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Abstract
The purpose of this document is to present, in a structured way, the results of the piloting phase of the
Crowddreaming methodology. Through the project Crowddreaming: youth co-create digital culture the
consortium scaled up the good practice, developed in Italy, on a national and European level, in four countries
Italy, Croatia, Latvia and Greece.
This document explains the methodology used to scale up the workshops with young people. It also contains
evaluation results from the young people who participated in the workshops, teachers who were conducting the
workshops and the national tutors who facilitated the piloting phase in their partner countries. COVID-19 health
crisis had a very large impact on the piloting phase. Therefore, report includes description of the planed and
adapted methodology as well as a chapter dedicated to the COVID-19 effects on the piloting of Art of
Crowddreaming methodology.. A SWOT analysis compares the internal and external strengths and weaknesses of
the piloting phase.
The content of this report is translated into all partner languages, and will be used in the production of Policy
recommendations.
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Introduction and context
The purpose of the Crowddreaming – Youth co-create digital culture (CDDC) project is to disseminate and scaleup at local, national and European level a good practice in the field of valorisation of digital cultural heritage as a
mean for inclusive education and for the promotion of European values among young people between 13 and 19
years old.
“Crowddreaming” is born as a contest intended for Italian Schools, promoted by the Italian partner Stati Generali
dell’Innovazione and the Digital Cultural Heritage, Arts and Humanities School which has reached its third edition
in 2018. It aims to encourage the awareness of both teachers and young people about the epochal challenge to
which the new generations are called, who will be the first in the history of humanity to find themselves passing
down a purely digital cultural heritage. The methodology aims to raise awareness of the difficulties of this
challenge and to stimulate the adoption of the new paradigms of thought required to operate in the digital
dimension of reality. Based on a principle of content-based learning, each edition challenges the participants to
contribute to the construction of a digital monument (or scene), placing them on the problem of generational
transmission of digital cultural contents.
Scaling up means replicating good practice on a wider scale, transferring it to a different context or implementing
it at a higher level. The good practice identified, the “Crowddreaming” method, has already been experimented
in Italy by the Italian partner organisation Stati Generali dell’Innovazione. The scope of CDDC is to scale up and
transfer it horizontally and transnationally to different education systems and contexts within other European
countries, precisely Croatia, Greece, Italy and Latvia.
Following the end of the MOOC, the piloting phase has been initiated, including teachers workshops with students
(1631 students in total) and the production of 236 digital scenes in total, 80 of which were implemented in the
Europa Square platform.
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Methodology of the CDDC workshops with young people
Pilot experimentation activity in European schools came after the successful completion of the Crowddreaming
MOOC. Once teachers successfully completed the MOOC, they were required to test the Crowddreaming
methodology with their students. The consortium committed to have 20 teachers per country (80 all together)
that will test the methodology with 1.600 students all together. This goal was achieved. Consortium had 90
teachers conducing the workshops with 1.631 students.
To explain the methodology used to pilot the CDDC workshops with young people it is important to understand
how this activity was planned before COVID-19.

Pre-COVID-19 methodology
Once teachers completed the MOOC, they had to pilot the Crowddreaming methodology with their students. This
pilot was planned to go through four phases.
During each one of the phases described below teachers and students are encouraged to share knowledge and to
collaborate in an online community, using Europa Square's "backstage services". Teachers are also strongly
encouraged to engage any local stakeholders that might help students to produce better digital scenes as local
artists, software experts, historians and other experts.
Phase 1 requires teachers to co-create their own "Europa Square" success story and to transform it in a Hollywoodstyle production plan.
There are two critical steps in this process : the transition from vision to compelling story and that from compelling
story to responsible social innovation project. MOOC module “The Art of Crowddreaming” educates to manage
them.
Phase one consist of following steps:
1. The starting point is an apparent statement: every project that has achieved its goal tells a success story
staged on the world stage. We start, therefore, from the happy ending, imagining exactly what we would
like to happen if everything were realized according to our intent.
2. From there we proceed backwards writing the story that has to be done to get to the happy ending. The
established methods of screenwriting and production management of Hollywood blockbusters prove
themselves invaluable tools to obtain a coherent design of the "staging" of the responsible social
innovation project. They not only force to identify all the necessary material, human and time resources,
but above all they stimulate to take into account also the emotional, ethical and human dimension,
which is usually skipped or underestimated by analytical project management methods.
3. Adopting the techniques of the "Art of Crowddreaming", the story writing process works as follows: we
start from the happy ending and imagine visiting our Europa Square in 2050, when it has now become
an icon of the European cultural heritage no more or less than the Colosseum or the Eiffel Tower.
Traveling back in time, we will reconstruct all the historical steps that led to such a resounding result,
until we reach the initial spark: the Crowddreaming project.
Teachers work at two levels. At the first level they collaborate with the community of tutors and fellow teachers
of all the partner countries to develop the main plot of the "Europa Square" success story. At the second level they
develop their own sub-plots, detailing what made "Europa Square" succeed in their own place and local
community. Once the story with all its sub-plots is ready, teachers develop the production plan according to
Crowddreaming methodology. Then they start working with students to script and create digital scenes.

4

The output of this phase are the Success Story and the Production Plan.
Phase 2 requires teachers to help their students to co-create digital scenes.
Scenes are narrative units created on any kind of digital medium (video, text, image, 3D graphics, graphic novel
and so on) since a digital monument is transmedial by its own nature. Scenes are assembled into a digital stage,
that can be placed on any large enough physical square or open space exploiting state-of-the-art augmented
reality commercial technologies. The collected scenes are about significant European values, history, social
inclusion and transcultural exchanges. In that regard Europa Square acts as a museum. The digital stage asks
visitors to interact and to act. They are stimulated to acknowledge the presence of the many elements of their
own culture that came from other European cultures and that integrated so well and so deep to be invisible to
uneducated eyes and taken for granted as if they had been there forever. At that point the visitor is asked to
perform a thanksgiving act towards the population that granted him/her the cultural gifts that he/she values the
most. In that regard Europa Square acts as a theatre.
As a result of the pilot activity carried out in schools, students produce a series of “digital scenes” that will be later
on assembled in order to create the final digital monument.
Phase 3 requires teachers to cooperate with tutors to integrate the digital scenes created by their students into
the "Europa Square".
Phase 4 requires the teachers to collaborate with their own students and with the tutors to set up an instance of
the "Europa Square" at a square or any other open space physically accessible to people in their own town to show
their sense of belonging to Europe.

COVID-19 adapted methodology
This phase of the project was altered by the unexpected COVID-19 situation that largely affected our target groups
– students and teachers. In order to continue successful implementation of the project partner consortium
adapted the Crowddreaming methodology to best suit blended and online learning environment, as well as needs
of the students and teachers. The main obstacle to overcome was teachers lack of time to conduct the workshops
since they had additional workload in order to prepare formal school activities in an online environment. The
second obstacle was the change of setting. Although the workshops were planned as a F2F activity it was now only
possible to conduct the workshops in an online form, or in some cases, as a blended form. In order to overcome
these obstacles a much more important role of the national tutors was introduced. Tutors maintained high level
of communication with teachers (through e-mails, phone calls, instant messaging aps) assuring that everything is
going to plan. They were also highly integrated in every phase of the piloting activity.
The methodology was adapted in the following way:
The aim of the piloting was the same - to build digital scenes within the subject of the following themes:
1)
2)
3)
4)

Common European Values
Cultural Heritage
Common History
Intercultural dialogue and social inclusion (related to European Cultural Heritage)

The form of digital scene stayed the same. It represents a project created by the students organized in teams.
Subject of the project is to express gratitude or thanksgiving to another European country for the contribution it
had to national heritage of the piloting countries.
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Phase 1 consisted of a research of European countries and cultures and their contribution to other nations. The
research was done either individually or in teams, at school or as homework. Each teacher decided for their own
how to conduct this phase depending on COVID-19 measures. In all cases this phase began with the presentation
of the Crowddreaming project and methodology to the classroom, after which the teachers explained the research
phase and how it will be conducted. In some cases, tutors were asked to present this phase to the students.
Phase 2 was the discussion phase. After the students did their research they presented selected subject (eg. France
culture for inventing the bicycle)to the whole classroom (either online or F2F). Teachers played an important role
in moderating the discussion and finally creating of teams of students with same or similar opinions and
thanksgiving preferences.
Phase 3 was the production phase. After a group of students successfully chose the thanksgiving subject the
production phase started. This phase consisted of teachers and tutors facilitating the students to interpret their
ideas using digital tools. The result is a digital scene (a video, augmented reality experience project, web page etc.)
that answers to the following questions:
1)
2)
3)

Who is expressing their thanksgiving through this scene? (Name of the school.)
Who are you expressing your thanksgiving to? (What country is the school thanking?)
Why are you thankful for? (How did that country help benefit your culture?)

During first three phases teachers were encouraged to involve local/regional stakeholders that could help them
conduct the workshops. Some teachers managed to include local museum representatives to their workshops that
provided valuable knowledge and inspiration to the students. National tutors played an important role in this
phase as well as their knowledge of digital tools, project management, media literacy and cultural heritage is vast
and extremely useful to the finalization of the digital scenes and the successful completion of the production
phase.
Phase 4 was the delivery of the finished digital scenes. This was done in cooperation with national tutors. The
teachers collected the digital scenes from their students and delivered them to the national tutors who evaluated
them and mentored teachers to correct or alter them if it was needed.
Digital scene projects that went through the first three phases and answer to questions mentioned above were
considered eligible for the Crowddreaming Europa Square platform. In total, 80 digital scenes produced by the
students were incorporated to the Europa Square platform.
The eligible digital scenes produced by youngsters were uploaded in Europa Square, a lasting digital monument
dedicated to Europe as a transcultural laboratory. The monument is a "museater", a place to preserve digital
memories about cultural exchanges and at the same time a stage where people are encouraged to act and interact.
Specifically, Europa Square is an augmented-reality stage, that hosts a perpetual thanksgiving ceremony. Visitor is
invited to walk around a digital dimension revealed by his/her smartphone, where he/she can interact with digital
artworks that tell stories about European transcultural items. The visitor is encouraged to thank people from other
communities living in Europe for their contribution to his/her own cultural heritage.

Important role of the national tutors
A very important role in the successful completion of the piloting in all countries was carried out by the national
tutors. The tutors organized the piloting activities in their own countries: selected the teachers and schools and
maintained high level of communication with the piloting teachers. Tutors supported the teachers in their piloting
activities as much as possible by helping them go through all the phases of the methodology and by providing
expert advice in the creation of digital scenes. National tutors organized and carried out the coaching circles with
the piloting teachers at the beginning and the end of the piloting. The first round of coaching circles served as a
base to brainstorm and evaluation of the ways that the methodology could be adapted to the COVID-19 situation.
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The second round of coaching circles served as an evaluation after the workshops and provided tutors with a
feedback on the methodology and piloting with the students. To read more about the coaching circle methodology
please read the Training toolkit document referenced in the References section of this document.

Timeline of the piloting process
The workshops with young people were planned to start after the MOOC (April - May of 2020) but since the COVID19 situation required new adaptations and measures the MOOC was prolonged and with it the piloting phase as
well. The majority of workshops with students took place from August 2020 to January of 2021 in all piloting
countries.

Table 1 Tmeline of the piloting process:

2020
JAN

FEB

MAR

APR

MAY

JUN

JUL

2021
AUG

MOOC
Selection of
teachers

SEP

OCT

NOV

DEC

JAN

Piloting Crowddreaming with students
Selection
of
teachers
for the
piloting
phase

Coaching
circles to
adapt the
methodol
ogy

Development of
digital scenes

Evolutional
coaching circles

7

Target group
The “Crowddreaming” methodology was scaled up and piloted on students aged between 13 and 19 years of age
(these are high school students in all piloting countries except Croatia, where the students of 7th and 8th grade of
elementary school also fit the age group). They benefited from the project activities by acquiring and developing
knowledge, competences and skills on cultural heritage, common history, intercultural dialogue, critical thinking,
media literacy, creativity and digital skills. The foreseen impact was mainly pursued through:
-

The implementation of workshops at school with students based on the acquisition of the above
mentioned skills.
The production of digital material based on the theme of thanksgiving in the production of the digital
monument
Involvement in Europa Square online Platform , whose aim is to build an effective European
community convened around a virtual square based on the interaction within different European
youngsters and educators.

During the selection of final beneficiaries, particular attention was given to participants coming from different
disadvantaged situations who made up 33% of total participants.
The partnership committed to include at least 30% of students coming from disadvantaged situations and
achieved this goal. We had 33% participants, or 548 students (from 1631 participants in total), that fit this
category. These are students from rural areas, students with social and learning difficulties and students who due
to COVID-19 required special support (socio-emotional, technological, etc.).
Table 2 Indicators regarding target group:

Foreseen by the project application
1600 youngsters involved in the pilot action
20 workshops with students implemented per partner
country (80 in total)
at least 80% of students involved in the production of
digital scenes
at least 80% of the youngsters are satisfied with the
programme
20 digital scenes per country produced during the pilot
action (80 in total)
at least 80 digital scenes are uploaded in Europa
Square platform.

Achieved in the piloting phase
1631 youngsters involved in the piloting action
210 workshops with students implemented in total, an
average of 52 per country.
97% of students were involved in the production of
digital scenes
94% of youngsters are satisfied with the programme
236 digital scenes produced in total, an average of 59
per country
80 digital scenes are uploaded in Europa Square
platform.
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Piloting evaluation results
Evaluation by the students
We evaluated students experience with the Crowddreaming workshops through an anonymous online survey that
was provided to them by their teachers at the end of the piloting phase. The survey showed that 94% of the
participants were satisfied with the Crowddreaming workshop. 97% participants of the workshop indicate that
they actively participated in the production of digital scenes. 93% of the students say they have learned new skills
by participating in the workshops. 94% of the students would like to participate in similar activities in the future.
Additional feedback that we gathered from the students are as follows:








Students took advantage of the opportunities that the workshops allowed them to collaborate with other
institutions, libraries, museums and archives;
The task that was set before them to express gratitude to other countries and cultures made them to
understand and experience their own cultural heritage in a meaningful way;
Students expressed happiness about learning new digital skills such as creating virtual and augmented
reality experiences in Metaverse;
Students felt that participating in the workshops broadened their horizons and gave them additional
knowledge that wasn’t planned by the yearly school curriculum;
Students liked working in teams with shared roles;
Generally, students that participated in the workshops through online tools say they would have enjoyed
face to face workshops more but realize that due to COVID-19 it wasn’t possible;
Students felt as a part of a greater community while participating in the workshops.

Evaluation by the teachers
After the successful completion of the piloting phase teachers were asked to fill out an evaluation form. 90 piloting
teachers filled out the post-workshop evaluation. The evaluation resulted with the following comments:









Teachers found that the topic of the project and the workshops were captivating for the students and
kept them motivated throughout the piloting activity;
Teachers say that the students felt the larger idea of the project, they felt like being a part of an
international community (outside their classrooms);
Most of the teachers managed to conduct the workshop during school time which resulted in students
being more engaged and motivated to participate as they didn’t feel like it was “regular school work” but
rather a fun activity to do with their classmates and teachers;
Teachers and students enjoyed learning a new digital skills and found that creating virtual and augmented
reality scenarios was very fun and joyful;
Teachers recognize that this methodology is not only applicable to the topic of cultural heritage but also
to other school subjects, so they consider methodology highly transferable;
Teachers highlight that the high level of cooperation with national tutors helped them stay motivated and
carry out the workshops;
They also recognize that the coaching circles allowed them to gain new and strengthen previous
relationships with teachers from around the country. They find that this methodology also kept them
motivated to continue the activities through COVID-19 measures because they felt a strong connection
to the Crowddreaming community that was developed around the project;
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Teachers recognize that the developed template “Action planned" (presented in the “Art of
Crowddreaming module of the MOOC) was very useful and adaptable to the curriculum, not only for the
Crowddreaming workshops but also for other subjects and topics. They say that the Action plan is very
structured and extensive but that each teacher can find parts that work best for them and their classes.

Improvements to the MOOC platform
After the successful completion of the MOOC teachers that were involved in the piloting phase were asked to
evaluate the compliance of the MOOC developed with their needs during the piloting with the students. So, they
were asked to express what was helpful for them to successfully finish the MOOC and if there were some topics,
materials or open educational resources (OERs) relevant for the implementation of Crowddreaming methodology
missing from the MOOC platform. These were their responses:








Majority of the teachers agree that the MOOC and the materials provided on the platform are good and
structured in a very efficient way;
Teachers said that the help of the national tutors was essential to understand adequately the MOOC and
therefore successfully pilot the methodology with students;
Some remarks were that there is “a lot of content” but not in a sense that it is overwhelming but rather
requires the learner to evaluate by themselves what suits their needs and the needs of their students’
best;
Teachers say that the MOOC could be improved by adding examples of finished digital scenes
incorporated in it in order for the to understand the final project better, so it is recommended to integrate
link to Europa Square into the MOOC;
Some teachers said they would like to have had more references and materials on the virtual/augmented
reality programs as this was a completely new topic to them and would have liked if they had the
opportunity to research it more in depth before the workshops.

Evaluation by the tutors
Tutors’ profiles
All together 15 national tutors participated in the piloting phase of the Crowddreaming project (4 in Croatia, 4 in
Greece, 4 in Latvia and 3 in Italy). On average tutors have 8.25 years of experience in following expertise areas: 7
IT trainers/teachers, 2 digital humanities experts, 2 teachers, 2 researchers, 1 project assistant and 1 cultural
heritage expert.

Equipment used
In order to conduct the workshops with young people, tutors reported that the teachers used computers,
speakers, projectors, tablets, smartphones and all the applications and software provided to them through the
MOOC (Metaverse, Canva, Lightworks, DaVinci, MS PowerPoint, etc.). Since the COVID-19 situation happened
some new applications were introduced to the methodology. Online collaboration and communication tools were
necessary to carry out the workshops with students (Zoom, Skype, Microsoft Teams, Gsuite, etc.). Having a strong
internet connection became very important as well.
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Tutors experience during the pilot phase
Tutor evaluation of the piloting phase was done through a national report. Tutors were asked following questions:
1. To describe difficulties they experienced during the experimentation phase with young people;
2. To describe what did they do to try and remediate stated difficulties and to asses to what extent where
these actions successful;
3. To suggest which actions to take in order to prevent these difficulties from arising in the first place.
These are the consolidated results from the tutors evaluation:






Due to the COVID-19 crises and the issues mentioned before, the tutors had to continue being in very
close communication with the teachers in order to sustain their motivation in regards to the
implementation of the workshops in the classroom and also overcome the multiple barriers such as
additional workload. Flexibility and adaptability, including extension of deadlines, new/additional
guidelines and strategies were designed and put in place daily in order to accommodate the low morale
and objective difficulties the teachers and youth faced in transferring the workshops online. The
workshops weren't originally planned to be conducted online so some teachers had to adapt them to the
online setting with the help and encouragement of their tutors, while trying to continue also with their
usual curriculum under totally new circumstances for them (distance teaching, extra workload, etc.).
In order to support the successful completion of the piloting phase tutors extended deadlines, rendered
them flexible, and they kept a high level of communication with the teachers (via e-mail, telephone, and
instant messaging apps). The tutors supported the teachers by providing in most cases also personal
consultations on the production of the digital scenes and the implementation of the teacher’s
methodological ideas, by providing overall support and constant encouragement whenever it was
needed.
Most problems that the tutors faced were tied to the Pandemic and the disruption of the function of
school by the continuous lockdowns. Beside full support of the tutors during the workshops with youth,
teachers welcomed new methodology that was more appropriate to the online environment. The
adaptation of the methodology, being more flexible workshops that could be implemented exclusively
online. A planning of this sort supported sustainability of the project, since now, beside face to face
methodology, teachers have methodology that is efficient in the online environment.

The overall assessment of the tutors is that, although they faced serious difficulties and challenges during the
implementation of the piloting phase, because of the COVID-19 setbacks, the workshops were a success and the
methodology has been transferred effectively. Flexibility and adaptability, with increased, sometimes daily,
communication with teachers has been one of the key factors of this success. Overall the participants were very
satisfied with the contents and outcomes of the project and found the subject very challenging, interesting and
useful for their students. As a result of that the dropout rate that the partners experienced was thankfully kept
at a minimum even under the harsh circumstances imposed by the global pandemic.

COVID-19 impact on the piloting
The first major setback for the piloting phase regarding the COVID-19 crisis was the unexpected lockdown in March
of 2020. For the Crowddreaming project this was the middle of the MOOC phase. Consequently, this made the
partnership decide to prologue the MOOC until the end of August 2020 in order to keep the dropout rate as low
as possible. With that decision the piloting phase, that was originally planned to start in May of 2020, started at
the end of August 2020. It later showed as a good decision because the dropout rate was kept at a minimum, and
the piloting results were overachieved than what was originally planned by the project proposal. This decision was
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made with teachers, having their additional workloads in mind, and as the teachers reported in the evaluation, it
was the flexibility and support of the national tutors that kept them moving the project forward.
Since the decision to start the piloting phase at the beginning of the new school year was made all partners report
that at the beginning of September schools were still uncertain in regards how will they start the new school year:
is it going to be a face to face, online, or blended method. Some schools decided early on to open the school year
in a regular, offline way but were unsure on how long they will be able to continue with this method. With this in
mind, national tutors supported teachers as much as possible to achieve the project goals. National tutors
introduced teachers to new digital tools that can substitute the face to face aspects of the of methodology, they
organized additional webinars and helped in any other way that was needed. In essence, it was an individual
approach to every teacher because the situation in every school/region/country was different and required
different solutions.
During the piloting phase schools kept opening and closing, working online, offline and blended. Some schools
were closed during this whole period while others have been able to conduct the workshops in the brief intervals
of regular face to face school. It proved as a good decision by the consortium to adapt the methodology to the
new situation as it gave more flexibility to the teachers in these uncertain times. A very high level of
communication between the national tutors and teachers was kept at all times and this consequently assured the
success of the workshops.
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SWOT analysis of the CDCC piloting process
Strenghts

Weaknesses

 The main strength that was identified by students,
teachers and tutors was the ability to cooperate on
a large scale. Students worked in groups, teachers
introduced them to museum, archive and library
representatives that opened the doors to new
partnerships, and at the end tutors facilitated
teachers cooperation (through coaching circles).
 Learning new digital skills and technology is a
strength recognized by the students and teachers.
In addition, teachers report that learning the
Crowddreaming method allows them to plan new
and exciting classes in the future.
 The theme of the project is captivating and
interesting to both students and teachers. It helped
keeping the enthusiasm and motivation at a higher
level, reducing the dropout rate.
 The
adaptation
of
the
Crowddreaming
methodology during the MOOC phase proved to be
a great strength during the piloting phase because
the majority of the teachers had to conduct the
workshops in a new way that wasn’t originally
planned by the methodology.
 High success rate of the project results represent
the need for this kind of methodology in schools.

 Even with all the flexibility and support of the
national tutors meeting deadlines was often hard
throughout the piloting phase.
 Since all piloting countries had different measures
taken regarding COVID-19 and because of the
additional workloads of the teachers international
collaboration between the piloting schools wasn’t
achieved as it could have been if the piloting took
place in a pre-COVID-19 time.

Opportunities

Threats

 New, adapted methodology allowed the
partnership and the teachers gain valuable
experience in conducting the Crowddreaming
workshops online or in a blended method. This
allows further adaptation of the methodology
making it potentially accessible to broader
audiences.
 COVID-19 situation required teachers and tutors to
think in a creative way allowing them to gain
experience in problem-solving and creative
thinking.
 Collaboration with external institutions like
museums, archives and libraries allowed teachers
and tutors to foster new relationships that might
potentially result in future partnerships.

 COVID-19 was a threat that could not have been
anticipated.
 Since 33% of participants were from the rural areas
they report on having outdated and insufficient
equipment in some schools (computers, tablets,
etc.). COVID-19 required long-distance learning and
some students didn’t have the required equipment
at home (or had to share it with other members of
the household).
 The combination of rural areas having internet
infrastructure of a lesser quality than urban areas,
and the COVID-19 situation forcing people to
overflow the infrastructure resulted in bad internet
connection which proved to be one of the essential
things for the successful completion of the
workshops in the online environment.
 Not being able to conduct the workshops face to
face as initially planned.
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Conclusion
Although challenging, the piloting phase was finalized with great success. This is mainly because of the ability of
the partnership consortium to make quick and effective decisions for the adaption of the methodology to the new
COVID-19 situation. A very large portion of the success of the piloting phase belongs to the national tutors who
took on additional workload in order to carry on the activities required for the successful completion of the piloting
phase. Lastly, the teachers invested great effort to carry out the workshops with young people because they found
the methodology and the subject very interesting and captivating, as well as useful for the students.
With all that was mentioned in this document it is safe to say that the envisioned results planned in the project
proposal have been achieved and in some cases overachieved (number of teachers and students involved,
teachers satisfaction with the methodology and the student’s satisfaction with the workshops). Therefore, we can
conclude that the Art of Crowddreaming methodology is successful from the teachers and students point of view.
Most of the teachers intend to use same methodology in their formal classes with same themes, but also to try it
with different themes connected to other topics within the curriculum.
Results of the evaluation by the students, teachers and national tutors show that there is a high interest in the
formal school system for a Crowddreaming-type of methodology, that combines a captivating theme with the
technology in a formal settings. It brings new energy among teachers and students, opens cooperation
opportunities with other stakeholders from the local community, being NGOs, museums, libraries, archives, etc.
and supports students in development of real-world skills.
The ability of the project’s management and implementation teams in adapting and conforming to the unexpected
difficulties and unpredictable needs of this school year made the completion of this project not only possible, but
overall successful. Thus, the overall consensus and outcomes of the project are positive and left a yearning for
more projects on this subject to all relevant stakeholders: tutors, teachers and students.
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