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Abstract

The Curriculum for teachers has been developed within the framework of the project “Crowddreaming:
Youth co-create digital culture”.
The aim of the Curriculum is to raise teachers' awareness about digital cultural heritage and prepare them
for providing support to young people in developing digital cultural heritage projects.
The program includes 6 modules:
1. The Art of Crowddreaming method
2. Project Development
3. Digital Tools for Digital Content Creation
4. Digital Storytelling
5. Digital Cultural Heritage
6. Media Literacy
The planned number of training hours - 35 hours (26h training + 9h coaching circles) of MOOC-based training.
In each theme you will find the planned number of training hours, Learning Outcomes, Learning Objectives,

Learning Content, Material resources, Complementary resources and Evaluation type.
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Opening module

Module name Opening module
Learning Outcomes (List of things the teachers/students must be able to do after the training is
completed)
e Understand the goals and objectives of the training course
e Understand the content of the training course and how that will help
to develop digital heritage
e Understand the Crowddreaming methodology that will be used for the
training and the training format tasks and evaluation
e Will be able to log in and use the platform for online learning
Learning Objectives (Brief statements that describe what students will be expected to learn)
e Crowddreaming training goals and content
e Crowddreaming training methodology
e  Using platform for training, tests and communication
e Cooperation and planning project activities
Learning contents e Crowddreaming training goals and content
(topics) o Introduction to Crowddreaming project training goals
o Introduction to Crowddreaming project 4 training modules
e Crowddreaming training methodology
e Using platform for training, tests and communication
o Introduction to online learning platform
o Introduction to Crowddreaming learning materials and tools
e Cooperation and planning project activities
Material resources Presentations, Training manual, Online survey
Complementary Crowddreaming website: http://www.crowddreaming.eu/
resources
Evaluation type Pre- training evaluation survey
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1. The Art of Crowddreaming method

Module name Crowddreaming methodology (10 hours)

Learning Outcomes (List of things the teachers/students must be able to do after the training is
completed)
e Using the Art of Crowddreaming method to manage change processes
at a community level

Learning Objectives (Brief statements that describe what teaches/students will be expected to learn)
e Running coaching circles (insight to intent)

e Scripting successful change stories (intent to story)

e Managing a change process (story to project)

Learning contents e The Need for the Art of Crowddreaming
(topics) 0 Change management in the post-analytic society
0 Theory U 101
0 World Building 101
0 From Theory U to the Art of Crowddreaming
e General introduction to the Art of Crowddreaming
0 The concept
0 Main phases
e From Insight to Intent
0 Using coaching circles to define a desirable future
e From Intent to Story
0 Elements of drama theory
0 Screenwriting 101
0 Using World Building techniques to imagine a coherent
StoryWorld
0 Storyplanning software
e From Story to Project
0 Drama production as a conceptual framework for change
management
0 Drama production 101
e Applying the Art of Crowddreaming to Europa Square
0 How to script a digital scene for Europa Square
0 How to script a successful change project for Europa Square

Material resources e Training material on platform
e Teachersslides
e Practical examples and tasks

Complementary There will be additional online reading resources available and existing
resources examples

Evaluation type Project assignment (Scripting a successful change project with your students
for Europa Square)

2. Project development
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Module name

Learning Outcomes

Learning Objectives

Learning contents
(topics)

Material resources

Complementary
resources

Evaluation type
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Project development / project method (idea, planning, implementation,
feedback, cooperation) (8 hours)

(List of things the teachers/students must be able to do after the training is
completed)
e Understand the Project development /project methodology and how
that will help develop digital heritage
e Understand importance of partnership, personal organization and
team management
e  Will be able to apply method for forming idea
o  Will be able to apply method for planning activities
e  Will be able to apply method for implementation
e  Will be able to log in and use the platform for OER’s

(Brief statements that describe what teaches/students will be expected to learn)
e Phases of project planning and implementation

e Analysing the situation or problem, making conclusions and designing
the solution using brainstorming methodology

e Phases of project planning and implementation

e Introduction to Project development/project methodology

e Introduction to personal organization and team management tools

e Analysing the situation or problem, making conclusions and
designing the solution using brainstorming and Mind map
methodology

e Introduction to forming idea method, planning activities method,
implementation method

Presentations, Training manual, Computer

Crowddreaming website: www.crowddreaming.eu

Pre- training evaluation survey
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3. Digital Tools for Digital Content Creation

Module name Tools to create digital projects (9 hours)
Learning Outcomes (List of things the teachers/students must be able to do after the training is
completed)
e To create digital heritage content in different formats
e To have basic skills to modify, refine, improve and integrate existing
information and content in several formats
e To publish, store and share digital content

Learning Objectives (Brief statements that describe what teaches/students will be expected to learn)
e Creating and editing simple photo and video content (jpg, gif, mp4,
mp3, etc.)

e Developing infographics, brochure, magazine
e Creating Augmented reality in different tools
e Introduction to principles and tools for mobile application and
webpage development
e Publishing, storing and sharing digital content in Europa Square
Learning contents e Trends in digital content for 2019-2020
(topics) e Creating and editing simple photo and video content
o Creating and editing digital photos
= Most common editing tasks: framing, capturing, slide
shows, adding text etc.
= Hosting photographs
o Tools for taking and editing video
o Hosting video content
o Developing 2D and 3D graphics, infographics, brochure, magazine ...
o 2D and 3D graphics development tools
o Infographic, brochure development tools
e Creating Augmented Reality in different tools
o Augmented Reality development tools
e Introduction to principles and tools for mobile application and
webpage development
o Main sections of web page
o Creation and registration of a domain name
o Choosing free online platforms for webpage development
e Publishing, storing and sharing digital content in Europa Square
o Europa Square platform for publishing digital heritage project
e Intellectual property rights
o Copyrights and Creative Commons licenses for using,
modifying and sharing digital content
o Free databases of digital photos and other digital content
Material resources e Training material on platform
e Teachers slides
e Practical examples and tasks
Complementary There will be additional online reading resources available and existing
resources examples
Evaluation type Evaluation survey
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4. Digital Storytelling

Module name Digital Storytelling (3 hours)
Learning Outcomes (List of things the teachers/students must be able to do after the training is
completed)
e Able to exploit the Digital Storytelling technique in classroom as a tool
to promote and preserve Cultural Heritage
Learning Objectives (Brief statements that describe what teaches/students will be expected to learn)
e What is Digital Storytelling and how it can be exploited in formal or
non-formal educational settings
e How to create a storyboard to tell your story
e How to collect multimedia relevant materials for your digital story
e How to identify licensing modes and select free material on the web
e How to use various multimedia tools and software to produce your

digital story
Learning contents e Introduction to the basics of Digital Storytelling
(topics) e Digital Storytelling process in education
e (Creation of a storyboard
e Creative Commons, images and copyright
e Collection of materials for digital stories

e Recording your narration

e Production and release of your digital story

Material resources Articles, videos, books available online

Complementary StoryCenter is an organization in U.S. about Digital Storytelling that supports
resources individuals and organizations in using storytelling and participatory media for
reflection, education, and social change. Website:
https://www.storycenter.org/

Evaluation type Self-assessment quiz with multiple choice questions
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5. Digital Cultural Heritage

<’

Module name Digital Cultural Heritage (3 hours)

Learning Outcomes (List of things the teachers/students
completed)

heritage;

worldwide;

e Present two examples of creative digital media;
e Describe two different types of new technologies applied in culture;
e Know the difference between tangible and intangible cultural

e Know one platform for cultural projects in school community;
e List 2 data bases of digitalised cultural objects and collections

e Select one convention on digital Cultural heritage.

must be able to do after the training is

Learning Objectives (Brief statements that describe what teaches/students will be expected to learn)
e Select digital tools and technologies that can be used to create well-
defined; knowledge and well-defined innovative processes and

products;
o Differentiate digital tools an

e Understand the meaning of
e Learn more about the princi

platform;

e Select activities to introduce cultural heritage into the class;
knowledge and to innovate processes and products;
Cultural Heritage (tangible and intangible);

e Acquire knowledge of the usage and applicability of the eTwinning

e Learn more about the virtual reality application in culture;
e Learn more about augmented reality application in culture.

d technologies that can be used to create

Digital Cultural heritage;
ples and conventions towards the Digital

Learning contents e Digital tools and technologies to create knowledge and innovative

(topics) products

e Creative thinking skills

e Innovation

e School projects in culture
[ )

[ )

e  Cultural organizations and n

e Digital Cultural Heritage- meaning and principles
Innovate processes and products

eTwinning- the usage and applicability of the eTwinning platform
Virtual reality and its application in culture
e Augmented reality in culture

ew technologies

Material resources Papers, articles, videos, books available online

Complementary Links to International Organizations e.g UNESCO Protecting Our Heritage and

resources Fostering Creativity:
https://en.unesco.org/themes/protecting-our-heritage-and-fostering-
creativity

Evaluation type Assessment with multiple choice questions based on learning achieved

through OERs and material provided.
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6. Media literacy

Module name Media literacy (2 hours)
Learning Outcomes (List of things the teachers/students must be able to do after the training is
completed)
e |dentify key learning outcomes/elements of media literacy

e Understand media literacy, and its importance and relevance in the
lives of students and teachers today

e Explore the roles of media and other information providers such as
libraries and archives

e Explore these roles in a variety of media and information texts

e Understand and describe the functions of media providers as these
relate to access to information and knowledge, self-expression, and
participation in democratic processes, and identify the conditions
needed for media to perform those functions

e Understand and describe the key concepts that are used by media

e Understand how knowledge of these concepts will help users/citizens
to critically interact with media

Learning Objectives (Brief statements that describe what students will be expected to learn)

e Defining ‘information” and ‘media’

e Exploring the importance of the media and other information
providers

e Describing key learning outcomes of media literacy

e Functions of media and other information providers such as libraries
and archives

e  What citizens should expect from media and other information
providers such as libraries and archives

e Media literacy and its Importance to democracy and good governance

e Freedom of expression, editorial independence of media, plurality and
diversity in media providers

e How media communicate meaning

e The issue of representation: how media present information, people,
cultures, images, places, etc.

e The role of users, citizens and audiences

e Engaging with media through production of user-generated content

Learning contents e Media literacy

(topics) o Definition

o Key concepts

e Media and information

e The importance of media literacy

e The role of media and other information providers in democratic
society

e The functions of media providers and the necessary conditions to
perform these functions

e Creation of visual content for media

e Media literacy and civic participation

e Freedom of expression, plurality and diversity of content in media
providers
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e Interacting with media

e The role of users, citizens and audiences

Material resources Presentations, Training manual, Online survey.

Complementary Papers, articles, videos, books available online.

resources

Evaluation type Assessment with multiple choice questions based on learning achieved
through OERs and material provided.
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