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What Is the purpose of VISITOR?

THE CONSORTIUM

The project is made up of 5 partners
from 4 countries, coming from both
the private and public sector. All
partners are involved in virtual
learning, education innovation,
intercultural awareness and inclusion.
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The VISITOR project aims to alleviate the challenges
facing the education and cultural sector in the wake
of COVID-19. For many in these sectors, coping with
the 'new normal' has meant adapting to prohibited,
infrequent and/or heavily regulated class visits to
cultural and science centres, most notably museums.

According to UNESCO,
nearly 90 % of
museums had been
closed for an average
of 155 days in 2020, and
43% have continued
with closures since the
beginning of 2021.
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The light at the end of the tunnel has come in the form of embracing digitisation to

make up for a lack of in-person cultural visits. By using digital content already

provided by museums, VISITOR will allow teachers and their classes to %
create their own personalised educational scenarios. VIRTUAL MUSEUMS N THE COVID ERA

This will be achieved through the creation of:
» adigital library for teachers to use existing digital content from museum
or add their own

* agaming app that transports classes to virtual museum exhibits of their
own making

 atraining course to support teachers in engaging with the digital exhibits
and gaming app

To read more about the project's objectives and intended outcomes, check out the articles:

Virtual museum activities can adapt to your curricula and students' needs

Bring the museum to your classroom!

Finding inspiration In
virtual museum tours

Amit Sood first started Google Art project as
a way to make museums more accessible for
those unable to visit them in person.

Now known as Google Arts and Culture, this
free online platform of artworks enables
users to tour galleries and explore the
artworks' contextual information.

The platform also includes advanced search
capabilities and educational resources (such
as quizzes and art history timelines).

A portrait by Rembrandt seen from the virtual tour of the 2nd floor of the Rijksmuseum in Amsterdam


https://logopsycom.com/virtual-museum-activities-can-adapt-to-your-curricula-and-students-needs/
https://logopsycom.com/visitor-bring-the-museum-to-your-classroom/
https://artsandculture.google.com/
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Letting teachers have a say!

Over 100 teachers were surveyed to help with
the development and design of our tools.
With the help of their responses, the gaming
app and digital library will be created to
match the needs of their classes and
curricula. Check out their responses below!

(respondents from the UK, Greece and Belgium)

SURVEY - Virtual museum tours (VMTs) for schools
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VMTs: Experiences and expectations VISITOR ;

MOTIVATION FOR JOINING VMTS (n = 32)

l.Increase students’ interest in museums
2.Covid-19 po.nclemic
3.Novelty in teaching

4.Enriched curriculum activities

EXPERIENGED TEACHERS (n = 69) Securing a good

Internet

Visited archaeology, Organized the VMTs connectivity
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m m Finding time to

Wish to visit science or Want to organize the VMTs organize the visit
technology museums themselves or with colleagues |

Finding devices
for my students

MAIN CHALLENGES

Joining semi-structured VMTs

NO

YES VMI
3/4 @ Use cases and lesson

o N
74% wwww ) plans for the artifacts

Integrated assessment

I > oo

L =

Link to the curriculum Cwn T
Activities in linear

order

Lack of devices
Teaching experience

Main fartors

Time consuming

)SD interface

Teachers' age




A 'sneak peek' of what's to come

We are hard at work on the creation of an interactive gaming app that is aimed at teachers (TEACHER
mode) and their students (STUDENT mode - seen in the screenshots below).

In STUDENT mode, students enter their
information, pick their avatars and start
playing the exhibitions created by their
teachers. They navigate around the
different rooms of the museum and
answer questions in order to get
badges and unlock the final reward.

To get the game ready for students,
teachers will use TEACHER mode to either
add content from the digital library to the
game or upload their own images. Adding
digital content also means arranging and
creating exhibitions to their liking.

When was the Venus de Milo created?

© Around130-1008.C.
© Around 150 - 130 A. D.

QO Around 150 -130B.C.

Summary of your score by room

Mythology Portraits Ancient Egypt
2/4 | i 4f4

L2VAT x‘i\,f A

sacred Art Historical Paintings Busts Room Scenes
111 ofo ofo o/

Sorry, this room is not yet open !
’ Each room opens after you have answered all questions
;-\I,#' -.-’\“'

of the previous room.

We invite all teachers interested in testing the gaming
app to contact Maria (maria.aristeidou@open.ac.uk).

To keep up-to-date on the results of the project, please visit VI SI‘I‘OR ’
our website: https://visitor-project.eu/
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