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Introduction 

This Erasmus+ KA2 project is inspired by the motto “United in diversity”, adopted by the EU 

in 2000. The main aim of the project is to find ways for people from different cultures and 

backgrounds to learn from each other and become more united, while respecting each other’s 

differences. Cultural Heritage plays a fundamental role in facilitating this exchange and 

allowing for the promotion of a deeper sense of identity. 

The project started in 2019 and will end in the autumn of 2021. When we started the project 

and writing the toolkit the COVID-19 pandemic was still not a reality for most of us. 

Throughout 2020 we have had to adapt the structure of the project and change the intended 

activities. More specifically we had to move the training that was meant to take place in Athens 

online and we held it on zoom in November 2020. While it was not ideal to have to move the 

activity to an online format we have learned a lot from the experience and our learning has 

benefitted the material which is now more adaptable to the more and more commonly used 

online format. 

This toolkit is meant to help trainers, and anyone else interested, learn about cultural exchanges 

and how to use cultural heritage to promote inclusion and tolerance. Each chapter is divided in 

aims, learning outcomes, activities, and a case study that is linked to the topic of the unit. 

Each chapter gives an indication of the time needed to conduct the whole session. These times 

and instructions are indicative, we encourage you to adapt the lesson plan and its content to 

your needs & expertise and especially to the background of your students. We also recommend 

leaving some time at the end of the session to reflect on the content and share impressions and 

feedback. 

Here is some information regarding the partner that participated in the ACE project. 

Itaka training (Italy – Coordinator), is an organisation which was born following an analysis 

of the needs of what is happening at present in the areas were the organization is located, being 

particularly sensitive to issues related to depopulation of rural areas, sky-high level of 

unemployment in the region (over 40%) and migration, and the problems that migrants face 

once they arrive in Italy from desperate situations. In these respect, Itaka training is made up 

by professionals dedicated to build trust in peoples from different countries and motivates them 

to fulfil their potential in a welcoming and stimulating environment.  

Itaka Training promotes active citizenship at local, national and international level and the 

safeguard of moral and civic rights of citizens. Itaka Training is developing a large network of 

partner organisations in order to create a synergy to promote more efficient projects at local, 

national and international level. It has built links with local authorities, NGOs and local 

associations promotive innovative initiatives, such as the re-settlement of people in abandoned 

towns in the South of Italy. The organization staff has also experience in the management of 

EU projects, in providing work experience, training and professional development courses for 

professionals under the KA1 project. We organise professional development courses for people 

involved in education who want to acquire new competences. Courses include digital 
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classrooms, Integration and Social inclusion, school management, teaching through arts 

activities and entrepreneurship. The organization is also dedicated to the promotion of local 

traditions and cultures as well as organizing intercultural events in order to promote integration. 

Finally, the organization provides free IT and language training for disadvantaged people and 

to fight unemployment among young people. The courses are especially directed how to use 

new technologies and in particular social media in a proper way, in order to increase job 

prospects and spread a good image of oneself online. 

Kairos Europe (UK), established in 2011, is an organization dedicated to promoting the 

development of programmes aimed at increasing the intercultural exchanges between European 

countries, social inclusion, the promotion of tolerance, dialogue and integration. The company 

is involved in several programmes for young and adult people aiming at promoting integration, 

intercultural dialogue and healthy behaviours. It also has focused its activity mainly on 

disadvantaged groups, such as migrants, refugees, people with social or economic 

disadvantage, women, and people at risk of social exclusion. Our aim is to promote activities 

leading to a better inclusion of these groups into society. Also, Kairos Europe provides 

Professional development courses for people working in education and training. Courses are 

focused on different topics such as integration and inclusion, use of arts in education, ICT, 

motivation and entrepreneurship. 

Associació Empresarial l’Alqueria Projectes Educatius (Spain) is an association of 

secondary education school teachers, vocational education teachers and trainers of adult 

education in different disciplines that focuses its activities on the field of education, training 

and cultural promotion in the European environment. 

Founded in October 2009 in Valencia, its main objectives are: 

- Collaboration with countries of the European context in the promotion of education and 

culture. 

- Promoting lifelong learning to enhance employability, especially for young people in 

Europe. 

- Assistance in the training of secondary education school and vocational education 

teacher. 

- Encourage the use of ICT in teaching and as communication tool. 

- Dissemination of innovating teaching methods. 

- Promoting European citizenship. 

For this purpose, the association performs different activities addressed to different target 

groups in collaboration with government agencies, schools, companies and trade unions. These 

activities are: 

- Organization and attainment of courses and seminars. 

- Management and participation in European projects. 

- Organization and participation in events and conferences in the field of education, 

culture, and traditions. 

- Management of mobilities. 
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Innovation Frontiers IKE (Greece) is an innovative educational technology & research 

company whose main target is to develop new educational approaches through working in close 

cooperation with educational institutions, such as universities, schools, adult & vocational 

centres and educational oriented NGOs. Innovation Frontiers IKE believes that new 

generations grow up in a different world that requires new approaches to education. The 

company is exploring new ways of using modern technology and modern teaching methods to 

improve the lifelong learning environment and make learning more accessible and more fun. 

What is more the company integrates the implications of educational neuroscience in classroom 

so as to improve the efficiency of learning and teaching. 

Moreover, Innovation Frontiers IKE develops, implements, and coordinates educational 

projects related to virtual and augmented reality; robotics; online school tutoring; production 

of digital educational resources; development of multiplatform educational games; 

management and optimization of educational platforms; education for the media and 

integration of ICT in classrooms to enhance the learning process. 

Gebze Public Education Center (Turkey) is a government institution. Our institution is in 

Gebze in the northwest of Turkey, on the border of two big cities, Kocaeli and Istanbul. Gebze 

is a huge industrial town and it has a high rank of population and people migrate here from 

other regions of Turkey in order to get a job. 

Our institution has 4 administrators, 7 teachers and 3 officers. Annually, we have around 1.000 

courses and more than 30.000 adult students within our institution and in cooperation with 

other public and private institutions in our town. For our courses, we provide teachers and 

experts from other schools and institutions. We not only open courses for adults, but also 

manage open elementary school and open high school. We have around 7.250 active students 

in these schools. 
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Chapter 1: Exploring links between cultural heritage, social 

inclusion, entrepreneurial skills. 

Aims 

- To give a general overview and background on microcredit as a tool to link cultural 

heritage, social inclusion, and entrepreneurial skills 

- To share knowledge, experience, and best practices 

- To give an overview on how to design and plan future activities or actions 

Learning Outcomes 

- Gained new tools and methods to use in daily work activity as trainer, social worker, 

etc. 

- Gained theoretical and practical knowledge on the topics of the unit 

- Gained insight into activity design and planning 

- Practiced team building and team dynamics 

- Practiced problem solving and system thinking 

- Practiced active listening and active participation through dialogue and collaboration 

- Practiced creativity and communication skills 

- Practiced intercultural dialogue 

Total time needed: approximately 4 and ½ hours with breaks. 

Equipment needed: Projector, pens, paper, flipchart, markers 

Structure: 

- Icebreaking activity (15 min) 

- Introductory activity. (20 min) 

- Microcredit: Theoretical workshop. (30-45 min)  

- Microcredit: Practical workshop. (45 min – 1 hour) 

- Case study. (30 min) 

- Debriefing of the whole session. (20 min) 

- Feedback and evaluation. (30 min)  
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Icebreaking Activity 

Cell phone activity 

Ask the group to put the cell phones on the floor in the middle of the room and then ask 

everyone to take one cell phone randomly from the floor. Find the owner of the cell phone and 

ask him /her to show last picture taken in the nature.  

Objective: remember names, storytelling, building connection among participants 

Empty chair activity 

Empty chair on your right name game: The person whose chair on the right is empty must say 

a participant’s name from the group while the person standing in the middle tries to occupy the 

empty chair before someone’s name is done. 

Objective: remember names, energizing the group 

Note: Depending on the flow of the activities and the level of attention of participants it is 

possible to propose some energizers at the beginning of main activities session. Participants 

can be involved giving them space to propose their own energizers for example. 

Introductory activity 

Method 

Give all participants a blank piece of paper and a pen. Keeping in mind the three main words 

of the chapter (cultural heritage, social inclusion, and entrepreneurial skills) and write one or 

two words that they think summarise the concepts.  

Then ask all participants to turn the piece of paper into a paper plane. (There are different 

methods to do this, and participants can help each other if they are unsure. An interesting note 

is that if you have participants from different countries, they may make the paper planes 

differently) Next, ask all participants to throw their paper plane at the same time. 

All participants must then pick up a different paper plane than their own (if necessary, the 

group can continue throwing the paper planes to ensure that they are well mixed). Finally, go 

around the room and read and discuss in a group the words written on the paper planes. 
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Microcredit: Theoretical workshop. 

NOTE: 

Below you can find some background information regarding microcredit, its history, and the 

way that it is run today. The material can be adapted according to the group of learners and 

their pre-existing knowledge on the subject. 

 

What is Microcredit? 

Microcredit is defined as the lending of small amounts of money at low interest to new 

businesses. In its canonical definition it is usually viewed as an instrument to foster 

entrepreneurship in low- and middle-income countries that have been subject to historical 

resource extraction. The first experience of implementation of microcredit is the Grameen 

Bank. It originated in 1976, in the work of Professor Muhammad Yunus at University of 

Chittagong, who launched a research project to study how to design a credit delivery system to 

provide banking services to the rural poor. In October 1983, the Grameen Bank was authorised 

by national legislation to operate as an independent bank. In 2006, the bank and its founder, 

Muhammad Yunus, were jointly awarded the Nobel Peace Prize.1 

As of November 2019, it has 9.60 million members, 97 percent of whom are women. With 

2,568 branches, the bank provides services in 81,678 villages, covering more than 93 percent 

of the total villages in Bangladesh.2 

 
1 ‘Introduction | Grameen Bank’. 
2 ‘Introduction | Grameen Bank’. 
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Grameen Bank’s positive impact on its poor and formerly poor borrowers has been documented 

in many independent studies carried out by external agencies including the World Bank, the 

International Food Research Policy Institute (IFPRI) and the Bangladesh Institute of 

Development Studies (BIDS).3 

Notwithstanding the positive impact the system of microcredit there have been several critics 

of the system. Critics argue that microcredit has not had a positive impact on gender 

relationships, does not alleviate poverty, has led many borrowers into a debt trap and 

constitutes a "privatization of welfare". Given the critics and the realisations that came from 

implementing the system in different realities across the globe, the system has changed and 

adapted throughout the years and is now available not only in low- and middle-income 

countries. 

Rather than see microcredit as it was portrayed in its heyday — as a way to get people out of 

poverty — we should see it through a different lens: as a way to expand options for poor people 

by offering more reliable financial services. Extremely poor people need these services just 

like everyone else, and the availability of capital to deal with irregular and at times 

unpredictable incomes is a huge help to them. This benefit, along with its impressive growth 

around the world, arguably makes microcredit a success.4 

How does it work? 

The base of microcredit is lending money to people living in poverty to help them develop 

skills and establish their business. In the case of low- and middle-income countries because 

many applicants cannot offer collateral, microlenders often pool borrowers together as a buffer. 

After receiving loans, recipients repay their debts together. Because the success of the program 

depends on everyone's contributions, this creates a form of peer pressure and monitoring that 

can help to ensure repayment. 

Microcredit has also been exported to higher income countries in Europe and America with 

some changes to the model. In these countries is more common to see microcredit being used 

as a tool for social inclusion and employment for the most vulnerable and marginalised that are 

excluded from traditional forms of banking and credit (this includes migrants and refugees). In 

these instances, it is usually accompanied by workshops and monitoring systems that ensure a 

positive outcome both for the institution and the person borrowing.  

What institutions provide it? 

The institutions providing microcredit have different natures. It is usually NGOs, non-profit, 

charities, but it is also become more common for traditional banks to take part in microcredit 

activities (especially cooperative banks and ethical finance institutions). Several countries have 

a central microcredit body that keeps a list of institutions that participate in these activities. 

 
3 ‘Introduction | Grameen Bank’. 
4 Wykstra, ‘Microcredit Was a Hugely Hyped Solution to Global Poverty. What Happened?’ 



                               
 

12 

 

How can you access it? 

Different institutions have different criteria for the selection of the people that can access credit. 

The first and most important step is to identify the bodies that offer microcredit and check their 

eligibility criteria. Most institution will require a detailed business plan and will offer 

mandatory courses on business development and finance to make sure that the people receiving 

credit are able to repay the loan. 

Microcredit: Practical workshop 

Once the background information about microcredit has been provided it is time to move on to 

the practical part of the session. The structure of the session will vary according to the 

composition and background of the members of the group. The ideal situation would be to have 

a balanced group that can represent different cultures and points of view. If that is not possible 

and the group is too homogeneous it can be a solution to assign roles to people that feel 

comfortable in representing a culture. 

Instructions and group making (15 minutes) 

Divide the group in smaller groups of 3 to 4 participants making sure that the groups are well 

balanced. Ask each group to come up with an idea for a business that merges different cultures 

and perspectives. It can be good to provide some example of what that can look like if it seems 

like the groups are not sure where to start and what to do. 

Brainstorming (20 minutes) 

Give the groups flipchart paper and markers to write down their ideas and develop their 

business model. It is good to go around and see if there are any groups that are maybe struggling 

or need some clarifications. 

Presentations (25 minutes) 

Ask each group to present their work and their ideas to the others. This is a good opportunity 

for feedback and suggestions from the whole group. It is also interesting to notice in this 

instance the different ideas that people have come up with and if there are some common 

themes/threads. 
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Case study 

Country Italy 

Title Migrant Women Empowerment: fostering entrepreneurial skills 

through cultural heritage and microcredit 

Organization name Fondazione Risorsa Donna (Women Resource Foundation) 

Author Itaka Training 

 Resources can be found at: 

http://www.fondazionerisorsadonna.it/attivita/progettazione/proge

ttirealizzati.aspx  

 

Activities 

planned/undertaken 

as part of your 

research?  

 The data that informed this research was mostly gathered online. 

This case study was chosen as an example of a successful project 

because of its salience with regards to the contents that are 

addressed in this unit. 

What is the case 

study’s aims and 

objectives?  

The aims and objectives of this case study are: 

• To recognise the added value that cultural heritage can 

bring to entrepreneurial skills and social inclusion. 

• To learn about the experience with these topics in Italy. 

• To understand the significance of this case study in the 

broader discourse. 

Top highlights • Microcredit can be a great tool for social inclusion for 

marginalised groups. 

• Microcredit, when combined with the appropriate training, 

fosters entrepreneurial skills. 

http://www.fondazionerisorsadonna.it/attivita/progettazione/progettirealizzati.aspx
http://www.fondazionerisorsadonna.it/attivita/progettazione/progettirealizzati.aspx
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• In the case of migrant women, microcredit is especially 

successful when it combines cultures and heritage. 

Detailed description 

of the chosen case 

study 

The Fondazione Risorsa Donna is a non-profit organisation based 

in Rome and established in 2001. The Foundation was born from 

the desire to promote and favour women as a virtuous engine of 

society and family. 

Attention is particularly directed to all those women who, for 

economic or social reasons, are excluded from development 

processes, offering them opportunities and tools to obtain, in the 

individual realities in which they live, access to capital, 

information, technologies, markets. 

The Foundation therefore proposes itself as a subject for the 

development of the culture of savings, finance, women's 

entrepreneurship, as well as for the promotion of the value of 

women's solidarity, mainly through specific actions in the sector of 

microcredit and ethical finance.5 

The Foundation has developed intense planning, promotion, and 

project management activities at the local, national and European 

level. 

Over the years, projects relating to issues such as social innovation, 

reconciliation between family and professional life, gender 

stereotypes, the promotion of self-employment processes and 

female entrepreneurship, the incubation of immigrant micro-

businesses have been presented and implemented.6 

In particular the foundation has focused on helping, empowering, 

and fostering the entrepreneurship of migrant women through 

training and providing access to microcredit. 

The projects focus on preventing and contrasting the phenomena of 

social exclusion, exploitation, and discrimination and on promoting 

empowerment and socio-occupational integration, through the 

implementation of individualized orientation, training, and 

accompaniment activities. Main objectives of the projects are to 

develop greater awareness of their skills and abilities in migrant 

women; support migrant women in the acquisition of new 

knowledge and technical skills, useful for accessing the world of 

 
5 ‘L’Organizzazione’. 
6 ‘Progettazione’. 
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work; give migrant women the opportunity to start an 

entrepreneurial activity as an alternative to finding employment.7 

Describe local, 

regional national and 

international Impact 

The approach of the foundation is based on local activities in Rome 

and its surrounding areas. At the same time, the foundation is part 

of several networks and is recognised as a prominent authority in 

the field and has taken part in several European and international 

projects. 

In conclusion Microcredit can be a great tool to provide empowerment 

opportunities to people and to foster social inclusion. Microcredit 

is very effective when combined with cultural heritage and training. 

Debriefing 

Activity 

Reflection as the most important part in the learning process will be held through a group 

discussion, a reflection in pairs, and a personal written reflection on some questions provided 

by the trainer .example of questions could be: what did you learn from the activity day? Which 

one was the most useful and interesting part of the day? How did you feel and what did you 

learn from yourself? How was working in group and how was the group dynamic? Which 

actions would you like to implement once come back home? Did you get any inspiration from 

participants or activities? (these questions are just some examples). 

Objective 

Increasing self-awareness and knowledge ass a process of self-development; fixing new 

learning, getting new ideas 

Feedback and evaluation 

Reflection circle: 

Ask the participants to sit in a circle and ask them to share their impressions of the structure of 

the session and if they have suggestions to improve it for future learners. 

 

 
7 ‘Progetti Realizzati’. 
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Chapter 2: Methods to promote diversity, equality, non-

discrimination, and social inclusion 

Aims 

- To provide methods to promote diversity, equality, non-discrimination, and social 

inclusion 

- To share knowledge, experience, and best practices 

- To give an overview on how deal with these topics in a diverse environment  

Learning Outcomes 

- Gained new tools and methods to use in daily work activity as trainer, social worker, 

etc. 

- Gained theoretical and practical knowledge on the topics of the unit 

- Gained insight into activity design and planning 

- Practiced team building and team dynamics 

- Practiced active listening and active participation through dialogue and collaboration 

- Practiced creativity and communication skills 

- Practiced intercultural dialogue 

- Practiced mindfulness 

Total time needed: approximately 3 hours and 30 minutes with breaks. 

Equipment needed: Projector, pens, paper, flipchart, markers 

Structure: 

- Icebreaking activity (15 min) 

- Agreements (15 minutes) 

- Introductory workshop. (30 min) 

- Privilege: Background. (20 min)  

- Privilege: Practical workshop. (40 min) 

- Reflection circle. (30 min) 

- Debriefing of the whole session. (30 min) 

- Feedback and evaluation. (30 min)  
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Icebreaking Activity 

Cell phone activity 

Ask the group to put the cell phones on the floor in the middle of the room and then ask 

everyone to take one cell phone randomly from the floor. Find the owner of the cell phone and 

ask him /her to show last picture taken in the nature.  

Objective: remember names, storytelling, building connection among participants 

Empty chair activity 

Empty chair on your right name game: The person whose chair on the right is empty must say 

a participant’s name from the group while the person standing in the middle tries to occupy the 

empty chair before someone’s name is done. 

Objective: remember names, energizing the group 

Note: Depending on the flow of the activities and the level of attention of participants it is 

possible to propose some energizers at the beginning of main activities session. Participants 

can be involved giving them space to propose their own energizers for example. 

Agreements8 

Given the topic at hand it is good to identify communal agreements that the group can share to 

make sure that everyone has a good experience. Remind the participants that the purpose is to 

create a safe space for growth and self-expression and that they must commit to sticking to the 

agreement. Below a list of possible agreements, feel free to change and adapt them to the 

context and the group you are working with. 

- Respect: everyone agrees to treat each other with respect and kindness. It can be helpful 

to ask what this means to each participant so that everyone is on the same page. 

- One voice all ears: when someone speaks everyone else listens. 

- Confidentiality: Each participant within the community needs to feel that they can trust 

that what is shared with peers will not be shared outside of the group. Though 

participants are encouraged to discuss what they have learned and share reflections on 

conversations, it is important to keep names and individual experiences private. 

  

 
8 More on this here ‘Diversity Workshop’. 
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Introductory activity 

To give context to the session it is good to have a first introductory workshop with definitions 

of key terms such as: diversity, equality, non-discrimination, and social inclusion. Divide the 

groups in smaller groups and have them come up with definitions that they think match the 

terms and then talk about them in a reflection circle and provide “institutional definitions”. 

Method 

Give all participants a blank piece of paper and a pen. Keeping in mind the main words of the 

chapter (diversity, equality, non-discrimination, and social inclusion) and write one or two 

words that they think summarise the roots of the issues linked to these concepts. 

Then ask all participants to turn the piece of paper into a paper plane. (There are different 

methods to do this, and participants can help each other if they are unsure. An interesting note 

is that if you have participants from different countries, they may make the paper planes 

differently) Next, ask all participants to throw their paper plane at the same time. 

All participants must then pick up a different paper plane than their own (if necessary, the 

group can continue throwing the paper planes to ensure that they are well mixed). Finally, go 

around the room and read and discuss in a group the words written on the paper planes. 

When facilitating the discussion make sure to write down the various “roots” that the group 

will identify to create a map. 

Privilege: Background 

One of the best ways to understand how to promote diversity, equality, non-discrimination, and 

social inclusion is to understand what are the social roots of the issues linked with these 

concepts. The previous activity should have already fostered conversations around this. Some 

participants might have already identified privilege as a useful concept to describe and identify 

the differences in treatment between people of different walks of life.  

General privilege is defined as a special right, advantage, or immunity granted or available 

only to a particular person or group. More specifically social privilege is defined as an 

advantage that is available to someone because of their social class, disability, ethnic or racial 

category, gender, gender identity, sexual orientation, and religion among other characteristics. 

To foster the conversation, ask the participants to think about these definitions and the way in 

which they apply to them and to their context. If they feel comfortable to do so, ask them to 

explain the ways in which they have benefited from their privilege. When they make these 

statements ask them to make “I statements” to make sure that they take responsibility for their 

own experience and privileges. 
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Privilege: Practical Workshop 

After having defined and explored privilege also in relation to oneself the next activity will 

look at the issue in more of an abstract way to foster the conversation further. 

Privilege for Sale9 

Materials & Media: 

- Participant handouts 

- (optional) writing implement 

- Scrap paper for money amounts for groups 

Set Up: 

- Write amounts of money to give to the different groups on pieces of scrap paper. The 

amounts should differ and ideally are not divisible by the number of people in the group. 

Goals & Learning Outcomes: 

- For participants to realize what privileges they may not realize they have and/or take 

for granted 

- For participants to recognize that privilege is not only a legal construct but also social, 

religious, economical, and so on 

- For participants to see how their personal perspective, life situation, etc. influence the 

types choices they make 

Process Steps & Talking Points: 

- Explain that we are about to do a group activity and have participants get into groups 

of 3-5. 

- Once in their groups frame the activity. 

- “For the purposes of this activity, you do not have any of these privileges. Your group 

will have an amount of money and collectively you have to decide which privileges 

you’d like to buy. Again, your group is going to get an amount of money and you have 

to decide together what from the list you’re going to purchase. I’ll come around in a 

moment with your money, each privilege costs 100.” 

- Pass out the privilege sheets 

- Pass out slips of paper with the amount of money written on them. 

- Check in with each group to see if they have any questions about the directions. 

- Give participants approximately 5 minutes to pick privileges. Let them know when they 

have two minutes left. 

- Wrap up the activity and bring the participants back to process with the larger group. 

 
9 This activity was taken by this source and adapted to context of this toolkit. ‘Social Justice Toolbox » Privilege 

for Sale’. 
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Questions: 

- Language: your native language is the one of the place you live in 

- Sexual orientation: heterosexual 

- Education: University degree 

- Ethnicity: White 

- Literacy level: can read and write 

- No Disability 

- Family Unit: 2 parents 

- Wealth: you are part of the middle class or upper middle class 

- Citizen status: you are a citizen of the place you live in 

- Gender identity: Male 

- Religion: being part of the dominant religion of the place you live in 

NOTE: This list is an indication of possible privileges. Feel free to change and adapt them to 

your group. 

Wrap Up: 

- Feel free to share back with the group some of the themes that you noticed in the 

discussion or wrap up by connecting the activity back to the large conversation you 

were having about privilege. 

Bring Your Style: 

- This activity is very adaptable and can easily be focused for the group that you are 

working with. The more focused that you can make the activity for the group you are 

working with the better. 
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Reflection Circle 

Ask the participants to sit in a circle and ask them to share their impressions of the session and 

the topics that were discussed during and especially how they relate to them and their daily 

practices. Encourage participants to express themselves how they see fit also through non-

verbal communication. Possible guiding questions (focused on the activity): 

- What was it like to do this activity? 

- What questions did you all wrestle with when trying to make this decision as a group? 

- What struck you about the list? 

- What themes did you notice in the list? 

- What was the process like deciding as a group?  What do you think the value of doing 

this activity in groups was? 

- Why do you think I gave you money to buy the privileges with rather than say like 

every privilege costs a token and you get a certain number of tokens as a group? 

- What are you taking away from this activity? 

Debriefing 

Given the intensity of the topics at hand, to end the session and before the feedback it would 

be very good to have a debrief and a “check-up” on how people are feeling to make sure that 

everybody is comfortable. 

One of the ways to do this is to practice mindfulness through some exercises10 

Introduction 

This consists of drawing attention on the breathing process: inhaling and exhaling. Do not put 

a strain on your breathing, let it happen naturally. If it is not calm, let it be, just take notice of 

it, and after a while, the quality of your breathing will improve on its own. The present moment 

is the only moment that is real. The most important task is to be present here and now, and to 

enjoy it. This simple exercise brings our mind back into our body. 

Duration: You can gradually increase the amount of time. Start with meditations of 3 minutes 

and finish with 15 minutes. 

Number of Participants: Any number. 

Materials: None. Music or candles can be added if preferred. 

Method 

The participants are sitting in a straight but not rigid position, in a comfortable posture. Having 

our eyes closed will help us connect with our inner self; if not, you can also look downwards. 

 
10 Youth Together for Refugees, ‘A Multidisciplinary Approach: Theory and Practice for Youth Workers 

Assisting Refugees’, 11–12. 
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The facilitator will ask the questions, explaining that the purpose is not to answer the questions, 

but for the question to deeply permeate. After completing the practice, ask how the participants 

felt, what they thought of the experience, and explain the benefits of meditation. 

Guiding questions:  

a. Do I want to change something in my life? 

b. Am I who and where I want to be? 

c. In what way do I identify with my cultural references? 

d. How do I experience the world? 

e. What frightens me about the other? 

f. What does diversity imply for me? 

g. What do I find difficult to accept about the other? 

h. What is my “sensitive area” in intercultural communication? 

Tips 

- Other option: mindfulness focused only on breathing, without the guiding questions. 

- Benefits of meditation: favours calmness, facilitates empathy, understanding of the 

other, and harmony in relationships with people, increases the capacity to enjoy the 

present, fosters creativity... 

Feedback and Evaluation 

Reflection circle: 

Ask the participants to sit in a circle and ask them to share their impressions of the structure of 

the session and if they have suggestions to improve it for future learners. 

NOTE: this activity should be different than the previous reflection circle which should focus 

more on the content and how the participants relate to it and less on the structure. 
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Chapter 3: Digital Storytelling & Cultural Heritage 

Aims 

- To give a general overview and background on digital storytelling & cultural heritage 

- To give practical experience on how to create digital stories for cultural heritage 

Learning Outcomes 

- Exploring cultural heritage education  

- Acquiring non-formal education methods and tools to foster students’ exploration, 

studying and representation of the cultural heritage and cultural awareness&expression 

key competence 

- Fostering different creative languages and improving the usage of ICT and digital tools 

for story-telling and cultural heritage education 

- Improving the participants’ digital competences. 

- Understanding of storytelling and narrative building as teaching and learning style. 

- Developing communication, collaboration, presentation, problem solving, negotiation, 

critical and creative thinking skills. 

- Enhancing understanding of the potential storytelling and narrative building have in 

education and opportunities they provide. 

- Providing and exercising creative ideas and practical resources for successful 

implementation of digital storytelling in education. 

- Promoting intercultural awareness. 

- Sharing experiences of digital storytelling from different organizations in order to help 

each of us to be more effective in our work. 

- Strengthening the European collaboration among people using digital storytelling, 

video editing and media production in education in different contexts. 

Total time needed: approximately 4 and ½ hours with breaks. 

Equipment needed: Projector, pens, paper, flipchart, markers 

Structure: 

- Icebreaking activity (15 min) 
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- Introductory activity. (20 min) 

- Theoretical workshop. (30-45 min)  

- Practical workshop. (1 hour 15 min – 1 hour 45 min) 

- Debriefing of the whole session. (20 min) 

- Feedback and evaluation. (30 min)  
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Icebreaking Activity 

Cell phone activity 

Ask the group to put the cell phones on the floor in the middle of the room and then ask 

everyone to take one cell phone randomly from the floor. Find the owner of the cell phone and 

ask him /her to show last picture taken in the nature.  

Objective: remember names, storytelling, building connection among participants 

Empty chair activity 

Empty chair on your right name game: The person whose chair on the right is empty must say 

a participant’s name from the group while the person standing in the middle tries to occupy the 

empty chair before someone’s name is done. 

Objective: remember names, energizing the group 

Note: Depending on the flow of the activities and the level of attention of participants it is 

possible to propose some energizers at the beginning of main activities session. Participants 

can be involved giving them space to propose their own energizers for example. 

 

Introductory activity 

Method 

Give all participants a blank piece of paper and a pen. Keeping in mind the three main words 

of the chapter (cultural heritage, technology, and digital storytelling) and write one or two 

words that they think summarise the concepts.  

Then ask all participants to turn the piece of paper into a paper plane. (There are different 

methods to do this, and participants can help each other if they are unsure. An interesting note 

is that if you have participants from different countries, they may make the paper planes 

differently) Next, ask all participants to throw their paper plane at the same time. 

All participants must then pick up a different paper plane than their own (if necessary, the 

group can continue throwing the paper planes to ensure that they are well mixed). Finally, go 

around the room and read and discuss in a group the words written on the paper planes. 
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Theoretical workshop 

In recent years, cultural heritage stakeholders have launched major digitisation plans for 

cultural objects, mainly starting out of concern for the objects’ long-term preservation and 

storage. The issues of access to the digital objects have only become apparent later on, by 

working on indexing of the digital assets and the definition of interoperability standards for the 

databases in which these assets were held. Today, digital cultural heritage stakeholders have to 

embrace ICT to ensure cultural content attractiveness through the creation of innovative digital 

cultural services, based on rich and edited contents. The multimedia technologies offer much 

more that a media support to be economically exploited. They bring a new system of exchange, 

solidarity, educational and division (sharing) of the knowledge of the French, European and 

world cultural heritage. Developing innovative access to digital cultural heritage is a real 

challenge for the heritage sector, which allows, besides valorisation of cultural heritage and 

development of new approaches and mediation tools for the audience, new forms of relations 

(between researchers, amateurs, audiences and works) through interactive new forms of 

documentation and debates, but also development of new forms of shared heritage.  

Digital storytelling is a creative way to favour access to digital cultural heritage throughout 

Europe and beyond to a wide public, contributing to transnational circulation of European 

heritage and knowledge dissemination. shaping a path through it. As the web grew, storytelling 

approaches combined hypertext with rich media and user-generated content. Stories are open-

ended, branching, hyper- linked, cross-media, participatory, exploratory and unpredictable, 

moving from the traditional conventions of storytelling. Digital storytelling is rapidly evolving, 

fostering innovation and creativity, while revealing new directions for narratives to flow. 

Digital society has opened new opportunities to tell stories, offering new tools and 

environments for expression, increased by the development of social networking and mobile 

applications. Digital storytelling is relatively a new term and refers to the use of digital tools to 

tell stories. It can be seen as the modern way of telling stories, combining multimedia features: 

the Digital Storytelling Association describes it as the modern expression of ancient art of 

storytelling.  

Mobile and locative media, new editing forms, collaborative tools, transmedia and immersive 

experiences and projects using artificial intelligence have infiltrated our cities, our everyday 

life as well as our heritage and cultural activities.  

Smartphones, which have come to be real everyday life tools, offer mobile access to web 

content, but also to innovative services providing augmented reality or mixing social networks 

and geolocation. Managers of digital cultural heritage have to tackle these changes in order to 

(continue to) provide original and innovative services, able to guarantee cultural data 

attractiveness over time.  Redesigning heritage mediation thanks to digital storytelling Tools 

and services for digital storytelling provide the opportunity to redesign mediation and 

promotion of heritage digital data in order to:  

- attract the public giving it the opportunity to discover an original and rich offer;  
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- establish a link with the future visitor and strengthen relationships with continuous 

exchanges;  

- provide all the necessary elements to the visit preparation;  

- enable the visitor to experience cultural objects through a rich user experience, to 

immerse himself/herself in contents, a place, a work;  

- explain, complete, make understandable a topic, a subject, or a work;  

- personalise the visit making it participatory and playful;  

- collect opinions and feedback on the experiences;  

- create a visit context facilitating interaction with content offer, with other visitors and 

with professionals;  

- create a narrative realm to support the emergence of users communities, to keep contact, 

to enrich and extend the visit. 

Digital cultural heritage data refers to the set of heritage resources, objects, documents, 

digitised or born-digital, coming from cultural heritage actors (cultural and heritage 

institutions, national and private museums, libraries, archives, research laboratories, 

assignees...). The digitisation process, which is the process of transformation of original-

analogue material into digital form, has been accompanied by the setup of standards and open 

standards ensuring accessibility, interoperability and reusability of these digital data.  

Digital storytelling implies a creative use of this metadata, and the setup of specific descriptors, 

adapted to narrative applications. Integrating digital (meta)data into a (meaningful) narrative is 

possible thanks to the setup of innovative indexing processes proposing a sensitive dimension, 

thematic descriptors and an affiliation to a specific use scenario. Digital data have to be 

enriched by “classical” metadata (objective metadata such as information on author, date, file 

type…) and metadata said “subjective” (free tags allowing to describe content with a sensitive 

approach)11, adapted to digital storytelling and that can be qualified as “narratives metadata”, 

allowing new ways of editorialising content. An indispensable component in making 

meaningful connections between information sets is making use of an ontology. Ontologies 

formally represent knowledge as a set of concepts within a domain (e.g. cultural heritage) and 

the relationships between pairs of concepts.  

Tools for digital storytelling implementation  

Putting digital cultural data into narratives requires specific tools for data indexing, structuring, 

media processing, editing, enrichment and publication on several digital devices. These tools 

can be both web and desktop applications (free or paying softwares). They provide a set of 

functionalities dedicated to editing multimedia content: images, sound and video in different 

formats.  

1. Managing digital resources & unlocking through API  

The implementation of a digital storytelling project requires the implementation of a system 

which is capable of managing digital collections. This can be a combination of a Digital Asset 

Management system (DAM) and a Collection Management System (CMS), or a hybrid system 

which (partly) combines functionalities of these two types. A DAM system is specialised in 
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the storage and distribution of digital objects in different resolutions and formats so that they 

can be used by other applications. A Collection Management System (CMS) is a system which 

is used to create and store descriptive and administrative metadata about the objects in the 

collection. It sometimes offers basic capabilities for managing digital objects.  

2. Content editing linked to a place 

geolocation Cartography interfaces and mobile geolocated media offer important possibilities 

for digital storytelling, and also create new needs for tools. These have to enable the creation 

of interactive maps, to organise content on a digital territory or to publish geocoded contents 

live thanks to mobile devices. Digital cartography has undergone an important development in 

recent years and many web services publishers propose adapted tools integrating basic 

functionalities for the creation of interactive maps: creation of points of interest, drawing of 

outlines or forms, import and export of files containing geolocated markers, choice of the map 

background, layers creation, HTML markers integration enabling the publication of exportable 

players. Regarding geolocation, digital storytelling also requires the possibility to make users 

interact live during a visit. General public geolocated blogging tools can be used ‘outside’ of 

their prescribed use to enable visitors’ live contribution, to record their path thanks to GPS 

tracking, and to associate media (video, pictures, personal texts). 

3. Augmented reality  

Advances in technology, innovation and the application of creativity and artistic approaches 

offer new opportunities for heritage and tourism. One of the latest technologies, which offer 

great opportunities for the cultural sector, is Augmented Reality, which allows mixing real and 

virtual worlds. Augmented reality (AR) is a live, direct or indirect, view of a physical, real-

world environment whose elements are augmented (or supplemented) by computer- generated 

sensory input such as sound, video, graphics or GPS data. […] With the help of advanced AR 

technology (e.g. adding computer vision and object recognition) the information about the 

surrounding real world of the user becomes interactive and digitally manipulable. Artificial 

information about the environment and its objects can be overlaid on the real world. There are 

three main technological scenarios in which augmented reality can be presented to a user: 

4. Mobile applications  

Combining augmented reality technologies and mobile devices is one of the most promising 

combinations for the use of AR in cultural heritage. This allows the user to improve their 

cultural heritage visits and live experiences, interacting with virtual enriched geo- located 

content in real time and real places. The devices used to run these apps could be smartphones 

or tablets with 3G/4G and GPS. Even if we can already find some successful and powerful AR 

mobile apps for cultural heritage and tourism, generally, the current applications are quite 

simple. The existing examples display geo-located information, with no remarkable 

interaction, if any. Mainly, they offer services on tourist information, a route planner and audio 

guide. In the coming years we expect the development of innovative apps using all this 

technological potential.  
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5. Producing virtual and digital exhibitions 

The realisation of virtual and digital exhibitions requires the use of dedicated applications, of 

content management systems integrating functionalities for integrating digital cultural objects 

into narratives, or for digital re-building of heritage or places.  

Digital devices for digital storytelling implementation  

Although the available number and type of devices with access to the Internet has increased, 

the majority of access to digital contents is still happening through a personal computer, which 

remains the main referring device. It is about in particular portable screens (variable screen 

size) with network connection, able to process and exchange data. These devices such as 

smartphones, digital tablet computers, laptops and micro PCs, digital readers, connected TV or 

intelligent street furniture, enable a continuity of use and access to content wherever you are. 

Smartphones and tablets host components and functionalities on which interactive content 

publishers can rely to create digital storytelling services:  

- Cellular data and wifi connection enable these devices to remain connected; whether 

thanks to a wireless connection in public, private, professional space, or thanks to 

itinerant network of mobile telephony.  

- The integrated compass able to detect magnetic North, used in geolocation based 

applications.  

- The Global Positioning System (GPS), enables device geolocation by satellite at world 

level, navigation and data location. It also enables the device to inform EXIF64 

metadata for a given image or sound file. 

- The accelerometer, enabling the device to define its orientation in relation to the ground. 

It is used to calculate the device angle of inclination and detect its intensity and type of 

movement.  

- Video camera and picture camera, enabling video recording in high definition formats, 

but also to superimpose information layers to the pictures filmed in real time for 

augmented reality applications.  

- The mobile applications, distributed on a dedicated downloading space. They are 

applicative software developed to be installed on a device and a specific exploitation 

system. 

Practical workshop. 

Part 1 Case study to show how a digital story related 

to cultural heritage can be created from 

scratch and to give examples of the work that 

has already been implemented. This session 

can also act as a guide on the work that will 

follow. 
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Part 2 Creation of a digital story from scratch which 

will have to do with the cultural heritage of 

the country of every participant team. The 

process of script writing, video-editing & 

sound-editing will be implemented as shown 

in the case study from every partner team so 

as to make a digital story. In the end the 

participants will vote for the best cultural 

digital story. 

 

 

Why do we tell stories? 

• To explain a point of view, to teach, to entertain, to bring a sense of meaning to the 

past, to help us construct reality and the worlds around us. 

• Stories are not an interpretation of life, they are a tool for making sense of it. 

• Stories are an effective communication tool – they are something everyone grew up 

with and can relate to.  

What makes a good story? 

• Good stories are entertaining and engaging, and are stories that possess an element 

people can relate to. 

• Stories have a ‘beginning’, ‘middle’, and ‘end’, but these elements don’t necessarily 

have to be presented in that order (e.g. you might begin at the end). The greater the 

‘stakes’ in your story, the more your audience will care about the outcome. 

• Think about what ‘type’ of story you are writing: is it a ‘journey’ story (a stranger 

arriving in town, or someone striking out on a journey), is it a ‘defeating the dragon’ 

story (about someone overcoming obstacles), or something else? Good stories are often 

about change.  

• Use small stories to make a big point! So a story about an individual or an object, for 

example, might actually also communicate some broad change that occurred in 

antiquity, or a philosophical insight, or something else. 
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• Write the story as you would speak – so don’t use academic language, but language that 

is going to draw the viewer in! 

• Nail the first and last sentences! These are the toughest, and should probably be the last 

two sentences you write.  

 

 

 

 

What to bring to the workshop 

 

Bring anything you feel may help you to tell your story. Don’t limit what you bring— bring 

anything (or some representation of it) that means something to you. This may include such 

things as: 

• Photographs (analogue or digital) 

• Video files 

• An ornament or object  

• Writings (for example: journal entries, letters, postcards) 

• Objects of significance 

• Drawings 

• Newspaper clippings (analogue or digital)  
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You don’t need to bring items that match the words you want to say. Contrast between the 

words and pictures can be very powerful in digital storytelling.  

Please bring any digital files along to workshop on a storage device (for example, USB or disc). 

If you wish to access images on your mobile phone or any other device please bring connection 

cables, chargers, etc. 

How to prepare for the workshop 

In the days leading up to the workshop, we encourage you to think about what you want to 

include in your digital story. Write your thoughts down and bring them along to the workshop. 

Some important considerations include: 

• Think about the subject matter of the story. Are you going to talk about your own 

experience or are you telling someone else’s story? 

• What do you want to say in your story?  

Debriefing 

Activity 

Reflection as the most important part in the learning process will be held through a group 

discussion, a reflection in pairs, and a personal written reflection on some questions provided 

by the trainer .example of questions could be: what did you learn from the activity day? Which 

one was the most useful and interesting part of the day? How did you feel and what did you 

learn from yourself? How was working in group and how was the group dynamic? Which 

actions would you like to implement once come back home? Did you get any inspiration from 

participants or activities? (these questions are just some examples). 

Objective 

Increasing self-awareness and knowledge ass a process of self-development; fixing new 

learning, getting new ideas 

Feedback and evaluation 

Reflection circle: 

Ask the participants to sit in a circle and ask them to share their impressions of the structure of 

the session and if they have suggestions to improve it for future learners. 

Useful links 

Smories 
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This is a wonderful collection of videos featuring young children telling stories. Great to use 

as inspiration. 

http://www.smories.com/ 

What makes a good story teller? 

An interactive presentation about the features of good storytelling. 

http://nikpeachey.posterous.com/what-makes-a-good-storyteller 

Creating multimedia stories 

Suggestions and a video tutorial showing how to make a digital story using images, sound 

and music. 

http://nikpeachey.blogspot.com/2008/02/creating-multimedia-stories.html 

Aesop’s fables 

This is a great place to find stories to use in class. Many of the stories also include audio 

versions. 

http://www.aesopfables.com/ 

Andrew Articles and Stories 

This is the blog of ELT author Andrew Wright. It has a huge collection of of articles about 

storytelling in the EFL classroom. There is also a big collection of his own stories. 

http://andrewarticlesandstories.wordpress.com/ 

Adventure Narratives for EFL ESL Students 

This is an article about how to exploit narrative from online computer games in the EFL 

classroom. 

http://nikpeachey.blogspot.com/2008/09/adventure-narratives-for-efl-esl.html 

 

CrowdVoice 

This website is an example of citizen journalism and you can see how ordinary people are 

http://www.smories.com/
http://nikpeachey.posterous.com/what-makes-a-good-storyteller
http://nikpeachey.blogspot.com/2008/02/creating-multimedia-stories.html
http://www.aesopfables.com/
http://andrewarticlesandstories.wordpress.com/
http://nikpeachey.blogspot.com/2008/09/adventure-narratives-for-efl-esl.html
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using video and digital narrative to tell very important stories. 

http://crowdvoice.org/ 

Online activities for digital narrative 

Some online example activities that get students exploring digital narrative. 

A City Love Story 

http://daily-english-activities.blogspot.com/2009/10/city-love-story.html 

Show and tell online 

http://daily-english-activities.blogspot.com/2010/10/show-and-tell-online.html 

Finding Out About People 

http://daily-english-activities.blogspot.com/2009/05/finding-out-about-people.html 

Read and Write Very Short Stories 

http://daily-english-activities.blogspot.com/2009/10/read-and-write-very-short-stories.html 

50 Word Stories 

http://daily-english-activities.blogspot.com/2009/04/50-word-stories.html 

Learn from and Create Animated Music Videos 

http://daily-english-activities.blogspot.com/2009/10/learn-from-and-create-

animatedmusic.htm 

  

http://crowdvoice.org/
http://daily-english-activities.blogspot.com/2009/10/city-love-story.html
http://daily-english-activities.blogspot.com/2010/10/show-and-tell-online.html
http://daily-english-activities.blogspot.com/2009/05/finding-out-about-people.html
http://daily-english-activities.blogspot.com/2009/10/read-and-write-very-short-stories.html
http://daily-english-activities.blogspot.com/2009/04/50-word-stories.html
http://daily-english-activities.blogspot.com/2009/10/learn-from-and-create-animatedmusic.htm
http://daily-english-activities.blogspot.com/2009/10/learn-from-and-create-animatedmusic.htm
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Chapter 4: Video making as a tool to share tangible and intangible 

cultural heritage 

Icebreaking activity 15 min 

Introductory activity 20 min 

Videomaking: Theoretical workshop 

- The learning potential of audio-visuals 

- Communications skills 

- How to create the videos 

- Designing and editing videos 

- Integrating sounds and music 

- Exporting and uploading 

30-45 min 

Videomaking: Practical workshop 

Divide the participants into smaller groups and, with the theory 

explained before, they will do and record a short video. 

1) Establish the goal of the videos and the main message you want 

to share with your target audience based on: 

a) Sharing tangible and intangible cultural heritage 

b) Offering resources to non-EU foreign nationals and 

immigrants to understand cultural differences 

2) List down the target audience for your videos 

3) Decide the characters involved in the videos 

4) Establish the type of video you want to do: reportage, animation, 

video with facts and numbers 

5) Create a draft of the visual/audio script based on the structure 

give 

2.30- 3 hours 
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Online session plan adaptation 

6) Creating the video 

Present all the videos to the audience 30 min 

Debriefing of the whole session 20 min 

Feedback, evaluation and self-assessment 30 min 

Introducing the activities, we are going to do during the session. 

Introductory activity to get people involved and interested. 

(www.menti.com) 

10-25 min 

Videomaking: Theoretical workshop 

- The learning potential of audio-visuals 

- Communications skills 

- How to create the videos 

- Designing and editing videos 

- Integrating sounds and music 

- Exporting and uploading 

20-25 min 

Energizers (https://wheeldecide.com) 10-15 min 

Videomaking: Practical workshop 

Video making as a tool to share tangible and intangible cultural 

heritage 

For the purposes of this activity, in smaller groups, and, with the 

theory explained before, they will plan a short video: 

1) Establish the goal of the videos and the main message you want 

to share with your target audience based on: 

25- 30 min 
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Aim 

The main objective of this activity is to expose how to use audio-visuals and audio aids to help 

create tangible and intangible cultural heritage contents 

Learning outcomes 

By the end of the session the participant should be able to: 

Create videos by: 

o Designing and editing the videos 

o Integrating sounds and music 

o Exporting and uploading the videos 

The world has changed drastically in the last century. New Technology and Media have created 

a parallel world in which people are always connected, especially younger ones. 

Communication, music, entertainment and advertising have transformed during the years and 

adapt to the continuous changes is not always an easy task. New technology and media have 

created new ways to communicate and have influenced all the aspects of our world: social, 

political, economic, etc. 

Audio visual aids are those devices which are used to encourage teaching learning process and 

make it easier and interesting. Audio -visual aids are the best tool for making teaching effective 

a. Sharing tangible and intangible cultural heritage 

b. Offering resources to non-EU foreign nationals and 

immigrants to understand cultural differences 

2) List down the target audience for your videos 

3) Decide the characters involved in the videos 

4) Establish the type of video you want to do: reportage, animation, 

video with facts and numbers 

At the end they will present their ideas using www.jamboard.com  

Feedback, evaluation and self-assessment. 

Using the game Dixit. They are associative cards, so they are good 

for evaluation 

15-20 min 

http://www.jamboard.com/
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and the best dissemination of knowledge. There is no doubt that technical devices have greater 

impact and dynamic informative system. 

People learn differently and audio-visual equipment gives them the chance to stimulate each 

learning process with a combination of pictures and attention-grabbing media. We are 

surrounded by audio visual equipment and we are keen to understand technology and keep up 

to date with applied science. 

Communication skills 

Social Media has changed the way we all communicate. Today it is easier and faster to 

communicate with people around us, but at the same time the communication skills in everyday 

life are changed and sometimes lack quality. 

Having a good communication on Social Media is key to convey the information to the target 

group or person correctly and efficiently.  

Communication is based on different types of content, including video, photos, surveys, text, 

etc. It is important to choose the content best suited to the target group or person. 

 

How to create a video 

 Start with a brief 

Starting with a brief allows us to be on the same page. A brief doesn't have to be fancy, nor 

does it have to follow a specific formula, but there are several key questions it should include 

to craft an effective video script.  

1. What is the goal of this video? Why are we making the video in the first place? 

2. Who is the audience of this video? 

3. What is our video topic?  

4. What are the key takeaways of the video? What should viewers learn from watching 

it? 

5. What is our call-to-action? What do we want viewers to do after they’ve finished 

watching the video? 

Write the script 

Once the teams picked the topic, you can try to write the script. 
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Just like the brief, the video script doesn’t have to be fancy. Its purpose is strictly functional. 

A good script makes it easy for the people on camera to get their messages across while 

sounding and acting naturally.  

Writing a script is not the same as writing a college paper or marketing research report. You 

want to write the script how you want the video subject to speak. Keep sentences short and 

avoid compound sentences, if possible. 

Make it thorough 

A script doesn’t just include dialogue. If your video will require multiple shots, characters, or 

scenes, include these details. Be sure to include any necessary information about the set or 

stage actions, such as a wardrobe change. Basically, you want the script to be thorough enough 

that you could hand it off to someone else to shoot, and they'd understand it. 

Use the Audio/Visual Script 

Your first instinct might be to write dialogue in the usual paragraph form and then maybe write 

a few visual ideas in the margins or in parentheses. But the simplest way of writing a script is 

to use the “Audio/Visual” format. 

You can think of a video as two separate narratives: one audio, and one visual.  Of course, these 

two narratives need to work together, so this should be indicated in the script. To do that, it’s 

best to format your script as a table with two vertical columns. 

Here is an example: 

 

Visual Audio 

1 Visual instructions go here Spoken dialogue, narration, and music cues go here 

Script every single word 

It’s understandable to think you can just write down the main bullet points for a script, and then 

just wing it on camera, especially if you know your subject matter. This approach makes it 

tough to communicate a message as clearly and concisely as possible (which you should aim 

to do in every video you create), and it usually results in a lot of re-dos. So, it is better scripting 

every last word. Doing this will keep you organized during filming and save you loads of time 

later for the person in charge to edit the videos. 
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Make it brief 

Shorter videos are more compelling than longer videos, and to make short videos, you need a 

short script. A standard industry voiceover recording of one minute is equal to approximately 

140 words of text.  

So: 140 words = 60 seconds 

It's also worth doing two to three rounds of edits only focused on cutting all unnecessary fat in 

your writing. Reading it out loud to listen for opportunities to make the language more 

conversational, or sentences shorter, can also help. 

Write for the audience 

Is your audience made up of young teens, middle-aged professionals, or older retirees? Based 

on their profiles, set the tonality of your video scripts so that they “speak the language” of your 

audience and builds a connection. Additionally, your script should suit the medium or channel 

on which it will be uploaded. Typically, videos for social media and mobile marketing require 

crisp scripts for short-form videos, while you could consider a comprehensive script for a long-

form video that will be added to a website or blog. 

Add life to every word 

We tend to document only the essential dialogues in a script, while the rest is left for the 

videographer to interpret. This invariably causes confusion, and the message is often not 

conveyed clearly. To make the process easier, create comprehensive video scripts, including 

details such as characters, scenarios, set settings or stage actions. Ultimately, the scripts must 

be comprehensive enough for anyone to understand and execute. 

Tell a story 

Humans are hard-wired to react to stories. While it is important to present viewers with a 

problem-solution scenario, it’s equally as important to make sure your script tells a story. 

Stories connect with us on an emotional level. They can make us laugh, give us a sense of 

empowerment, and tug at our heartstrings. This makes them engage and take action. 

Opening and closing images 

The first image introduces your story to your audience, so make it a good one. Ideally, the first 

image is a visual representation of your entire story. Your closing image is your last contact 

with your audience, so make it strong. 

It’s probably best to decide what your opening and closing images are going to be after you’ve 

got a solid draft under your belt and have a clear understanding of the message you want to 

send. 
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The characters 

Think first at your audience, the main goal and now think who can send the message. You can 

choose as characters: 

o Simple people from your community who are aware of the topic or you want to find 

out their opinion.  

o Young, adults or elderly people 

o Representatives of public institutions who are credible for your community 

o Young people who wants to find their voice 

o Representatives of civil society (educators, social workers, presidents of non-profits 

engaged in activities connected to refugees) 

Extra tips 

1. Why must you tell this story? What is the belief burning within you that your story 

feeds off of? That’s the heart of it.  

2. Finish your story, let go even if it’s not perfect. 

3. Putting it on paper lets you start fixing it. If it stays in your head, the perfect video 

idea, you’ll never share it with anyone.  

4. If you were your character, in this situation, how would you feel? Honesty lends 

credibility to unbelievable situations.  

5. What are the stakes? Give us reason to the root for the character/problem.  

 

Designing and editing videos 

The first step is to record the video. Of course, you can use a professional video camera, but 

almost everyone has a smartphone and it is enough. If you want to make more professional 

looking videos with a smartphone, you can use a tripod for mobile phone.  

If the video is made with static hand drawn images, the only thing you need is a scanner or take 

photos with your phone’s camera and a suitable light. We recommend using software to select, 

organise and edit the brightness and colours of the photographs. You can use a software like 

gThumb. 

Once the video, pictures and sounds are recorded, you can edit them using a non-linear video 

editor. We recommend Kdenlive. It is immensely popular, free, open source and multiplatform. 
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Kdenlive is powerful, and easier to use than other free alternatives like Cinelerra. With this 

editor you can assemble the video, add the music and apply effects or credit titles.  

Integrating sounds and music 

When recording sounds or voice the best practice is to have the microphone as close to the 

audio source as possible, about 40cm away from our mouth.  

You can find lots of free sound effects to use, in various libraries, one being the BBC Sound 

Effects library. For music, one of the best sources is Jamendo. 

You can download the sound of music in mp3 or wav format and use it with the video. Before 

using it though, it is important to carefully read the license agreement of each file. If you are 

using a non-free song, YouTube or the author can take down your creation. If you want to mix 

sounds or music you can use Audacity.  

Exporting and uploading 

All the video editors use their own file format to store the video, effects, tracks and all the 

specific details each software needs to work. In order to upload it online or use in a video 

player, you need to export it in a standard format. This is often called an export or render.  

There are lots of format. You only need to know that a video file is a container where reside 

video, audio, subtitles, or other information. Each one of these components is encoded with a 

codec. This is a complex topic and you don’t need to know all the technical details. The most 

important formats are:   

o AVI: Being one of oldest and most used ever, it’s compatible with almost every player 

and Internet video service, but it can’t be used directly for streaming.  

o MP4: Nowadays it’s one of the most popular, thanks to the compression and 

compatibility.   

o OGG: This format is similar to the others, but it’s free and unrestricted by software 

patents.   

For compatibility, we recommend MP4. But for storing it with free software and without 

problems with future players could be interesting to also save as OGG.  

One of the things you have to choose is the aspect ratio of the video. Nowadays we have 

panoramic screens with formats like 16:9 or 16:10. If your recording has not the same aspect 

ratio, the video editor can deform the image or reframe it to fit in the output aspect ratio. We 

recommend recording and exporting in 16:9, the aspect ratio of YouTube and others alike.  

Another aspect is the resolution. There are many possible resolutions for 16:9 aspect ratio, but 

minimum recommended is 1280x720 (720p). Also, you shouldn’t use in the video editor a 

resolution that is larger than what your camera delivers. 



                               
 

48 

 

Services like YouTube transform and enhance the video to their own preferred format. You 

should upload it with the maximum quality your camera and video editor can provide, but also 

you should take into consideration your connection speed in order to upload the file in a 

reasonable time. You could maintain a bigger resolution while increasing the compression, but 

the result could be bad. We recommend trying to export parts of the project in many 

combinations of resolution / compression, in order to find the perfect balance. 

Case study 

Country Spain 

Title UNITE4HERITAGE 

Organization name RTVE and UNESCO 

Author ALPE 

 Resources can be found at: 

https://www.unite4heritage.org/en/unite4heritage-celebrating-

safeguarding-cultural-heritage  

https://www.rtve.es/alacarta/videos/unidos-por-el-patrimonio/  

 

Activities 

planned/undertaken 

as part of your 

research?  

 The data that informed this research was mostly gathered online. 

This case study was chosen as an example of a successful project 

because of its salience with regards to the contents that are 

addressed in this unit. 

What is the case 

study’s aims and 

objectives?  

The aims and objectives of this case study are: 

• The campaign is a response to address the deliberate destruction 

of cultural heritage by violent extremist groups. 

• The creation and sharing of content move to engage viewership, 

ensuring that the narrative surrounding cultural pluralism and 

https://www.unite4heritage.org/en/unite4heritage-celebrating-safeguarding-cultural-heritage
https://www.unite4heritage.org/en/unite4heritage-celebrating-safeguarding-cultural-heritage
https://www.rtve.es/alacarta/videos/unidos-por-el-patrimonio/
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heritage preservation are widely understood by the global 

community. 

• To learn about the global experience with these topics. 

• To understand the significance of this case study in the 

broader discourse. 

Top highlights • Videomaking can be a great tool for sharing tangible and 

intangible cultural heritage. In addition, this case study it is 

a good example to confront extremism and radicalization. 

• In the case of UNITE4HERITAGE, videomaking is 

especially successful when it combines cultures and 

heritage. 

Detailed description 

of the chosen case 

study 

The global campaign launched by UNESCO, 

#UNITE4HERITAGE, is a globally driven movement that aims to 

celebrate and safeguard cultural heritage and diversity around the 

world. 

Launched in response to recent unprecedented attacks on heritage, 

the campaign calls on all people to confront extremism and 

radicalization by celebrating the places, objects and cultural 

traditions that give the world richness. and dynamism.  

The series “United for heritage” is a production of Radio Televisión 

Española (RTVE), UNESCO and the Goodwill Ambassador, Kitín 

Muñoz. This project aims to sensitize public opinion about the 

importance of safeguarding our common cultural and natural 

heritage, within the framework of UNESCO's campaign. 

Through 30 audio-visual capsules, this series will take the viewer 

on a journey through various cultures, traditions and places in all 

regions of the world. The objective of this initiative is to show the 

public the enormous cultural and natural wealth that our planet 

awaits. Intentional destruction, mass tourism, and poor 

maintenance are the causes that often threaten our cultural heritage 

and its diversity. That is why the “unite for heritage”  campaign and 

RTVE decided to join forces to highlight the importance of 

preserving cultural heritage through one-minute videos, in order to 

mobilize people to safeguard cultural identity and build a common 

future. 
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From the old Koranic university of Sankoré in Timbuktu, to the 

fabulous cultural landscape of the Serra Tramuntana in Spain, we 

will discover our world guided by the ingenious narration of Kitín 

Muñoz. 

Describe local, 

regional national and 

international Impact 

The approach of the organisation is at global level. At the same 

time, the foundation is part of several networks and is recognised 

as a prominent authority in the field of education and culture and 

has taken part in several European and international projects. 

In conclusion Videomaking can be a great tool for sharing tangible and intangible 

cultural heritage. In addition, it is a good way to confront 

extremism and radicalization. 
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Chapter 5: European Cultural Heritage/Migrants cultural 

heritage a unique and innovative tool to promote tolerance, 

diversity, inclusion 

Aims 

- To provide methods to promote diversity, equality, non-discrimination, and social 

inclusion 

- To share knowledge, experience, and best practices 

- To give an overview on how deal with these topics in a diverse environment  

Learning Outcomes 

1. Gained new tools and methods to use in daily work activity as trainer, social worker, 

etc. 

2. Gained theoretical and practical knowledge on the topics of the unit 

3. Gained insight into activity design and planning 

4. Practiced team building and team dynamics 

5. Practiced active listening and active participation through dialogue and collaboration 

6. Practiced creativity and communication skills 

7. Practiced intercultural dialogue 

Total time needed: approximately 3 hours and 30 minutes with breaks. 

Equipment needed: Projector, pens, paper, flipchart, markers, handouts 

Structure: 

- Icebreaking activity (30 min) 

- Introductory workshop. (30 min) 

- Turning obstacles into opportunities. (40 min)  

- Being in someone else’s shoes (50 min) 

- Debriefing of the whole session. (20 min) 

- Feedback and evaluation. (30 min) 
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Icebreaking Activity 

Name Circle Activity 

Ask the group to make a circle in the middle of the room. Randomly, ask someone to tell his/her 

name and the next person tells first the previous name and his/her name. This name circle goes 

on and each person tells all the previous names. The last person tells the whole names in the 

circle. 

Objective: remember names, building connection among participants 

 “I think you like…” Activity1 

Each participant should find a partner whom s/he does not know at all. Each pair looks for a 

quiet place to carry out the activity. Without talking to each other, participants write five 

sentences about what they think their partner is like. They should only use appreciative 

assumptions, for example about work (“I think you teach history to 16-year-olds”), about eating 

habits (“I think that you like pizza”), about hobbies (“I think you like to listen to jazz”), about 

their partner’s family (“I think that you have a brother who is younger than you”), etc. 

Participants form a circle, still sitting next to their partners.  They introduce their partner to the 

whole group by reading out their five sentences.  Assumptions are corrected. The participants 

talk about themselves and say if the assumptions were right or wrong. 

Objective: remember names, building connection among participants 

Introductory activity 

To start with the definitions of the terms (culture, cultural heritage, tolerance, diversity, 

inclusion), divide the group in smaller groups with 3-4 people. Write these terms (culture, 

cultural heritage, tolerance, diversity, inclusion) and some extra similar words on the board. 

Have each term (culture, cultural heritage, tolerance, diversity, inclusion) written on a small 

paper and give each group a term. 

Then ask all groups to prepare a short conversation or a roleplay that can reflect their own 

terms. Give them a few minutes to get ready. After that, each group presents their conversation 

or roleplay in front of the others. After they finish, other participants try to guess which term 

is the main idea of the conversation/roleplay.  

This way, they can have a chance to understand the words related with the topic. 

For Online Implementation: 

Divide the group in smaller groups with 3-4 people. Give each group one of the terms (culture, 

cultural heritage, tolerance, diversity, inclusion). Ask all groups to prepare a definition for their 

terms and a situation about the term as an example. Give them a few minutes to get ready. After 

that, each group presents their definition and examples. After they finish, other participants try 
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to guess which term they try to explain. The whole group gets the definition and an example 

related with the terms. 

Turning obstacles into opportunities2 

Specific aims: 

● to use creative techniques to illustrate solutions to problems of exclusion 

● to develop multiple perspectives 

● to build cohesive groups 

Resources:  

● print-outs of pictures in the Appendix 1 

Methods/techniques used: 

● Group work, roleplay  

Practical arrangements: 

● Before you start, you should have the pictures in the Appendix 1 printed and pinned on 

the board. 

Procedures: 

1. Ask the participants to form groups of 3 or 4 or if you know participants, then group 

them yourself as you see fit from a team building point of view. 

2. Give each group one of the pictures in the Appendix 1. 

3. Ask them to change the unhappy situation in the picture. In other words, each group 

should turn the picture into a happy situation by discussing and preparing a roleplay. 

Allow them 15 minutes for this. 

4. You can walk while the groups are working and give ideas if they cannot get started by 

themselves. 

5. When the time is up, you ask the groups to present their roleplay and then to explain 

how they turned the sad world into a happy one. 

Debriefing/reflecting: 

● Ask participants if they have similarly unhappy situations in their classrooms/lives. 

Allow enough time for discussions and an exchange of experiences. 



                               
 

55 

 

● Discuss with the participants what can be done to create atmospheres without any 

misunderstanding and discrimination.  

For Online Implementation: 

To implement this activity online, the participants can be asked to prepare a short story about 

the pictures provided in the Appendix 1. Since preparing and performing a roleplay in an online 

meeting can be difficult, it is easier to apply this activity with a storytelling. You can allow the 

groups 20 minutes to prepare. Each group makes up their own story about the picture. They 

first describe the current situation in the picture and then find a way to solve the sad situation. 

After 20 minutes, each group shows their picture and presents their stories.  

Being in someone else’s shoes2 

Specific aims: 

● to experience the feeling of being excluded through role-play 

● to express feelings through drama activities 

● to determine what is excluded as the other / the different 

● to learn to talk about positive and negative feelings 

● to develop multiple perspectives 

Resources: 

● Role cards (See Appendixes for Activity 4) 

Methods/techniques used: 

● Improvised role-play, group work 

Practical arrangements: 

● Make sure that trainees have enough space to move around and act out the situations. 

Procedure: 

1. Divide the classroom according to the number of participants into groups, you can give 

out all four roleplays at one session or you can give two role plays and divide the class 

into two groups. 

2. Before you give out the role cards, tell your participants that they have to act out and 

solve the situations on the role cards, and that everyone in the group should have a 

chance to act. 
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3. Then participants should have about 20 minutes to discuss the situation, find a solution 

and allocate a role to every member of the group. 

4. When the groups are prepared, they should start by first reading out the situation and 

then acting out their sketch and the solution. 

Debriefing/reflecting: 

1. Ask trainees about what was difficult to act out, which role was annoying / funny / etc., 

and let them discuss the situations they were given. 

2. What did the situation remind you of? Are there any similar situations in our society / 

surroundings/ school? 

Debriefing 

Activity 

Reflection as the most important part in the learning process will be held through a group 

discussion, a reflection in pairs, and a personal written reflection on some questions provided 

by the trainer. Following questions can be discussed: 

● Before we talked about diversity today, I had not been not aware of the following ... 

● During the training I remembered an event where I felt different /excluded … 

● Having attended this session, I feel that there is a need to deal with diversity in school 

/ no need to deal with diversity ... 

Objective 

Increasing self-awareness and knowledge as a process of self-development; fixing new 

learning, getting new ideas 

Feedback and evaluation 

Reflection circle: 

Ask the participants to sit in a circle and ask them to share their impressions of the structure of 

the session and if they have suggestions to improve it for future learners. 

References 

1- TASKs for democracy, 

https://www.coe.int/t/dg4/education/pestalozzi/Source/Documentation/Pestalozzi4_EN.pdf 
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2- Education for Linguistic and Cultural Diversity (DIV) - The Black Sheep, 

https://www.coe.int/t/dg4/education/pestalozzi/Source/Documentation/TU/TU_DIV_Akyuz_

EN.pdf 
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Appendix 1 

Sample pictures for Turning obstacles into opportunities. 
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Appendix 2: Being in someone else’s shoes – Role Cards 

SITUATION 1: Instructions and materials:  

You need 5 blue plastic litter bags, but cut space for head and arms.  

1.Choose students for the roles A and B. 

2.Ask them to read out their roles, and then they can start acting. Do not influence them, but ask them 

to stick to their roles. 

3.Give the Ocean student a blue plastic litter bag you have provided before. 

4.Just when the play begins choose four students and give them the climax role. The climax role 

shouldn’t be read aloud. Tell the group they should enter into the play when you give them the sign. 

5.Provide the climax group also with the blue bags. 

6.After a few minutes, when B still doesn’t manage to make friends, ask the climax group to enter the 

play. 

7.See how they solve the situation. 

Situation:  

Classical school scenery, where newcomers are not accepted when they are too different.  

ROLE A (2-3 teachers/students)  

You are a group of 3 youngsters and don’t want to 

talk or have contact with the student, who is from 

a country called Ocean, because he is blue 

coloured. Do everything possible to avoid talking 

to the Ocean.  

ROLE B (1 teacher/student)  

You are a new student and come from Ocean you 

are very unhappy because nobody wants to talk to 

you. Today you have promised yourself to be a 

friend of the most popular group in the school. Do 

anything possible to talk to them.  

CLIMAX ROLE (3-4 teachers/students)  

You are a group of 4 Oceans you enter the scene and include your Ocean friend, trying to understand 

why the others are not accepting him or her. Try to talk to the group.  
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SITUATION 2: Instructions and materials:  

A bathrobe, sunglasses, a very old-fashioned piece of clothing (male/female), accessories that match 

the old-fashioned clothing.  

1.Choose students for the roles A and B. 

2.Ask them to read aloud their roles, and then they can start acting. Do not influence them, but ask 

them to stick to their roles. 

3.Give student B a bathrobe and sunglasses. 

4.Just when the play begins choose one student and give her/him the climax role. The climax role 

shouldn’t be read aloud. Tell the student s/he should enter into the play when you give her/him the 

sign. 

5.Provide the climax role student with old-fashioned clothes. 

6.After a few minutes, the climax role enters the play. 

7.See how they solve the situation. 

Situation:  

A group of people are standing in a queue for theatre tickets. One person seems to be quite strange 

because of the way s/he is dressed. Just a group of people behind him start to stare at her/him, talk 

about her/him and make fun of her/him.  

ROLE A (2-3 teachers/students)  

You are a group of 3 people queuing in a row for 

theatre tickets, just in front of you there is 

someone with a very strange outfit, and you make 

fun of her/him, and talk about her/him. 

ROLE B (1 teacher/student)  

You are in front of a group of people in a row and 

they make fun of you. You hear what they say. 

You are accustomed to it because you are treated 

like this everywhere. Try to talk to them and ask 

them why they think you are funny. Try to 

persuade them that you are just like them 

underneath the clothes.  

CLIMAX ROLE (1 teacher/student)  

You enter the play being dressed in an old-fashioned manner and begin to be part of the group who 

is teasing the strangely dressed one, you say that his or her clothing is unacceptable, and even that he 

shouldn’t be allowed into the theatre in this outfit.  
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SITUATION 3: Instructions and materials:  

1.Choose students for the roles A, B and C. 

2.Ask them to read aloud their roles, and then they start acting. Do not influence them, but ask 

them to stick to their roles. 

3.See how they solve the situation. 

Situation:  

A group of people is going to have dinner together; at the restaurant one of the participants is 

unable to eat anything because he is believer, following the rules of religion XYZ. These religious 

people do not eat anything cooked, anything red and green. He or she is quite angry with his 

friends for not considering his dietary rules when they are going out. There are restaurants where 

he could eat.  

ROLE A (2-3 teachers/students)  

You go to a restaurant with friends but one 

friend of yours can’t order anything and has 

nothing to eat or drink. Your friend is angry 

with you because he proposed another 

restaurant where he would also have choices. 

You try to find something for him, and try to 

understand why he doesn’t try to eat a 

hamburger just once.  

ROLE B (1 teacher/student)  

You are very angry with your friends because 

you believe in the religion of XYZ, which 

doesn’t allow you to eat anything cooked and 

red and green things. You had proposed another 

restaurant where you would have had several 

choices but your friends were bored with that 

restaurant. You ask your friends what you 

should eat that is neither cooked, nor red or 

green.  

ROLE C (1 teacher/student)  

You are the waiter in the restaurant serving the group, you can hear that they are debating about 

one of their friends who cannot eat anything and is angry with his friends because they have taken 

him to this restaurant. You just listen for a while, but towards the end you go to the guest who 

isn’t able to eat anything, telling him that your restaurant caters for different demands and dietary 

needs and offer him: water to drink which is white and not cooked. And a plate with bananas, 

pine apples, pears, which are neither red nor green and also not cooked.  
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SITUATION 4: Instructions and materials:  

All you need is a piece of paper for the student with Role C, indicating that he is the policeman.  

1.Choose students for the roles A and send them out of the classroom. 

2.Read out the situation to the classroom. Everyone can make up his language you together with the 

class represent the society in the city. 

3.Choose a student/teacher to be the policeman and give him his role card. 

4.Invite “the role A” students / teachers back into classroom. 

5.The whole class tries to avoid contact with the migrant family. 

6.The climax role enters the class and he is allowed to make his final explanation in the real 

classroom language. 

7.See how they solve the situation. 

Situation:  

There is suddenly a new family in your happy, clean and friendly town, with a language you do not 

understand. The whole town refuses any contact with the family that speaks a language that they 

cannot understand.  

ROLE A (3-4 teachers/students)  

There is a war in your country and you have to 

flee with your family into another country. You 

walk in the streets and parks and try to talk to 

people to explain your situation. You are hungry 

and tired. But no one speaks your language. Try 

to explain to them that you are ready to work in 

order to get food and a warm place to sleep.  

ROLE B (whole class)  

The whole class has to speak a nonsense 

language, and pretend not to understand English 

(or the language usually spoken in the class). Try 

to avoid contact with the family. Finally two of 

you go to the policeman to complain about the 

family and that their presence is not wanted in 

your town.  

ROLE C (Climax Role)  

You are a policeman; the citizens come to you and complain about a new family which is walking 

in the parks and streets of your town. You don’t like them either. But you try to understand them as 

you know a little bit their language. You understand that they fled from war in their country, and 

that the father was a famous scientist in that country. You explain this situation to the whole group 

and see their reaction. (Make the explanation in the real classroom language).  
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Conclusion 

This project started from an analysis carried out by the partner organisations in their local 

communities and with the service users they work with. It is no secret that there is a strong 

need for more tolerance, diversity, and inclusion all over the world. With this toolkit we want 

to give answers to these challenges by approaching them through the lens of cultural heritage. 

We see cultural heritage as a powerful source of empowerment that could be a game changer 

in the way the integration process for newcomers are handled at a local, regional, national, and 

European level. 

The process of writing this toolkit took many months and effort by different people. The project 

saw the participation of five partners from five different countries. The diversity of our 

partnership gave us the chance to explore different topics from diverse backgrounds and points 

of view. We find this to be a particularly enriching feature of this toolkit that makes it one of a 

kind. The added value of diversity was made possible by the Erasmus+ Programme of the 

European Commission. 

During the duration of the project, at the end of November 2020, we also organized an online 

learning, teaching, and training activity in which all the project partners actively participated. 

We used the training to test the work that we had done on the toolkit and we also got the chance 

to meet some different people that work in the field of cultural heritage. It was an amazing 

opportunity to share knowledge and best practices and the toolkit benefitted immensely from 

this testing. 

Implementing a real-life training based on our toolkit gave us the chance to test our assumptions 

about our work and improve it to reach the best outcome possible. What we have achieved is a 

comprehensive toolkit that addresses different issues related to diversity, inclusion, integration, 

tolerance, and cultural heritage in different countries in Europe. We hope that our work will be 

used by others in the future and that it will have an impact on different communities in Europe 

and all over the world. 

 

The ACE Team 


