Module 1- Know your territory and
identify tourism stakeholders
Unit 3- Knowing a territory: cultural
policies, tourism, heritage conservation

TOPICS
• History of a city/region in a certain period
• Old and new: the past versus present day
• Becoming an intercultural guide through history
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KEY CONCEPTS
• What are the most important moments in the history of the
chosen city/region?
• How can the history of the chosen city/region be explained
in an engaging way?
• How does the chosen period differ from the present day?
• What are the basic skills of an intercultural guide?

Definitions
& explanations

DEFINITION & EXPLANATIONS
Methods and resources that help with finding historical information:
• Local library records – most local libraries have local history collections of records and manuscripts that are
available for public use and consultation. Sometimes these records are not available in digital format, but
only on paper (so they cannot be found on the internet). If certain documents are not available in the local
library, it is advisable to consult also University libraries, if available.
• Internet – This is the most convenient form or research, as it can be done from any location, at any time.
Countless libraries and historical associations make their collections available online. A simple search on the
topic of interest (i.e. chosen city) together with certain key words will provide a large amount of information.
Note: Searching for pictures can also prove valuable.
• Face-to-face discussions – locals can provide interesting stories, legends and pieces of historical information
that have been carried through time by word-to-mouth, without any written records.

DEFINITION & EXPLANATIONS
Ways of making an explanation engaging:
• EduLARP – Education Programme Live Action Role Playing is used to transmit pre-determined pedagogical or
didactic content. It is an action-oriented teaching and learning method in that the participants use all their
senses and storytelling to learn. Furthermore, it can be successfully applied with target groups that are in
disadvantaged condition from the social point of view (e.g. unemployed people, people with migrant
background, people with low social background), as the role play can help a person understand what he/she
really wants and find the motivation and the strategy to find the own way in life and society.
• Educational and serious games – An educational game is always fun and motivating for learners. This is an
emerging paradigm in Technology Enhanced Learning which is highly beneficial and effective for
understanding and retaining information. Players often forget that they are actually involved in an
educational activity, as they investigate a mystery in that they use their own knowledge and learn a lot
through play. Some specific elements of educational and serious games are challenges, competition,
cooperation, coping with uncertainty and rewards.
• Simulations – This type of method has a significant effect on the explanation process as it provides audiovisual aids that increase the participants’ motivation and enable them to embark and engage in challenging
tourist activities. Furthermore, this enable the use of 21st century devices (e.g. smartphones, tablets) and
tools (e.g. apps, animations).

DEFINITION & EXPLANATIONS
Strategies for comparing the past and the present:
• Asking essential questions – Essential questions have as goal to stimulate the thought and spark even more
questions in order to help the participant understand a topic (e.g. touristic place, cultural policy). The main
principles governing essential questions focus on making investigations, stimulating the willingness to learn
and being involved in the process of discovering the answer.
• Finding common themes – This strategy encourages the people involved to make connections across time
periods and places. Similarly to the essential questions, this strategy revolves around making investigations
and discover ways in which various themes are interconnected.
• Study how places have changed through time – The exploration of historical places makes the experience
relevant to the people involved, through the analysis of images and historical artefacts. This focuses on how
do places look like today in comparison with the past, why have certain changes been made, how has life
changed or why hasn’t life changed in time, and, naturally, what has remained constant through time.

DEFINITION & EXPLANATIONS
Must-haves for an intercultural guide:
• General knowledge about the local history and geography of the area where the activity is organised;
• Basic knowledge about art and culture and ability to tell stories in a creative way by using relevant examples
from the own background;
• Be able to connect the local history with facts and examples from different European countries (this
because, usually, the tourists come from all over Europe, therefore the intercultural guide must be able to
relate to the tourists questions);
• Be aware about the tourist agencies in the area and of their timetable for tours (for this, he/she is in
permanent contact with a guide from the regional museum);
The intercultural guide does not only learn about the topics listed in a Power Point Presentation, but also how
to organise a guided tour, how to create the best route for presenting his story in his/her own way, based on
the real historical facts. The intercultural guide organises ice breaking activities in that he/she invites the
tourists to follow a certain route, in a certain amount of time, as well as to pay attention to certain important
objects or buildings.

Examples

EXAMPLES
Organising an EduLARP activity

The EduLARP activity “The biggest dollhouse in the Netherlands” has as the start point the habit of the 18th
century aristocracy to build detailed miniature homes.
The first dollhouses were created in northern Europe, Germany , The Netherlands and England in the 17th
century and served as social class and status indicators. In the Netherlands the dollhouses were called "cabinet
houses" and were the exact copies of the real houses.

EXAMPLES
Comparing the past and the present through common themes
Subjects such as folk culture, heritage preservation, 18th century manners, history,
politics, children's entertainment and delicious cuisine are brought to the fore in a
specific way.
There is something to do in all areas and there are many built hands-on activities that
require the use and gaining of knowledge from different school subjects such as:
history (e.g. The Netherlands during the reign of Lodewijk Napoleon, its first king from
1806 and 1810), biology (e.g. study of reptiles starting from the book “Old and rare Treatise on the snakes and vipers found in the landscape of Drenthe” written by
Johannes van Lier in 1781); physics (e.g. electricity); environment (e.g. air pollution);
home economics (e.g. dinner etiquette and cooking habits, starting from a visit of the
royals in Mr. van Lier’s house); geography and geology (e.g. ores and minerals, starting
from the collection of Johannes van Lier); art and music (e.g. learning about old
musical instruments and classical music in the music room) etc.
The experience is multisensory, as the participants can hear the gossip in the maids'
room, smell the freshly baked bread in the kitchen, the rose perfume in the ladies’
room etc. and imagine themselves as inhabitants of a wealthy house in the 18th
century.

Questions &
conclusion

WHAT YOU NEED TO KEEP IN MIND…
• Learning can be fun
• Engaging explanations:
• provide added value in the education process;
• allow participants to have a fun and engaging exeprience and provides an excellent
support mechanism for learning about history, culture, heritage, customs;
• place the participants in interactive virtual environments that can be immersive; the
consequential serious play that follows allows people to test out decisions in a safe
and risk-free environment;
• have strong problem-solving aspects and encourage forms of reﬂective learning;
• engage participants in narratives providing insights into speciﬁed contexts and allow
them to navigate through virtual situations, decisions and choices.
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