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INTRODUCTION

The CoGame project calls for the creation of tools easily used and replicated by partners from different countries, valorizing heritage from different times in history. The Heritage Descriptor is essential to the trainer and young people so they have access whenever needed to the basic notions related to the heritage object, at the core of the game creation.

The Heritage Descriptor will contain both text information on the historical, social, cultural, political, economic context,… as well as iconographic documents (photographs, postcards, posters, videos,...), a summary presentation as well as the main themes and concepts that define the heritage object and a bibliography/webography; in short, all historical or current information needed for good apprehension and understanding of the heritage object studied.

As developed for Co-Game,[footnoteRef:1] the Heritage Descriptor is but a starting point and can be adapted to suit any civic or cultural heritage object. [1:  See annex - Analysis grid.
] 



1. 
OBJECTIVES
1.1 Main objectives of the Civic Heritage Descriptor

History is not a collection of facts about the past: it is an interpretation of the past based on evidence. Understanding the historical context of a particular time period involves the social, cultural, political, economic and technological aspects of life. The Civic Heritage Descriptor aims to be a working tool for the cultural or education operator,[footnoteRef:2] the trainer and the target group. It will serve as a framework containing all the information concerning the heritage object, and as basis for the development of each learning module. It will also provide the contents allowing the construction of the scenario, characters and settings, of the produced video games. [2:  The operators can be cultural institutions, training / education operators, NGO’s / non-profits, …] 


The Civic Heritage Descriptor has different objectives for different actors of the project.

For the cultural / education operator:
- Create an “identity card” of the heritage object for further education purposes.
- Test the operational capacity to take part in the project (enough historical content, values).
- Create an exhaustive version, reference for both the trainer and the target group version.
For the trainer:
- Fight against the digital divide by linking training content and methods with videogame creation.
- Fill in the analysis grid before the training to become as familiar as possible with the history and concepts of the Heritage Object.
For the target group:
- Engage in videogame creation as a cultural experience.
- Become “prosumers”, producers of their own content instead of passive users.
- Develop teamwork and collaborative practices.
- Develop researching skills when filling in the analysis grid.
- Appropriate the history and civic values of the heritage object and develop their critical analytic skills.

1.2 Target group
The target group favoured by CoGame as basis for designing the curriculum are youngsters over 16 and young adults, mostly still in compulsory education or vocational training. Even though they may not have completed any education or training yet, they are expected to have a moderate general knowledge and a deeper theoretical knowledge in their field. They are also expected to be able to work independently and as part of a team.

2. EDUCATIVE PROCESS

2.1 Cultural divide

Several obstacles have to be addressed in order to complete the CoGame project. Beside the well-known problem caused by the digital divide that can impact youngsters as well as underprivileged categories of society,[footnoteRef:3] there is also a cultural divide that must be kept in mind when compiling the Heritage Descriptor “Analysis grid.” The target group may be diverse in social, economic and cultural origins. [3:  “Important challenges on internet use remain, as about half of the less-educated and the elderly in the population do not use it regularly, and about 58 million EU citizens (aged 16-74 years old) have never used it at all.” Bridging the digital divide in the EU © European Union, 2015 www.europarl.europa.eu/RegData/etudes/BRIE/2015/573884/EPRS_BRI(2015)573884_EN.pdf] 


Cultural and/or civic heritage objects often use a specific vocabulary in order to convey specific concepts linked to the object. Basic – and sometimes advanced – knowledge in general and cultural history may be expected from the target group, but allowances must be made in case that knowledge is insufficient. The language used as well as the historical context and concepts must therefore be vulgarized in order to be understood by most youngsters aged 16-18 (see IO2 – Module pack for videogame creation).

The Heritage Descriptor aims to build on the knowledge and skills already acquired by the target group (cultural knowledge, research skills, critic analysis of information,…) and help the youngsters develop those skills and knowledge. The civic values carried by the heritage object may also help that purpose of cultural integration in a European context: “the vital role of education as a tool to create an informed historical consciousness is emphasised, which provides the basis for dealing confidently not only with Europe’s past, but also present and future.”[footnoteRef:4] [4:  European Historical Memory : Policies, Challenges and Perspectives © European Union, 2015 www.europarl.europa.eu/RegData/etudes/STUD/2015/540364/IPOL_STU(2015)540364_EN.pdf] 


2.2 Images and visual resources

In order to (partly) tackle the risk of cultural misunderstanding and help youngster better visualize the heritage object over time, images and visual resources are an extremely important addition to the Heritage Descriptor. Whenever possible, period or contemporary photographs, graphs, drawings, … should be used to complete the textual elements. This in turn will help develop the graphic design of the game.

3. 
METHOD
3.1 Input of cultural / education operators

Cultural /education operators are responsible for compiling the information and answering the analysis grid of the Heritage Descriptor. With the trainer and target group in mind, they will aim to find a careful balance between exhaustiveness and selectiveness. There should be enough factual and historical information for an autonomous work, but not so much as to make the selection of relevant elements for the creation of the game difficult.

Beside historical elements, the focus should also be put on the civic values linked to the heritage object: philosophical, humanistic, social, progressive values. Those positive values can ideally translate into community values, favourable to European, national and local integration. The engagement of the target group through the critical analysis of the Heritage Descriptor content should ideally lead to positive reinforcement and the development of attitudes such as cooperation, tolerance and intellectual curiosity.

What are civic values?
Civic (or democratic) values are ideally shared by all European citizens. They encompass freedom, tolerance and responsibility, in order to achieve a better, safer life for all and a sense of community.
“European civic values (…) concern such matters as equality and fairness; support for diversity; attachment to the natural environment; a commitment to freedom, peace and non-violent change; a shared conception of liberal justice, respect for the rule of law; the observance of a distinction between religious ordinance and civil law and sin and crime.”[footnoteRef:5] [5:  LEWICKA-GRISDALE K., MCLAUGHLIN T.H., “Education for European Identity and European Citizenship,” in IBANEZ-MARTA José Antonio, JOVER Gonzalo, Education in Europe: Policies and Politics, 2002, p. 60.] 


Examples of the participants in the CoGame project
BIF
- Castles in and around Linz
CIES – ONLUS
- Roman Empire in Rome
Laterna Magica
- Historical streets in Budapest
Mundaneum
- End of 19th century – early 20th century scientific culture
- Social equality, feminism, pacifism, humanism
Transit – CEPS Projectes Socials
- Medieval time in Barcelona

See annexes: Analysis grid for each partner.

3.2 
Analysis grid : objectives and contents

The analysis grid will be the main tool used to define the historical context and history of the heritage object. This will help the trainer and target group have a clear mental image of the identity of the heritage object. Both cultural and civic values embodied by the heritage object, or on which the emphasis should be laid, can be included in this description. The grid will be the go-to resource when selecting the most relevant elements to use, when creating the scenario and the graphic identity, when developing the different elements of the game. Several themes, concepts, and physical elements will also be described.

The analysis grid contains dozens of questions organized in the following categories:

· Historical context of the heritage object

The objective of this section of the Heritage Descriptor should describe all events appertaining to the civic heritage object. It will situate the object in a precise period of history and describe different categories that defined the times. These categories are (but are not limited to): social events and values, political events, technological innovations, cultural trends,… All these elements will paint a picture of the period and of its mentality. Following the European integration purpose of Erasmus+, “historical events should be studied not in isolation, but bearing in mind their transnational dimensions and repercussions.”[footnoteRef:6] [6:  European Historical Memory : Policies, Challenges and Perspectives © European Union, 2015 www.europarl.europa.eu/RegData/etudes/STUD/2015/540364/IPOL_STU(2015)540364_EN.pdf] 


This will allow the trainer and target group to grasp the (inter)national context and causes that led to the creation of the heritage object, either because it reflected the main currents of thinking at the time, or because it went against them. 

· Presentation of the heritage object

This section of the Heritage Descriptor answers questions about the following elements: 
- Who?
- When?
- Where?
- Why?
- Today
- Sets/atmosphere/characters

The answers will allow the youngsters to get a picture of what were the economic situation, the political structure, the social relations, the daily life at the time. These elements will inform the creation of the scenario and the graphic design of the game. The questions about why the heritage object was created and what it is today are especially suited to stress the civic values born by its creators and its current project.

· Themes and concepts

The objective of this section of the Heritage Descriptor is to allow the trainer and the youngsters to know the themes or the concepts relative to the patrimonial object which will have to be included in the scenario of the produced video games.

Several themes may have to be described in order to fully understand the heritage object. This section can thus be replicated as many times as necessary.
The theme refers to a concept, an idea, a concrete object, a specific use of the patrimonial object and/or the patrimonial setting…

The meaning refers to the theme. What does the theme refers to, which message does it convey, what does it mean…?

The aims allow the trainer and youngsters to know which information must be disseminated by the video game, how it relates to the theme, what is the most relevant aspect.

· Bibliography & Webography

The heritage coordinator must select a few references (printed or online) to help both the trainer and target group to understand the history and concepts related to the heritage object. They will include the website dedicated to the heritage object, articles or books about it, and any other easily available resources that will help the trainer and trainees in their work.

· Glossary

The target group may need to refer to a specific vocabulary related to the heritage object or to the cultural sector, in order to better understand the content of the Heritage Descriptor. A selection of a few words for which a definition is provided should be sufficient. 



3.3 Template

1. Historical context of the heritage object (social, political, technological, cultural,…)

All events related to the heritage object from a precise period in history, and which often allow a better understanding of the causes. Described by category or trends.

2. Presentation of the heritage object

· Who

· Which person or institution founded / created the heritage object?
· What was their role in society at that time?
· What were they like?

· When

· When was the heritage object created?
· Who held political power at that time?
· Did the political power support the creation of the heritage object?

· Where

· Where was the heritage object founded?
· Is it a strategic location enabling the development of a political, economic strategy,...?
· Is the heritage object part of a specific heritage site?
· Is this site an integral part of the heritage object?
· Has the heritage site undergone changes since its creation?
· How is the heritage site used today?
· Has the heritage site the same function today as before?

· Why

· What was the goal of the heritage object?
· With whom and by which means has the heritage object been designed?
· Are there any anecdotes about the heritage object?
· Which civic values inspired the creators of the heritage object?
· Was the heritage object part of a European or international movement?
· Is the heritage object represented by a symbolic element?



· Today

· Today, what has the heritage object become?
· Is it still representing the same values ​​as before?
· How is it presented today?
· What information is left from the past?
· Is it still relevant?
· How is the communication about the heritage object today organised?

· Sets - atmosphere - character

· How were the people of the time dressed, how was their hair, accessories and tools?
· How was the architecture at the time of the heritage object’s creation?
· What were the main artistic currents of the time? 
· What were the methods of transportation at the time?
· What were the methods of communication at the time?
· What does the heritage object look like today?

3. Themes and Concepts
· Theme 1 (concept, idea, concrete object, specific use, …)
· Meaning
· Aim(s)
· Theme 2 (concept, idea, concrete object, specific use, …)
· Meaning
· Aim(s)
· Theme 3 (concept, idea, concrete object, specific use, …)
· Meaning
· Aim(s)
· ETC...

4. Bibliography & Webography
A few references both printed and online to help users understand better the history and concepts related to the heritage object.
5. Glossary
Definition of specific vocabulary in relation to the heritage object or to the cultural sector in general.



MAIN RESOURCES

Bridging the digital divide in the EU © European Union, 2015 www.europarl.europa.eu/RegData/etudes/BRIE/2015/573884/EPRS_BRI(2015)573884_EN.pdf

European Historical Memory: Policies, Challenges and Perspectives © European Union, 2015 www.europarl.europa.eu/RegData/etudes/STUD/2015/540364/IPOL_STU(2015)540364_EN.pdf

Usages des TIC dans l’éducation en Wallonie, Résultats de l’enquête menée par l’AWT en décembre 2009 © Agence Wallonie du Numérique – Région Wallonne, 2011
http://www.ecolenumerique.be/qa/wp-content/uploads/2011/07/UsagesTICetEducationWallonie2009.pdf

LEWICKA-GRISDALE Kataryzna, MCLAUGHLIN Terrence H., “Education for European Identity and European Citizenship,” in IBANEZ-MARTA José Antonio, JOVER Gonzalo, Education in Europe: Policies and Politics, Kluwer academic Publishers, 2002, p. 53-65.

ANNEXES

[bookmark: _GoBack]Examples by each partner (analysis grid).














ERASMUS PLUS KA2 STRATEGIC PARTNERSHIPS
Vocational Education and Training


Grant Agreement No. 2015-1-ES01-KA202-016010











This project has been funded with support from the European Commission. This publication reflects the views only of the author, and the Commission cannot be held responsible for any use which may be made of the information contained therein.
			12

image2.jpeg
- Erasmus+




image3.emf









image4.emf









image5.png
LEARNING_HISTORY_THROUGH_VIDEO_GAME




image6.jpeg
- Erasmus+




image7.emf









image1.png
mundaneum




