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Subject English, Science, Technology, Physical Education, Geography, History, Art, Guidance and Special 
Education

Topic Preserving cultural heritage through traditional games 

Age of 
students

15-18

Preparation 
time

1 hour

Teaching time 2 hours 

Online 
teaching 
material 

Online teaching materials of the lesson:
-Padlet                       :   https://padlet.com/informationworldforever/jw81oylz1buo  
 -Videos for games: https://www.youtube.com/watch?v=XnlmCctYKOU 
-Researches: www.google.com
-Kahoot

Offline 
teaching 
material

Crayons, art paper’s, scissors, ruler, marker, whiteboard, cardboards, glue, pictures, stickers

Europeana 
resources 
used
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Licenses

 Attribution CC BY. This license lets others distribute, remix, tweak, and build upon your work, even 
commercially, as long as they credit you for the original creation. This is the most accommodating of 
licenses offered. Recommended for maximum dissemination and use of licensed materials.

Integration into the curriculum

This LS allows to work several subjects such as:
English: In the curriculum of High School 9th,10th, 11 th grades, Physical education lesson curriculum is ‘Games ‘ 
History: In the curriculum of High School ,9th,10th,11th, Famous Turkish and European Games in history.
Technology: ICT tools in learning, smart board, digital education applications integrated with the curriculum.
Physical education: Famous games in physical education lesson curriculum.

https://www.europeana.eu/portal/en/record/9200271/BibliographicResource_3000058903504.html
https://www.europeana.eu/portal/en/record/9200271/BibliographicResource_3000058903512.html
https://www.europeana.eu/portal/en/record/9200579/dcyy8rah.html
http://www.google.com/
https://www.youtube.com/watch?v=XnlmCctYKOU
https://padlet.com/informationworldforever/jw81oylz1buo


Aim of the lesson

While looking at the 21st-century skills and interests, some interactions related to the virtual world are seen. This
situation  has  some  advantages  and  disadvantages.  Using  time  effectively,  accessing  so  many  resources,
globalization of communication, etc. are seen as advantages, but on the other hand, psychomotor development or
socialization in the real world not in the virtual world seems to be left behind. From this point of view, we believe
that  the  concept  of  the  game,  which  is  a  cultural  heritage,  will  be  associated  with  augmented  reality  and
interdisciplinary skills are useful.
a. Creative thinking: The students will have to come up with effective solutions to the problems that may arise
throughout the project
 b. Collaboration: They will be played in groups of 4,5 students in each game.
 c. Communication:  Both oral and written communication will be used in the project to present the findings and
also to interact with peers
 d. Media and technology literacy: Several ICT tools, digital education applications, and QR will  be used in the
project and the students have to learn how to use them correctly. 
e.  Productivity:  At the end of  the scenario implementation, several  products will  be delivered, like interactive
posters, online books, 3D paintings.

Trends

Project-Based  Learning  and  Inquiry-based  learning.  Augmented  Reality,  Collaborative  Learning,  Learning  by
Gaming.

21st century skills

While looking at the 21st-century skills and interests, some interactions related to the virtual world are seen. This
situation  has  some  advantages  and  disadvantages.  Using  time  effectively,  accessing  so  many  resources,
globalization of communication etc. are seen as advantages, but on the other hand, psychomotor development or
socialization in the real world not in the virtual world seems to be left behind. From this point of view, we believe
that  the  concept  of  game,  which  is  a  cultural  heritage,  will  be  associated  with  augmented  reality  and
interdisciplinary skills are useful.
a. Creative thinking: The students will have to come up with effective solutions to the problems that may arise
throughout the project b. Collaboration: They will be played in groups of 4,5 students in each game.
 c. Communication:  Both oral and written communication will be used in the project to present the findings and
also to interact with peers. Media and technology literacy: Several ICT tools, digital education applications, and QR
will be used in the project and the students have to learn how to use them correctly. 
e.  Productivity:  At the end of  the scenario implementation, several  products will  be delivered, like interactive
posters, online books, 3D paintings.

Activities

Name of
game activity 

Procedure Time

Explore the 
cultural 
Games

The  teacher  introduces  the  topic  by  presenting  a  poster  of  old  games  on  the
smartboard and asks students to talk about what they perceive.
Students will make researches on google by using computers.

      40’

What’s 
happenning 
Above us 

Students get general information on games from google and sum it up briefly. 
After that, they share it with their friends in their native language. 
Students learn the names of games.

          
40+40’
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What’s 
happenning 
Above us 

Students  get  general  information on cultural  games from google and sum it  up
briefly. 
After that, they share it with their friends in their native language. 
Students learn the facts about Cultural Games. 
They exemplify the games by;
- Common games in Europe,
- Specific games in our country

          
40+40’

Blind man’s 
Buff

A group of games, of about 10-12 children to play. As it understood from the name
of the game, the midwife's eyes get hookup. The midwife sets In the middle, and
around  the  midwife  the  other  players  form a  ring.  Guess  we  return  to  singing
ballads  in his  hand wand Show us who we blind  man reiterated his words ring
rotates  around  without  breaking  the  clapping  of  midwives. Arms  extending
forwardly of Midwives touched this person's head, face, and hand with superior
polls. Who can understand that tells you the name? If you are diagnosed, it touches
a player gets midwives. It does not recognize, the game takes the same midwife. As
played blind man's buff in the house is also played outside.
Here are the links of the videos:
https://www.youtube.com/watch?v=6udBXSZMHHg&t=13s
https://www.youtube.com/watch?v=BVaSpYXK8E8&t=10s
https://www.youtube.com/watch?v=nP2fOf-QO7M

      40’

The history of
Games

The section where the students meet with Europeana Cultural heritage part of the
plan. The teacher opens the page of Europeana and tells the students what this
platform is for and how it is used.  The teacher creates 4 teams and asks students to
browse  information  on  the  topic  of  Games.  The  students  should  find  historical
works and art archives by making searches on the Europeana platform on these
topics;  
-Games in history,
-Social impact of games,
-First documents of different kind of games,
-Early similar games were played in Europe and Turkey.

   40’+40’

Turkish 
Games

                   

After Europeana's researches, the teacher leads the students to imagine how games
were played in our country in old times. 
They questioned how people played on it in ancient times.
They  played  alone  or  with  each  other  in  groups.  The  students  use  the  skype
application  for  brainstorming.  Students  browse  on  google,  about  the  famous
Turkish and European games played in the past. They prepare files to create the
youtube channel videos name of: 
Game  As  Cultural  Heritage,  pointing  out  both  the  Europe  and  Famous  Turkish
games in the past.

40’

40’

Assessment

Students  took  a  quiz  prepared  by  Kahoot  digital  tool.  Students  were  divided into  3  teams  and the  questions
involved the general information from Europeana documents. The students were evaluated in an entertaining way.
Students gave answers to teacher questions so they had a chance to self assess themselves.

Student feedback

We drew the following conclusions: Playing game was a free action, it was excluded from daily life deliberately.
Although it was not seen as a serious business, the player gave himself to the game intensely and entirely. In this
action, material gain, profit, or interest wasn’t expected. The formation of the game was within its time and place
limitation, established rules and order. It often separated themselves from the outside world in disguise and in
other ways, and it connected players with a secret bond so that this facilitated social integration.
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https://www.youtube.com/watch?v=nP2fOf-QO7M
https://www.youtube.com/watch?v=BVaSpYXK8E8&t=10s
https://www.youtube.com/watch?v=6udBXSZMHHg&t=13s


Teacher’s remarks

Playing together brings the players closer, and after the game is over, a close relationship is established like a
member of the same association or an organization. Tension and uncertainty are two important qualities in games.
This can be seen even in solo games. In games such as gambling, the player's tension reflects very little to the
person watching him/her. While such games of chance are interesting for cultural research, they are inefficient and
infertile in terms of the development of culture and do not contribute anything to life and mental health.

About the Europeana DSI-4 project

Europeana is Europe’s digital platform for cultural heritage, providing free online access to over 53 million digitised
items drawn from Europe’s museums, archives, libraries and galleries. The Europeana DSI-4 project continues the
work of the previous three Europeana Digital Service Infrastructures (DSIs). It is the fourth iteration with a proven
record of accomplishment in creating access, interoperability, visibility and use of European cultural heritage in the
five target markets outlined:  European Citizens, Education, Research, Creative Industries and Cultural Heritage
Institutions.
European Schoolnet (EUN) is the network of 34 European Ministries of Education, based in Brussels. As a not-for-
profit organisation, EUN aims to bring innovation in teaching and learning to its key stakeholders: Ministries of 
Education, schools, teachers, researchers, and industry partners. European Schoolnet’s task in the Europeana DSI-4
project is to continue and expand the Europeana Education Community.
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http://www.eun.org/home
https://www.europeana.eu/portal/en

