
 

 

Europeana Learning Scenario 
 

Title   

Digital Heritage Bridge between Past, Present and Future with Digital Storytelling  

Author 

Arzu KİLİTCİ CALAYIR 

Abstract 

This learning scenario was prepared for students between 17 - 18 aged students. This learning scenario 
creates an opportunity for these students to understand "The journey from the Past to the Present with 
Digital Stories"  by watching old videos, searching, and making a digital bridge between past to present 
with designing digital stories. The journey to countries from the Past to the Present with Digital Stories. 

This learning scenario supports increasing awareness that cultural heritage consists of tangible and 
intangible heritage. Unfortunately, many students use the concept of 'Cultural Heritage' only for tangible 
heritage. But we know; intangible heritage is an important part of our cultural heritage too. So, we will 
develop students' attitudes to tangible and intangible heritage as a whole by writing digital stories. 
Students will create perceptions of digital heritage by using digital tools. Also; students will leave their 
digital heritage perceptions to their stories. 

Students design and create digital stories that involve countries about tangible heritage and intangible 
heritage. The digital stories they will create will include both cultural heritage. Thus, students will learn 
countries' tangible and tangible heritage effectively. Also, they will add their interpretations to the 
learning, creating process. They will be able to have a chance to reflect their comments on the digital 
stories.  

As a result; I believe that if students understand cultural heritage as a whole, they will make a better 
future design by making a digital bridge. So, digital storytelling and tools are very effective and fast for 
understanding cultural heritage. 
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Table of summary 

Table of summary  

Lesson English, History, ICT 
Topic Digital Heritage Bridge between Past, Present, and Future with Storytelling!   
Age of students 17 - 18 

Preparation time 30’ for teacher, 15’ for students to do some research 

Teaching time 4 lessons of 45 minutes each 
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Online teaching 
material  Padlet  

All the applications I use are on this link 
 

Offline teaching 
material 

 
Support documents:  
Münster, S. (2017). A survey on topics, researchers and cultures in the field of 
digital heritage. ISPRS Annals of the Photogrammetry, Remote Sensing and 
Spatial Information Sciences, 4, 157.here 
Ohler, J. B. (2013). Digital storytelling in the classroom: New media pathways 
to literacy, learning, and creativity. Corwin Press.here 
Gordon, C. (2011). Digital storytelling in the classroom: Three case 
studies.here 
 

Europeana resources 
used 

http://meb.ai/GKuzrO 
http://meb.ai/UFwgGw 
 

 

Licenses 

Attribution CC BY. This license lets others distribute, remix, tweak, and build upon your work, even 
commercially, if 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 scenario was created for ICT class in vocational high school which students 12th-grade students are 
attending and planning to study computer science at university. Most of their efforts are on using web 2.0 
tools, graphic design programs. They like designing about different subjects. They have enough time to 
develop their design skills. They focus on design. So, teachers who aim to develop their students' design 
skills can use this scenario any time during the year. Especially, digital storytelling has big power in 
teaching. So, in this scenario, the teacher can develop students' storytelling skills.  

It also aims to develop student's research skills and design and create special stories on a chosen topic 
will use some Web 2.0 tools such as iMovie, etc. Furthermore, students will be able to develop their design 
thinking and creative stories with digital storytelling and digital tools effectively. 

The topics of this learning scenario fit into three lessons of the vocational high school national curriculum: 
English, History, and Technology. They will combine their creative skills on a subject. This topic should be 
considered in a cross-curricular approach at a different level of students to see their creative skills. 

Aim of the lesson 

In the new world we live in, digitalization has started to have great importance in our lives with the great 
impact of the pandemic. Videos and photos created in the digital environment have become the footprints 
of internet users footprints carried into the future. Digital heritage has emerged as an expression and 
communication that has emerged that did not exist previously. In this sense, digital heritage is likely to 
become more important and more important, and more widespread over time. Especially; increasingly, 
individuals, countries, and communities are using digital technologies to document and express present 
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their cultural heritage values and what they want to pass on to future generations. It helps to save cultural 
heritage on digital. So, it prevents it is to be lost. Students design and create digital stories that involve 
countries about tangible heritage and intangible heritage. Students' digital stories include both tangible 
and intangible cultural heritage. Thus, students learn countries' tangible and tangible heritage effectively. 
Also, they will be able to projection their interpretations of their digital heritage by creating a process. 
They will be able to have a chance to reflect on their comments by using digital stories. 
(https://padlet.com/arzukilitcicalayir/DigitalHeritage_Storytelling_LS) 

Outcome of the lesson 

Students will make digital heritage for different countries by using videos and photos. 

Trends 

• Digital storytelling 
• Constructivist learning 
• Student-centered learning 
• Collaborative learning 
• Cloud-based learning  
• Use own your devices: Make designs on their devices at home. 
• 21st-century skills 
• Digital learning 
• Communication 
• Collaboration  
• Critical thinking 
• Creativity 
• Multidisciplinary working 

21st century skills 

• Digital learning 
• Communication 
• Collaboration  
• Critical thinking 
• Creativity 
• Multidisciplinary working 

Activities 

Name of 
activity 

Procedure Time 

 1st Lesson  

Introduction 
 
 
 

The teacher asks students to question 'What is Cultural Heritage' 'What is the 
difference between tangible and intangible heritage?' 'Have you heard of a 
concept called digital heritage?' 'Would you like to tell the cultural heritage of 
countries with digital storytelling? 

 
15’ 
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Name of 
activity 

Procedure Time 

Introducing 
Digital 
Heritage and 
Storytelling 
 
 
 
 
Europeana 
Research         

The teacher explains to the students what Europeana is and shows them how 
to find information about digital heritage and storytelling. Mention about 
people who made an invention or scientific development in every country. 
For example, introduce people who are important in the history of that 
country with the scientific-technological achievements and science - 
technological success in the countries they work on in their digital stories 
(Such as she found a vaccine) or he found electricity ... etc). 
 
Student’s research Europeana in groups and try to understand how to make 
digital heritage with digital storytelling by using digital tools. 

15’ 
 
 
15’ 
 
 
 

 2ndLesson  

Introducing 
the Design 
Environment 
 
Group 
Works 
 
 
Design work 

Students are asked to describe the designs that they have found by using the 
given sample digital stories for different countries. 
 
The groups present their search results. 
Students are asked to watch the video and take note of the sentences 
including the digital stories about countries. 
 
 
Students make their digital stories by using Imovie, Canva. 

15’ 
 
 
 
10’ 
 
 
 
20’ 

 

Name of 
activity 

Procedure Time 

                                                          3rd Lesson  

Revising 
Designs 
 
Watching 
Video 
 
Watching 
Video and  
 
Designs 
Evaluation 

Designs are revised by using design tools.  
 
 
This Digital Heritage video is watched. 
This Digital Stroytelling video is watched. 
 
 
Students are asked to open the exam on google forms, read and answer the 
questions while they are watching the videos again. 
Results of the exams are collected and wrong answers are corrected by the 
whole class. 
 
 
 
 
 

10’ 
 
 
10’ 
 
 
15’ 
 
 
10’ 
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Name of 
activity 

Procedure Time 

 
                                                               4th Lesson  

Working as 
a team 
 
Presentation 
of the 
designs 

The teacher asks students to work in groups and create digital stories for 
different countries that are selected by them. 
 
Students present their digital stroies. 

30’ 
 
 
15’ 
 

Assessment 

Kahoot 

******************************* AFTER IMPLEMENTATION ******************************** 

Student feedback 

Students were generally glad about the activity. They said that the chosen different countries and visit 
them in digital was a very happy activity. They learned the difference between tangible and intangible 
heritage. They contribute to the country’s digital heritage. They used digital storytelling in their stories.  
They added that they were ready to create similar storytelling scenarios and they would prefer having this 
kind of activity rather than only watch or write plain history. They learned the digital heritage in cultural 
heritage with their creativity and digital storytelling.  So, happened a meaningful learning period. 

Teacher’s remarks 

 In my opinion, when teachers who did use digital storytelling on student performance and they will 
increase students' 21st-century skills, and increased motivation and engagement levels in their students. 
Because of this reason, the digital storytelling method is a big opportunity for teachers to use in their 
lessons.  
 
I tried to help teachers with this topic and about sharing their ideas by using digital storytelling. Many 
students cannot make sufficient description for tangible and intangible heritage with countries. Because 
it is difficult to remember countries heritage by using traditional teaching methods. But when they 
prepare a digital heritage story about countries it will be easier to understand and remember for 
students. In this Ls, they remembered most of the details about countries on their digital story easily. 
Also, I discovered that some of my students are gifted in creativity about digital storytelling. Their digital 
scenarios were very creative and show that they have understood the heritage clearly as a whole. As 
result, the results of the students' digital stories were satisfying. 

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 
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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. 

Annex 

https://padlet.com/arzukilitcicalayir/DigitalHeritage_Storytelling_LS 
 


