama 

 

Inquiry is also significant in Drama, not only in formal but in non-formal education, so that 

research, projects and workshops lately focus on Drama approaches (Jackson & Kidd 2007). 

Inquiry in drama is suggested by Neelands (1990) as a participatory process, a multi-

dimensional and creative access to the curriculum through theatrical form (Neelands & Goode 

2015). The inquiry approach to drama was also developed by Process Drama, Theatre of the 

Oppressed and Forum Theatre (Boal 1982), and Mantle of the Expert (Heathcote & Bolton 

1995). Drama for meaningful learning, creativity, personal and social development indicate 

the need of more action and re-action, inquiry and re-inquiry in schools, museums, 

archaeological sites, cultural landscape.  

Heathcote’s approach in students responsibility for constructing their own knowledge 

(Heathcote et al. 1995) is relevant to Falk and Dierking’s approach to free choice and 

meaningful museum learning (Falk et al. 2016).This view of museum experience through 

drama and inquiry lead to the education proposal of this essay, where inquiry and drama, 

especially inquiry drama, consist interactive participation in museum and deeper 

understanding of the past, present -or even- of the future based on exhibits, exhibitions and 

drama techniques. Most of all, this essay utilise to visitors’ responsibility for meaning making 

and approaching holistic learning, a significant issue when students are visitors-participants 

in museums. 

The term Inquiry drama refers to an interactive pedagogical model developed by Simos 

Papadopoulos (Papadopoulos 2010), an Assistant Professor of Democritus University of 
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Thrace. As a drama process is included in Curriculum about Drama Education in Greece. It 

consists of five stages that refer to “creating a suitable atmosphere among the group, 

introducing the children to the environment of the story, exploring and creating the new 

dramatic environment, assessing and comprehending the new experience, presentation” 

(Papadopoulos 2010: 137). Inquiry drama is a method that can be used in museums in order 

to enrich museum experience, especially when students are involved. Data collection of a 

recent research that used a museum pedagogical model of inquiry drama and took place in 

a local museum in Northern Greece (Karagianni 2020a; Karagianni & Papadopoulos 2019 

a-b), confirmed that drama techniques led to personal and sociocultural development of the 

students involved.   

In particular, the museum pedagogical model of inquiry drama was developed (by the 

author of this essay) in order to be tested and evaluated in a doctoral research supported 

and founded by the State Scholarships Foundation (ΙΚΥ). It was designed for the goals of an 

Αction Research thesis and was developed in participatory inquiry educational museum 

programs with primary and high school students as participants in Historical Museum of 

Alexandroupolis. The results of data collection and analysis proved that the above 

pedagogical model can effectively transform the museum experience and learning to an 

enriched one. The research outcomes also emphasised the pedagogical aspect of inquiry 

drama in museum in order that students have the opportunity to interact with museum 

environment (Κaragianni 2020a). 

The museum pedagogical model of inquiry drama concerns a field appropriate to inquiry 

questions and answers based on exhibits and using drama techniques to explore life 

presented and represented in the exhibition. The methodology of the 7 staged museum 

inquiry drama museum model refers to the following steps: 

a) Inquiry museum environment by the educator (pro-evaluation) 

b) Familiarizing with participants (needs, attitudes, interests, prior knowledge and 

experience about museums)  

c) Familiarizing with the museum environment, exploration and inquiry in museum   

with participants as experts (drama method: Mandel of expert)  

d) creating a new dramatic environment for inquiry (drama techniques, as Forum 

Theater, Freeze frame) 

e) reconsidering attitudes and way of life through enriched questions and issues about 

life, history and culture 

f) presenting a short performance by giving voice to the exhibits, based on new meanings 

and a new perspectives of the exhibition 

g) evaluation of the total museum experience. 

 

The 7 stages are presented in figure 2, included photos of participants in inquiry drama 

museum programmes in Historical Museum of Alexandroupolis. (fig. 2). 
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Fig.2 The 7 developed stages of Inquiry Drama Museum Model (Karagianni 2020a). 
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2.3 Drama in museums 

Drama in museums, drama as a learning and emotional process in creative settings 

and development, refers not only to actors and performances that create meaning for 

visitors, but also to visitors’ individual or shared activity through the impact of drama on 

critical, empathic and emotional intelligence. Role playing activities, drama methods and 

performances are common techniques in museums. The different approach of museum 

theatre and museum drama refers to the participatory role of the visitors in a museum.  

On the on hand, museum theater proposes professional actors in museum and 

visitors’ participation, in order to present information in a meaningful and enjoyable 

manner, allowing self-exploration of historical information, a conclusion based on a 

study (1990) about visitors’ evaluation at Baltimore City Life Museum (Bridal, 2004: 

107-108). In U.K museum theatre took place since 1980 in art galleries organize artists’ 

residencies in schools, artists construct workshops in schools or in museums (Hooper-

Greenhill, 1994:169-170). Museums usually corporate with professional actors and 

drama groups, as the drama group Cultural Exchange Through Theatre in Education 

(CETTIE) in association with Geffrey Museum in 1988. (Hooper-Greenhill, 1994:145-

146, 2007). There are also several projects, such as Living History, a Broward Education 

Foundation programme in Florida (USA) transforms classrooms into museum 

exhibitions through drama (Farone 2015). Consequently, experiential learning in 

museums and meaningful understanding through drama have gradually become core 

research themes in the related international research community. 

In Greece, since 2010, memorable efforts are made to change museum visit to a life 

experience through performances, as Benaki Museum in Athens collaborated with the 

Marina Abramović Institute (MAI) on a Performance and Immaterial Art project ‘As One’ 

(2016). The National Archaeological Museum in Athens, the Piraeus Bank Group Cultural 

Foundation and Museum of Byzantine Culture in Thessaloniki collaborate with National 

Theater of Greece (2017-2018). 

On the other hand, museum drama often meets drama in museum where participants 

are involved and take the responsibility of their own knowledge. For example, the 

Manchester University Center for Applied Theatre Research presented an interesting 

conference paper about Museum Theatre and effective learning through drama at 2007 

International Drama Theatre and Education Association (IDEA) 6th World Congress 

(Jackson & Kidd 2007). The international research program Performance, Learning and 

Heritage (2005-2008) collected data from four case studies in the UK in order to 

investigate how performance and drama activities in museums and heritage locations 

can affect experiential learning and interpretation. Therefore, the discussion of the 

complex role of students as visitors developing themselves through the sociocultural 

context of museums (Falk & Dierking 2016) and the prospect of using drama methods in 

museum, as a progressive and interactive practice (Bennet 2012), lead museum 

professionals and animators to design and work on museum programs that transform 

the museum experience to an enriched, gaining, enhanced life experience, especially 

when the participants are students.  



 
 

7 
 

Beyond theory and research projects, drama in museums is related with interactive 

and enjoyable conventions, experiential learning and visitors’ motivation in museums, 

as education and entertainment have the greatest effect on museum visitors (Falk et al. 

2004:73). Since 2010, the experiences of museum research students, through interactive 

elements of object-based learning, have led to a deeper and more memorable museum 

learning experience (Chatterjee et al. 2016: 48). In conclusion, museum drama reflects 

drama as a pedagogical and interactive practice beyond stage and actors, so that 

participants (for example the students or adults) take roles, inquire the exhibition, 

become creators of a story telling about the past, about the way of life, about human 

options, about believes and attitudes.  

3. Empirical frame 

3.1 Museum as a stage, participants in role 

The museum exhibition environment (the artifacts, architecture, lights, sounds, 

photos) bears resemblance to a theatrical scene and the exhibits can be considered as a 

part of a ‘living’ senario of life and culture (Bennet 2012). Figure 3 refer to Historical 

Museum of Alexandroupolis, the museum environment that was researched in authors’ 

thesis. It is obvious how museum environment might be approached as a stage, a scene, 

how exhibitions can hide a story, a hero, a life experience. 

 

 
 

Fig. 3 Historical Museum of Alexandroupolis 

 

There are interesting workshops in museum and heritage locations, such as the 

workshop On Common Grounds? organized by the Centre for Anthropological Research 

on Museums   and Heritage in Berlin (2018-2020). Several information and photos are 

given in the web-side about a workshop intitled “Home” in cooperation with Common 

Ground Art Lab of the University of the Arts Berlin, artist and cultural scientist.  
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(http://www.carmah.berlin/events/workshop-on-common-grounds-researching-

public-engagements-of-museums-and-heritage-sites). As the web side refers “They 

invited new-Berliners and old-Berliners, those who chose to move here and those who had 

to seek refuge in this city, to have a look at the artworks, to exchange thoughts on personal 

ideas of the topic “home” and to produce new positions. Starting from personal objects that 

the participants connected to individual stories of “home”, and through the conversation 

within the group, they produced texts, poems, photos, collages and drawings that, joined 

together, were presented in a newspaper format one week later, at the closing event of the 

exhibition.”.  

Museums and cultural organizations in Greece use modern methods in order to 

approach history, artifacts, culture though theater and drama. Museum Theatre and 

actions with drama techniques take place in National Archeological Museum, Benaki 

Museum in Athens (fig.4), Teloglion Institute of Arts in Thessaloniki (fig 5), PIOP 

museums, promoting either theatre performance, literature and drama in cultural 

landscape. National Theatre of Greece continuously collaborate with the Ministry of 

Culture, with museum and education professionals to inquire and represent cultural 

landscapes (fig. 6).   

 

Fig 4. Museum theatre in Greece, Benaki Museum (2016) 

 

http://www.carmah.berlin/events/workshop-on-common-grounds-researching-public-engagements-of-museums-and-heritage-sites
http://www.carmah.berlin/events/workshop-on-common-grounds-researching-public-engagements-of-museums-and-heritage-sites
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Fig 5. Museum theatre in Greece, Teloglion Institute of Arts (2017) 

 

 

 

Fig. 6. National Theatre of Greece acting in cultural landscape 

 

3.2 Museum education programs through inquiry drama  

       in Historical Museum of Alexandroupolis 

      From theory to practice, museum inquiry drama educational programs take place 

in local museums in Northern Greece.  

      For example, an inquiry educational programme in Historical Museum of 

Alexandroupolis was designed for 2d grade high school students in order to 



 
 

10 
 

participate in a museum drama project about local history. Drama helped deeper 

focusing in historical and social context of the exhibition, as participants on role tried 

to inquire human actions, reactions, choices and traditional way of life. Though 

inquiry drama students explored museum hidden stories. Many drama media, 

multiple drama and inquiry techniques were used, such as questions and 

answers/thoughts and social situation tracking, forum theatre, role-playing, hot 

seating, monologues, freeze frame, conflicting advice, writing in role, writing 

workshops, moments of day in life: past, present, future.  This drama procedure 

generally gives the animateur the opportunity to lead participants in different paths 

of knowledge, through place, time, beliefs and attitudes (fig.7). The evaluation took 

place during the museum program, using an interactive process, dialogue, 

expressing thoughts and experiences, questionaries (fig. 8).  

 

 

 
 

Fig. 7. Drama and inquiry in Historical Museum of Alexandroupolis 
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Fig. 8. Evaluation (questionaries) 

 

A museum programme entitled ‘Panaoulas: a part of a traditional community’ 

also used inquiry drama and targeted to school groups with children 10-12 years 

old. The programme utilized one of the the main exhibitions of the Historical 

Museum of Alexandroupoli, based on Helen Philippides’ exhibition about the 

traditional community of Sarakatsani in Thrace (fig. 9). The theoretical and 

empirical frame of this museum programme in Historical Museum of 

Alexandroupolis was published in the international journal National drama 

research. The editors of National Drama Research considered that this study 

provided a rare bright between two different worlds, drama and museum. 

(Karagianni & Papadopoulos, 2019a). 
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Fig. 9. Museum inquiry drama about heritage in Historical Museum of 

Alexandroupolis 

 

The inquiry drama museum model was used and evaluated in other projects, not only 

for temporary but for touring exhibitions. The profile and the socio-cultural context of 

museum programmes related to temporary and touring exhibitions are nowadays an 

area of interest for museum professionals, as the Hellenic National Committee of ICOM 

remarks. The Historical Museum of Alexandroupolis, contributed to this ΙCOM congress, 

through an essay about an experimental museum programme, designed on the occasion 

of the temporary exhibition of the Jewish Museum of Greece, entitled Hidden Children 

in Occupied Greece (Karagianni 2020b). This inquiry museum program used theatrical, 

drama and inquiry techniques and enriched the museum experience of the teenager 

participants (fig. 10).  

Another museum inquiry drama program based on an installation of Modern Art 

took place in Historical Museum of Alexandroupolis (fig. 11). The theme of this modern 

art exhibition was about refuges, war and how life changes because of war 

circumstances. The project used drama techniques to inquiry life before and after war, 

the white and black side of life, as the black and white rare cycles of the installation.  Most 

of the participants were teenagers and students of Democritus University of Thrace. This 

project was published in Mentor, a science journal supervised by Ministry of Education 

in Greece (Karagianni & Papadopoulos, 2019a). 
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Fig 10. Inquiry temporary exhibition of the Jewish Museum of Greece, entitled 

Hidden Children in Occupied Greece (Historical Museum of Alexandroupolis) 

 

 
Fig. 11 Drama Museum based on an installation of Modern Art (Historical Museum of 

Alexandroupolis) 

4. Conclusions 

As an overview of this essay, the prospect of using inquiry and drama in museum could 

be a progressive and interactive practice that increases understanding, engagement and 

comprehension of children and adults in museums. This prospect could provide one 

more museum educational element to transform the visitor experience to a life-gaining 

experience. It might also enrich the concepts of workshop WP2, that concerns about 

culture and heritage, children and adults’ development through culture, interactive ways 

of learning in formal and informal education. 
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Abstract 

In much the same way human history serves as the tool for shaping societies, the history of 

the emergence of life and its countless adaptations can deliver values and lessons for the 

benefit of all people. Thus, the need arises for as much outreach and coverage as possible, 

when attempting to communicate and teach natural history to the public. Well established 

-as well as emerging technologies can assist in this mission. In the spirit of interactivity and 

active dialogue between the communicator and the public, the Museum of Paleontology and 

Geology of the University of Athens has recently started exploring the digital realm, as a 

way to further increase interest and educational potential. The implementations created 

towards this goal include remote guided tours in collaboration with Museotek, a virtual 

exhibition on the ArtSteps platform and lastly an active YouTube and Social media presence 

with the goal of continued public dialogue. Future goals include the INNOVEXPO project, 

which aims to incorporate digital means and innovative virtual and augmented reality 

content in the context of an educational exhibition, as well as propositions for educational 

programs for schools in the spirit of interactive learning. 

 

Keywords: natural history, paleontology, interactivity, education, augmented reality, virtual 

reality, social media 

 

Περίληψη 

Με τον ίδιο τρόπο που η Ανθρώπινη Ιστορία υπηρετεί ως εργαλείο για τη διαμόρφωση των 

κοινωνιών, έτσι και η ιστορία της εμφάνισης της ζωής και των αναρίθμητων προσαρμογών 

της προσφέρεται για τη διδασκαλία πολύτιμων μαθημάτων και αξιών προς όφελος του 

συνόλου της ανθρωπότητας. Δημιουργείται, κατά συνέπεια  η ανάγκη για την ευρύτερη 

δυνατή απήχηση, όταν επιχειρείται η επικοινωνία και η διδασκαλία της Φυσικής Ιστορίας 

στο κοινό. Εδραιωμένες, αλλά και ανερχόμενες τεχνολογίες μπορούν να βοηθήσουν στην 

επίτευξη του στόχου αυτού. Στο πνεύμα της διαδραστικότητας και του ενεργού διαλόγου 

ανάμεσα στον κοινωνό και το κοινό, το Μουσείο Παλαιοντολογίας και Γεωλογίας του 

Πανεπιστημίου Αθηνών ξεκίνησε πρόσφατα να διερευνά τον ψηφιακό χώρο, ως μέσο για 

την διεύρυνση του δημόσιου ενδιαφέροντος και του εκπαιδευτικού δυναμικού του. Οι 

υλοποιήσεις που προέκυψαν από αυτό το εγχείρημα περιλαμβάνουν εξ αποστάσεως 

mailto:tina.sklavounou@gmail.com
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ξεναγήσεις  σε συνεργασία με την εταιρεία Museotek, μία εικονική έκθεση στην 

πλατφόρμα ArtSteps, καθώς και η εγκαθίδρυση και διατήρηση ενεργής παρουσίας στα 

μέσα κοινωνικής δικτύωσης. Ανάμεσα στους μελλοντικούς στόχους του μουσείου 

συγκαταλέγονται, το πρόγραμμα INNOVEXPO, το οποίο στοχεύει στην ενσωμάτωση 

ψηφιακών μέσων και καινοτόμου περιεχομένου τεχνητής και επαυξημένης 

πραγματικότητας στα πλαίσια μίας έκθεσης εκπαιδευτικού περιεχομένου, καθώς και 

προτάσεις για εκπαιδευτικά προγράμματα για σχολεία, στο πνεύμα της διαδραστικής 

μάθησης. 

 

Λέξεις-κλειδιά: φυσική ιστορία, παλαιοντολογία, διαδραστικότητα, εκπαίδευση, 

επαυξημένη πραγματικότητα, τεχνητή πραγματικότητα, κοινωνική δικτύωση 

 

Introduction 

Heritage is all that is delivered to us from generations past. It is something meant for 

safekeeping but which also plays an active role in shaping us into the people we are. People 

tend to think of cultural heritage as the artefacts and stories of humanity’s ancestors. Their 

writings and works of art, the tools they used, their struggles and conquests. But if one is to 

peer deep enough into the past, they’ll find out that life itself on the planet, is part of the 

collective heritage of humans as a species -and that they, together with all living things, form 

an extended family in the most literal sense.  

In much the same way human history serves as the tool for shaping societies, the 

history of the emergence of all life and its countless adaptations and peculiarities, can 

deliver values and lessons for the benefit of all people (Lowenthal, 2005; Henriques & dos 

Reis 2015; Wilson, 2017). What one should take away from this, is that natural history may 

have its local monuments and examples, but is nonlocal in essence and truly global in the 

scope of its educational context. Thus, the need arises for as much outreach and coverage as 

possible, when attempting to communicate and teach natural history to the public (Ripley, 

2014), as an institution. Well established -as well as emerging technologies can assist in this 

mission. 

Both theorized and applied methods for the implementation of digitization, virtual 

reality, augmented reality and remote communication in the context of cultural and natural 

heritage have been put forward in the past (Galani, 2003; Lepouras & Vassilakis, 2004; 

Liarokapis & White, 2005; Heerlien et al., 2015; Jung et al. 2016; Hammady et al., 2016; He 

et al., 2018). It is only recently though, that these methodologies have been put to the 

forefront and viewed as a necessity with the rise of the global COVID-19 pandemic. The rise 

in interest and implementation of such methods and technologies in an exceptional (and 

seemingly impermanent) situation, such as the global pandemic, calls -now more than ever- 

for an evaluation of its usefulness and scope in a wider context. 

 

Dialogue and interaction as a teaching tool 

For centuries now, museums have stood as repositories of human knowledge. Instrumental 

as they are, in maintaining and updating this knowledge, their means of communicating it 

to the public have remained largely passive in their implementation. Exhibits in their cases, 

written descriptions and visual aids are their tools for getting the message across.  
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On the other hand, there is no better way to learn about something, than getting as 

close as possible to a hands-on experience with a presented subject. The ability to feel as if 

being there, being able to examine and investigate, as well as being able to break a preset 

narrative, in order to pose questions and get the answers, is an instrumental teaching tool 

(Falk & Dierking, 1992).  

This is no novel concept, and every person can find examples from their own 

personal experience pertaining to this concept. What is new in this case, is the tools 

becoming available in recent years for museums to take part in the practice of active 

learning. 

When creating an educational program, all of what has been discussed until now, 

can be broken down to the following directives: 

• A selection of local material available should be made to create a coherent and self-

contained subject. 

• Threads should be drawn to broader issues, such as the environment and its 

protection, our role as humans in preserving it, and the usefulness of the natural 

sciences in advancing civilization in a sustainable manner. 

• Technology should be utilized to create the vehicle for the presentation of the 

subject, placing emphasis on broad outreach, interactivity and active dialogue 

between the communicator and the public. 

 

 
Figure 1: Aspect of the Museum of Paleontology and Geology (AMPG) of the National and 

Kapodistrian University of Athens (NKUA). It currently is the largest public paleontological museum 

in Greece. It contains a large collection of animal and plant fossils from Greece and abroad, as well as 

various other paleontological and geological specimens. It was founded in 1906 and has been housed 

in the NKUA campus since 1981 (Image credit: Vasilis Stergios). 
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A deeper dive on the practical application of the above directives can be offered with 

examples from the current endeavors of the Museum of Paleontology and Geology of the 

University of Athens (Fig. 1). 

 

The case of the Museum of Paleontology and Geology of the NKUA 

The Museum of Paleontology and Geology of the University of Athens (Fig. 1) is currently 

housed in the University’s campus and is the largest national paleontological museum in 

Greece. Its collections include material from Greece and abroad and cover a span of more 

than 600 million years of the Earth’s natural history. The museum had made steps towards 

interactive education in the past, with implementations for students of various ages, such 

as a simulated paleontological excavation and fossil preservation labs. Recently, the 

museum started exploring the digital realm, as a way to further increase interest and 

educational potential. 

The first example of the discussed implementations is the product of the museum’s 

collaboration with Museotek, a company specializing in remote learning and presentation 

applications. With the online platform provided, the museum is able to schedule guided 

tours by experts for schools and other institutions that would have no easy means of 

accessing the physical location. The guide uses a stabilized cellphone camera and 

microphone to present the museum’s content (Fig. 2). Furthermore, the platform gives the 

added flexibility of offering extra visual aids in the form of images, presentation documents 

and pre-recorded video on top of the live video feed. The viewers are able to interject and 

pose their questions in a controlled manner, either by audio or by written comments. In a 

nutshell, what this application offers are the benefits of a guided tour, but free of the need 

of physical attendance and with greatly enhanced content presentation and communication 

tools (Dede, 1990; Watkins, 2005). So far, the museum has performed three trial remote 

tours in this manner with considerable success. 

 

 
Figure 2: Museum associate performing a remote guided tour (left) and close-up view of the mobile 

device with the remote tour application running (right). The mobile application, developed by 

Museotek, allows for bidirectional communication between the guide and the audience, as well as for 

the concurrent display of images and other digital media during the live audio/video feed (Source: 

authors’ archive). 
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The second example concerns our utilization of the ArtSteps platform to create a 

virtual paleontological exhibition (Lautenschlager & Rücklin, 2014). The ArtSteps website 

and app serve as hosts for the content and also provide the basic tools to create a fully-3D 

virtual exhibition site (Fig. 3). Text, Images, videos, as well as digitized 3D objects can be 

imported into the virtual space, creating an immersive experience (Bowen, 2000; Lepouras 

et al., 2004; Parry & Hopwood, 2004). In its current incarnation, the exhibition serves 

merely as a virtual representation of the physical one, but steps are planned to implement 

more interactive elements (Lepouras & Vassilakis, 2004; Hasibuan et al., 2011). The end 

goal is to create an experience where the guest is called to perform an educational treasure-

hunt of shorts, in their own time, from their preferred location, in order to extract 

information. The subject selected for the present exhibition is Island Endemic Faunas (Fig. 

3), which was deemed as fitting for the proposed directives, as it demonstrates a very real 

connection of the study of the geological past to current conservation efforts. 

 

 
Figure 3: Aspect of the virtual exhibition concerning the extinct island endemic faunas of Greece. The 

exhibition was created with -and is hosted in- the ArtSteps platform. It contains three-dimensional 

objects, as well as photographs, video and written text. The viewer can move freely about the virtual 

space and interact with various objects to reveal more information (Source: artsteps.com). 

 

Lastly, video production might seem as a rather one-way form of communication, 

but again, the supporting platform in which is hosted can greatly enhance its potential for 

active conversation and interactivity. YouTube is a prime example of this. Content hosted 

there, can take the form of traditional pre-recorded video, live events, interviews, podcasts 

etc. The community formed around this content can in turn interact, by commenting and 

proposing topics of interest, and also provide their own accounts and insights on the 

subjects discussed. It is up to the host of the content to keep their ears open and engage in 

the conversation. So far, the museum has made its debut in the platform with this short 

introductory video, celebrating the recent International Museum Day. 

This opens up the discussion on the importance of the social media presence of an 

educational institution such as a museum. Social media platforms should similarly be 

viewed as places of active dialogue and interaction, rather than simple bulletin boards. In 

addition to YouTube, the museum maintains an active Twitter and Facebook presence. 
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At this point, attention should be placed at the potential carried by the synergistic 

operation of all of the above platforms. Instead of each of them being viewed as separate 

entities, with their own audience and agendas, viewers, readers and listeners should be 

directed from platform to platform in order to seek news and current developments, to get 

in-depth information on various subjects and partake in an ongoing discussion. No platform 

is able to excel in all of the above goals: a video hosting site can provide multimedia, a blog 

can offer extended information in the form of text and a forum is the prime meeting point 

for dialogue on a preferred subject. Extended discussion hubs, such as the messaging and 

digital distribution platform Discord have proven to work well as intermediaries for cross-

platform coordination. 

 

Future goals 

Current and future plans of the museum, include the INNOVEXPO project (Fig. 4), which 

aims to incorporate digital means and innovative interactive content, in the context of an 

educational exhibition (Koskeridou et al., 2019; Vretzaki et al., 2019). The subject chosen to 

be presented is Geomythology -that is, an overview of various ancient Greek myths, under 

the scope of actual geological phenomena and formations that may have inspired their 

creation. 

 

 
Figure 3: Conceptual design from the INNOVEXPO project. The project aims to tackle the subject of 

“geomythology” -or the scientific interpretation of mythology, in search for hidden references to 

actual geological events. It incorporates physicals exhibits, in conjunction with virtual and 

augmented reality aids (Source: Koskeridou et al., 2019). 

 

Furthermore, propositions have been made to various funding agencies for 

educational programs in the spirit of interactive learning. These include the creation of 

enhanced teaching methods and tools, allowing the communication of paleontological 

research to primary and secondary education institutions, and the creation of a full-fledged 
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online virtual museum, complete with 3D-scanned models, conversation agents and 

gamification tools. 

Future goals include -beyond expanding on the previously mentioned projects- the 

experimentation with augmented reality and its applications in the museum environment. 

With museums worldwide reopening to the public, the enhancements used in our remote 

learning projects can return back to the physical space of the museum (Liarokapis & White, 

2005). While remote access is on the forefront of this endeavor, the value of the actual 

museum space should not be undermined but rather uplifted and brought to the standards 

discussed. 

 

Conclusions 

The takeaway message is that the tools for interactive learning and awareness exist and are 

getting better every day, but it is up to everyone involved to utilize them to their full 

potential. Learning is a two-way process and work must be put into delivering content, 

listening to feedback and responding. Even in implementations that surpass one’s personal 

skills and abilities, the act of embracing and supporting initiatives such as those mentioned 

in the present text can lead to increased interest and further development, leading to 

benefits for all involved parties. 

Another important theme permeating the present article is that the means for 

outreach exist and are known, but their optimal implementation is not always apparent. 

What should be taken away as discussed, is that digital and interactive media have become 

part of normality and it’s easy to forget their true potential. The awareness of this pitfall 

alone can steer a museum administration’s goals to the right direction and methodical 

planning may then complete the picture and lead to successful implementations. 

Cooperation and synergy between parties that know their subject matter well can 

provide the best results. Creating on the conceptual level is half the work and implementing 

the creation is the other half. If the resources and expertise are present within an institution 

all the better. Even so, seeking outside cooperation can always help to further that 

institution’s goals. 

Finally, interactivity should be placed at the core of the learning process, even in 

implementations with a history of being passive in communicating information, such as in 

the context of museums. The proven effectiveness of dialogue-based and participatory 

learning precedes the advancement of virtual reality and distance learning -and the latter 

tools only serve to reinforce its potential. Institutions should strive to utilize these tools to 

create effective learning experiences. 

Natural history is a subject which is universal in its conception. It traces no origin to 

a specific group of people or subset of the global community. As such, the groundwork laid 

-which has been hastened by the extraordinary circumstances of the ongoing global 

pandemic- provides a framework for the achievement of outreach as wide as the 

universality of the subject itself.  
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Abstract 

The article is a proposal for the use of an open-air museum/monumental space as 

an environment of interaction and educational dynamics. It proposes educational 

processes that aim to motivate the emotional and mental approach of students to 

monumental themes, by encouraging them to identify meanings inherent in 

monuments, and in space in general. This prompting takes place through the 

creation of correlations between life and exhibits/monuments, the expression of 

personal meanings, the promotion of inspiration and creation. Case study: 

Archaeological site of Philippi, UNESCO. 

Keywords: heritage, management, participation, educational scenario, value, 

sustainability. 

Περίληψη 

Η εισήγηση αποτελεί μια πρόταση αξιοποίησης ενός υπαίθριου 

μουσειακού/μνημειακού χώρου ως ενός περιβάλλοντος μορφωτικής δυναμικής. 

Προτείνει εκπαιδευτικές διαδικασίες που στοχεύουν στην παρακίνηση της 

συναισθηματικής και διανοητικής προσέγγισης των μαθητών/επισκεπτών στις 

μνημειακές θεματικές, μέσω της προτροπής για διαπίστωση νοημάτων που 

ενυπάρχουν στα μνημεία ειδικότερα, και στον χώρο, γενικότερα. Η προτροπή αυτή 

συντελείται μέσω της δημιουργίας συσχετισμών ανάμεσα στη ζωή και τα 

εκθέματα/μνημεία, της έκφρασης των προσωπικών σημασιοδοτήσεων, της 

προώθησης της έμπνευσης και της δημιουργίας. Μελέτη περίπτωσης: 

Αρχαιολογικός χώρος Φιλίππων. 

Λέξεις κλειδιά: κληρονομιά, διαχείριση, συμμετοχή, εκπαιδευτικό σενάριο, αξία, 

αειφορία. 

 



Introduction  

Management for the promotion of cultural heritage is currently at the heart 

of the concern for sustainable development. Cultural heritage, as a public good 

legally accessible to all, as a dynamic carrier of messages, values and symbols that 

incorporate human experience and feed our daily lives, as a field of fruitful dialogue 

and interaction with the "different" and, finally, as a source of social capital, can 

become a key factor for social inclusion, social cohesion, and harmonious 

coexistence. It is a dynamic entity over time so, as such, it must be treated in any 

management attempt (Jones, 2007; Vik, 2017).  

The management of open-air museums/monumental spaces and 

archeological sites is our overall relationship with them and includes all the actions 

and activities related to them. It is the appreciation for them, their exploration, the 

search for their knowledge, their understanding, their interpretation, their 

evaluation and the determination of their treatment, the care and the process of 

their protection and preservation so that they are delivered without damage to the 

next generations. It is their restoration actions, the dissemination of their cultural 

content to community, but also the response of the latter, its use for modern 

activities and in general all the ways chosen to highlight their values 

(Lambrinoudakis, 2010). The goal is the promotion, which will connect the 

monumental site with the final and main recipient of its cultural content which is 

community.  

Directly connected to the promotion/management is the participation and 

awareness of the community. Based on this goal, the Communication Policy is 

designed, ie the means of communication that will attract the various groups of local 

society and will form a lasting relationship. An important mechanism of public 

participation is the Educational Scenarios which are addressed to many different 

groups of the society.   

Literature on local society involvement in the field of open-air 

museums/monumental spaces management remains largely normative and 

procedural focusing the need for developing new methods and instruments (Roe, 

2013). In this context, the awareness of local society, as well as the awareness and 

exploitation of its dynamic in shaping their identity (Russell, 2010), is deemed 

necessary. 

Interaction as an enduring buzzword in museum-pedagogical applications 

In the field of cultural heritage, the action of the Council of Europe (Council 

of Europe, 2005) focuses on promoting diversity and dialogue through access to 

heritage to enhance a sense of identity, collective memory and mutual 

understanding within and between communities. 
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In the context of the Council, according to the Faro Convention, cultural 

heritage is defined as a series of resources inherited from the past and which people 

recognize, regardless of ownership, as an expression of ever-evolving values, beliefs 

and knowledge. The definition includes all aspects of the environment and the 

interaction of people and places over time (Council of Europe, 2005). The definition 

adopted by the Faro Convention differs from the traditional conception of the 

protection or preservation of individual monuments, archaeological sites, historic 

buildings, landscapes, or historic city centers and promotes citizen participation in 

decision-making and management of policy-related to cultural environment. 

These principles are adopted by the Conference of the Greek Presidency of 

the Council of Europe in 2014 entitled: "Cultural Heritage in the foreground. 

Towards a Common Approach to a Sustainable Europe ". Among other things, it is 

proposed to strengthen and promote cultural heritage as a driving force for 

interactive participation and social responsibility, while at the same time being a 

resource and a prerequisite for a Europe "smart, sustainable and non-

discriminatory" (Hellenic Presidency of the Council of the European Union, 2014). 

Aspects of cultural heritage should be included at all levels of education. Not 

exclusively as a subject, but through interdisciplinary educational activities (Council 

of Europe, 2005).  

In Greece, from the 1990s onwards, the utilization of outdoor spaces in 

education has spread and therefore increased. As it had already happened abroad, 

especially in countries of the Western world. There were, of course, in Greece, much 

earlier the school visits to archeological sites and the excursions in nature. However, 

the potential of nature and cultural heritage as sources of learning and experiential 

knowledge were rarely used. 

The evolution of these educational visits to constitute a truly interactive 

educational experience is a result of the evolution of pedagogy and learning theories, 

of out-of-school education (Outdoor Education), of Environmental Education, of 

Museology and Management of Cultural Heritage. 

The promotion of monumental spaces/archeological sites, as the main goal 

of the management, offers the strong advantage of designing Educational Scenarios 

that will no longer have the traditional and perhaps anachronistic, character of the 

school excursion by simply navigating in an illegible place, but with main 

characteristic of the experiential interaction offered by the monuments and the 

discovery of the knowledge of the past in an imaginative and creative way. 

Interactive participation is an aspect that deals with the correlation of the 

character of museum learning with the kind of experience gained by potential 

museum visitors, depending on the fact that social and cultural conditions are 

constantly changing and differentiating (Lynch, 2015). The philosophy of a modern 

management of an open-air museum/monumental space must seek analytical and 

extensive methods to approach its object: 



• To provoke the public opinion of the local society, through the values 

that it expresses  

• To seek to highlight its special character and uniqueness without 

isolating its historical and cultural characteristics from the modern environment. 

• To promote voluntary and conscious participation of the people who 

are active in the same area. 

• To invent ways to mobilize the interest of residents and visitors, 

always taking as a point of reference the uniqueness of the space.  

• To implement measures that ensure the best possible protection and 

promotion of monuments and ensembles through the ongoing interaction of people. 

Therefore, a modern management must aim at a cultural and social 

orientation, with specific results, such as those that shape our value system, but also 

the way people manage their social and individual well-being. 

In this context of contemporary reflection, the need to explore innovative 

ways of operating and managing at the level of public policy making, remains in 

demand. 

So, a question arises. 

How can be achieved the learning utilization of a monumental museum 

space, which, breaking the conventional perception of its limitation inside the shell 

of a building, extends to a small part of the natural and anthropogenic landscape? 

The interest for a more detailed study of the museums that contain and 

highlight the various parameters of the landscape brings to the fore the museum-

pedagogical reflection.  

The wide-ranging debate that is taking place today in the field of Education 

around interdisciplinary organization of teaching, also concerns museum-

pedagogical applications and requires the re-examination of the goals and methods 

of interpretive educational programs in monuments and archaeological or historical 

sites. 

The methods applied in the museum-pedagogical practice are constantly 

enriched since, the most modern theoretical approaches claim that the individual 

peculiarities of the visitor determine the way of perception of the reality and the 

meanings that it forms.  

Such theoretical approaches are the constructivism (Hein 1998), the multiple 

intelligences (Gardner, 1993), and those regarding the concept of experience (Falk 

& Dierking 2012) and interactive participation (Gesser et al., 2012). 

On the other hand, it is obvious the huge educational potential that is hidden 

in the Museum Pedagogy for Education for Sustainability/ Environmental 

Education. 

It is well known that Education for Sustainability is the set of actions that lead 

to the clarification of concepts and the recognition of values in order to develop 

attitudes and skills necessary for understanding and evaluating human interaction 
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with culture and the biophysical environment. This set of perceptions, attitudes and 

beliefs is environmental ethics (Kosmidis, 2003). 

Essential components of its philosophy are contained in any attempt to use 

open museums.  

The experiential knowledge, the element of the outdoor, the correlation of 

people, biophysical environment and their culture, the holistic approach.  

All these constitute interdisciplinary bridges that unite the two fields, show 

common goals and call for cooperation. 

An educational scenario at the archeological site of Philippi titled "Let's go to 

FORUM” 

Various Pedagogical methods are applied to those educational processes 

known as educational scenarios/programs. 

These educational processes aim to motivate the emotional and mental 

approach of the visitors to the exhibition topics. This prompting takes place through 

the creation of correlations between the exhibits and the life of the students / 

visitors, the formulation of personal interpretations, the promotion of inspiration 

and creation (Nikonanou et al., 2015) 

The educational scenario analyzed below is addressed to students of the 

official system of the country, without excluding older ages. It is also addressed to 

students at university and polytechnic faculties, special groups of the public, 

families, associations, etc. 

Brief history of the area 

The city of Philippi and the area around it, is inhabited by indigenous people 

continuously from the Neolithic era, as evidenced by the rock paintings, scattered in 

the area. In historical years, the attempt to settle colonists from Thasos in 360 BC. 

did not perform as expected. The difficulties faced by the Greek settlers from the 

surrounding Thracian tribes, led them very quickly to turn to the strongest Greek 

force in the region, the Kingdom of the Macedonians. Philip II re-founded the city 

and gave it its name. The Philippians, armed with a strong wall, were endowed with 

Theater and an Agora. 

In 42 BC. the dramatic battle of Philippi completely changed its character, 

after Octavian turned it into a Roman colony. Thus, the city grows and becomes an 

economic, administrative, and artistic center. It receives large investments in its 

public space with the Forum as a typical example.  

In this prosperous city, it reaches 49/50 AD. Apostle Paul who baptizes the 

first Christian in Europe, Lydia, and sets in motion the Christianization of the world.  



The archeological site of Philippi (figure 1) since 2016 it is a World Heritage 

Site. 

Fig. 1 Archeological site of Philippi (Source:

https://whc.unesco.org/uploads/nominations/1517.pdf). 

Use of provided resources for the development of educational scenario. 

From the fields of Cultural Heritage Management, Place History, Museology 

and Education for Sustainability, the following principles are maintained and 

modified:  

• Interdisciplinarity with the opening to the society and the 

strengthening of the educational content with elements that highlight the 

peculiarities of the local environment and the local social and cultural 

characteristics. 

• The experiential approaches that are expressed with general and 

specific teaching strategies, such as problem solving, case study, field study, conflict 

of views, brainstorming etc. 

• Value education, through interaction, depending each time on the 

target. 

• The critical examination and evaluation of the object. 

• The practical application of the basic principle of empathy. 

Its fundamental goal is the recognition of a sustainable model of life, through 

an approach of historical and archaeological data, regarding basic principles of 

adaptation of the city of Philippi to the natural environment of the region and the 

social and political perceptions of its inhabitants. Following this principle, the 

https://whc.unesco.org/uploads/nominations/1517.pdf

