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We are all different yet we are all same. 
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Abstract 

The former common European culture arise just at the very beginning of our History, the Upper Paleolithic 

period, and the called hunter and gatherer communities whose legacy are outstanding archaeological 

collections at European museums and unusual rock-art places as cave of Altamira. 

However, about Prehistory stereotypes continue to be maintained and the depictions of people from 

Paleolithic are full of preconceived notions of identity. Prejudices lead to stereotypes, and these lead to 

exclusion and discrimination in relation to “the other” from de past and from different cultural 

communities. 

This educational activity aims to break down these stereotypes and foster the young people to realize the 

museums as longlife and widelife learning places and identify the European common heritage. 

Keywords 

Museum, Prehistory, European heritage, Cultural stereotypes and prejudices, Diversity and inclusion. 

Table of summary 

Table of summary  

Subject History, Interculturality, longlife learning. 

Topic People living in cave of Altamira. 

Age of participants 12 years old (1º ESO) 

Suitable setting for 
implementation 

This learning scenario will be implemented online within National Museum of 
Altamira (Spanish Ministry of Culture and Sports) in Cantabria, Spain during 
2021/2022 scholar term. 
The implementation of the LS will be through the video conferencing app 
GoogleMeet and guided by the museum´s educator. 
Besides, it is possible to design this educational activity as an digital resource 
accesible on museum´s web to be self-guided by teachers. 

Activity  time 3 hours 
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Online educational 
material  

Google Meet: https://meet.google.com/  
Padlet: https://padlet.com/ 
Menti: https://www.menti.com/ 
Kahoot: https://kahoot.com/ 
Canva: https://www.canva.com/es_es/ 
  

Offline educational 
material 

Notebook, pencil, drawing tools 

Europeana resources 
used 

Uncovering Hidden Stories. An Introduction to European Archaeology 
https://www.europeana.eu/en/exhibitions/uncovering-hidden-stories  
 
Musée d'Archéologie nationale, domaine national de Saint-Germain-en-Laye. 
Dame de Brassempouy 
https://www.europeana.eu/en/item/181/share3d_158 
 
National Museum of Altamira. Spanish Ministry of Culture 
https://www.europeana.eu/en/item/2063609/ES_280_001  
 
Welcome Collection. Lascaux Grotte 
https://www.europeana.eu/en/item/9200579/vy4kj6rt 
 
Musée d'Archéologie nationale, domaine national de Saint-Germain-en-Laye. 
Grotte Rey, Les Eyzies-de-Tayac, Dordogne 
https://www.europeana.eu/en/item/181/share3d_171  
 
Musée d'Archéologie nationale, domaine national de Saint-Germain-en-Laye. 
Les biches du Chaffaud (MAN30361) 
https://www.europeana.eu/en/item/181/share3d_797  
 
Musée d'Archéologie nationale, domaine national de Saint-Germain-en-Laye. 
Statuette féminine dite "Losange" (MAN 49281) 
https://www.europeana.eu/en/item/384/EA_001_020 
 
Musée d'Archéologie nationale, domaine national de Saint-Germain-en-Laye. 
Fragment de baguette demi-ronde gravé (MAN 53866) 
https://www.europeana.eu/en/item/384/OBJ_20180115_VG_28  

 
Leibniz-Institut für Länderkunde e. V. 
https://www.europeana.eu/en/item/202/item_4SGGLXV4POE3P6RMJZ6ZE5
GF7K4EMM7D 

 

 

https://meet.google.com/
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Licenses 

 

Attribution Non  Commercial ShareAlike  CC-BY-NC-SA. This license  lets  others  remix,  tweak,  and  build 

upon  your  work without commercial  purposes,  as  long  as  they  credit  you  and  license  their new 

creations under the identical terms. 

 

Integration into the curriculum 

Detail in a few sentences how the topic of the learning scenario will fit into your national school curriculum, if this is the case. 

Prehistory is included in the Secondary education curriculum for 1º ESO course at Geography and History 

subject / third term. 

This educational activity design an interdisciplinary approach and links to Cross-curricular issues such as 

ITCs Plan, Interculturality Plan and Tutorial Plan since this activity foster skills as empathy and other social 

skills.  

Aim of the educational activity 

This learning scenario aims the students to be aware of the way mass media (tv, videogames, 

socialnetworks) shape our opinions and social imaginery about “the other one” from the Past and from 

other cultural communities.  

This educational activity foster the students to think critically of the words used to speak about people 

living during the Prehistory. 

Outcome of the educational activity 

The outcome of studies will be some digital storytelling videos created by different groups of students 

collaboratively using Adobe Spark video editor or another video app. 

The students should draw accurate imagines for people from Prehistory using information coming from 

primary sources of information such as museums. 

21st century skills 

Key subjects and 21st century themes: Global awareness: Understand and respect people´ lifestyles from 

past periods and from other cultural communities. 

Learning and innovation skills: think creatively: analyze and evaluate their own ideas in order to realize 

where they come from. 

Critical Thinking: Reflect critically on learning experiences and processes. 

Communication and Collaboration: Articulate thoughts and ideas effectively using oral, written, and 

nonverbal communication skills in a variety of forms and contexts. 

Communicate clearly: Collaborate with others. 
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Information, Media, and Technology Skills: Evaluate information critically and competently: Media 

Literacy: Examine how individuals interpret messages differently and how media can influence beliefs 

and behaviors. 

Create media products: Digital storytelling. 

Activities 

Name of activity Procedure Time 

Welcome and 
introduction 

Welcome to Museum of Altamira online. 
Cave of Altamira as a living site at Paleolithic times: rock art and 
daily tools. 

• Canva slides and mural. 

 
15 min 

Starting 
Question 

Imagine people living in cave of Altamira. 
Write down three words and make a simple drawing depicting 
them. 

• Padlet  

 
10 min 

 
Groups 

discussion 

 
Students discuss the written words and classify them into 
categories. 
Connect words and drawings.  
Search for stereotypes and values. 

• Padlet 

• Mentimeter 

 
15 min 

 
Inquiring 
Question  

 
Where do these imagines in your minds come from? 
Reflect and search online: films, cartoons, videogames, books about 
Prehistory and Paleolithic period. 

15 min 

Groups 
discussion 

Compare the imagines from de class group with the imagines 
coming from mass media and audiovisual resources. 
Analyze the imagines and the words associated: clothes, look, 
language, tools, living places, daily activities. 
Identify stereotypes and values. 

• Kahoot game. 

 
15 min 
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Question 

the museums 

 
Let´s ask the museums which preserve archaeological heritage. 
Analyze those tools and paintings conceived, made and used by people 
living in Paleolithic times: function, shape, technology, skills required 
for creating them. 
Search for the people behind these objects and rockart. 
Write down again three words for depicting the people from Paleolithic 
period. Are these words different from the ones written at the 
beginning of the activity? 
 

• Europeana resources 

• Museum´s web resources  

 
 

15 min  

 
Re-imagine 

Small Groups  
Creations. 

Re-imagine people living in cave of Altamira. 
Select one Paleolithic object or tool, introduce the person who made it 
or who used it and imagine one possible story happened in the cave of 
Altamira. 
Choose carefully the words to be used to speak about the people living 
in the cave.  
 

• Digital storytelling video 

 
60 min 

Final conclusion: 
Learnings and  

unlearnings 

Viewing every video. 
Share conclusions: reflect on learnings and unlearnings throrough the museum 
activity. 

20 min 

 

Participants’ feedback 

The final digital storytelling videos are expected to be the feedback properly since their contents should 

express the learnings and unlearnings noticed by the students along the museum activity.  

Educator’s remarks 

Add here your comments and evaluation AFTER the implementation of this activity. You can always use a rubric for self-

assessment. 

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. 

https://www.europeana.eu/portal/en
http://www.eun.org/home
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Annex 

National Museum of Altamira. Online exhibition. On stone and bone. Paleolithic toolbox from Altamira 

landscape: https://artsandculture.google.com/exhibit/de-piedra-y-hueso/AAJiI3eo6sPyJA?hl=es  

Blog El País de Altamira: www.elpaisdeAltamira  

National Museum of Altamira. La cueva animada.  

http://www.culturaydeporte.gob.es/mnaltamira/cueva-altamira/recorrido-virtual.html  

Lourdes Prados Torreira (coord.), Clara López Ruiz (coord.). Museos arqueológicos y género educando en 

igualdad. Madrid: Universidad Autónoma de Madrid, Servicio de Publicaciones, 2017: 

https://www.webgea.es/doc/indice%20museos.pdf  

Lozano, S. (2020). Mirada al pasado: Estereotipos y arquetipos de género en series históricas españolas 

(2011-2018). Comunicación y Medios, (41): https://revistas.uchile.cl/index.php/RCM/article/view/54276  

https://artsandculture.google.com/exhibit/de-piedra-y-hueso/AAJiI3eo6sPyJA?hl=es
http://www.elpaisdealtamira/
http://www.culturaydeporte.gob.es/mnaltamira/cueva-altamira/recorrido-virtual.html
https://www.webgea.es/doc/indice%2520museos.pdf
https://revistas.uchile.cl/index.php/RCM/article/view/54276

