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Design process for development of resource:

Pedagogical concepts:
• Constructivist education
• Working with digitized cultural heritage
• Role-playing and gamification
• Learning through storytelling
• Developing documentary and historical 

literacy
• Personalisation of educational content
• Working with educational open resources

Socially relevant topics:
• Women in Science
• Propaganda
• Life in a totalitarian regime
• Life in the city where I live
• The evolution of ideas about beauty
• What is happiness
• ...

What:

16 interactive non-linear stories (games) 
created in Twine for high school students.

The objects work with digitized cultural 
heritage and are open-source. Each Story has 
instructions for teachers and feedback tool. 

Teachers can edit the resources.
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