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EU statistics indicate a growing digital gap in educational settings, with
the 2020 Digital Education Action Plan highlighting that only 38% of
students in the EU are taught by digitally confident and supportive
teachers. The lack of professional development in the usage of digital
tools hinders their ability to adopt new pedagogical practices.
The project Museums Uniting Students and Educators in Digital and
Historical Exploration (MUSED) aims to bridge this gap by providing
educators with the knowledge and tools to integrate digital content into
their teaching through museum-based learning.
Moreover, despite Europe's rich cultural heritage, there is a noticeable
decline in younger generations' engagement with their cultural roots,
partly due to the digital age's distractions. The Eurobarometer on
European Cultural Values (2017) found that a significant portion of EU
citizens believe cultural heritage is not sufficiently integrated into
educational and cultural policies. The challenge lies in connecting the
digital-native generation with their past in a way that resonates with their
present and future. So, MUSED seeks to counteract this by using digital
platforms to make heritage education more accessible, inclusive and
engaging for young learners. This aligns with the EU's emphasis on
cultural preservation and education as foundational to sustaining the
cultural diversity and historical consciousness of the EU. 
This document provides a structured overview of the main approaches,
tools, and methodologies related to digital education in museums and
school settings. Throughout the chapters, it explores the theoretical
foundations of museum education as well as the practical application of
digital tools for activity design, learning assessment, and the
development of accessible and inclusive initiatives. Digital
transformation is presented as an opportunity to reshape educational
and cultural processes, with a focus on both formal and non-formal
teaching contexts. Practical examples and case studies illustrate how
museums and schools can collaborate to foster meaningful learning
experiences.

Introduction
This Guide is conceived to broaden access to innovative
teaching resources for educators across Europe taking into
account strategies, tools, best practices and case studies
for digital museum education. This comprehensive guide
supports educators in enhancing their curriculum with
museum content and serves as an ongoing professional
development tool. Teachers and educators can benefit
from this guide to integrate digital museum resources into
their teaching and be encouraged to explore new ways of
engaging students with historical and cultural heritage.

1.Educator is a broader term. It includes
teachers but also refers to those who
facilitate learning in non-formal and
informal contexts, such as museums,
libraries, cultural organizations,
community centers, and even digital
environments. Teacher refers specifically
to someone who teaches in a formal
setting, such as a school. Their role is
tied to a curriculum, specific subjects,
and a defined institutional framework. A
teacher is usually associated with the
formal education system.

2.OECD (2019), TALIS 2018 Results
(Volume I): Teachers and School Leaders
as Lifelong Learners, TALIS, OECD
Publishing, Paris,
https://doi.org/10.1787/1d0bc92a-en.

3.  80% of EU citizens consider cultural
heritage important for themselves and
their communities, finds new
Eurobarometer: NEMO - Network of
European Museum Organisations.
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MUSED is a KA220 SCH Erasmus+ project (Cooperation
Partnership in School Education) 2024-2026 whose
coordinator is Liceo Carlo Troya in Andria (Italy). Its partners
are: Insieme per Camminare in Rossano Calabro (Italy),
Abdulkerim Bengi Anadolu Lisesi in Tarsus (Turkey), Espacio
Rojo in Madrid (Spain), Escola Básica 2,3 Ciclos Dr. Horácio
Bento de Gouveia in Funchal (Portugal), Model Vocational High
School of Epanomi (Greece), Collegium Balticum- Akademia
Nauk Stosowanych z siedzibą w Szczecinie in Szczecin
(Poland) and Magyar Nemzeti Muzeum in Budapest (Hungary).
The partnership was formed with the strategic intention to
bring together a diverse mix of organizations that collectively
could cover a wide spectrum of expertise and capabilities
necessary for the successful execution of the project. This mix
includes educational institutions, cultural organizations and
technology specialists, each bringing unique strengths to the
projects and its main objectives. Indeed, the High Schools
from Italy, Turkey, Greece, Portugal and Poland bring direct
experience in secondary education, understanding the needs,
challenges and opportunities of integrating innovative teaching
methods into curricula. Museum, Art and Digital Education
Specialists from Italy, Spain and Hungary, instead, offer
expertise in digital pedagogy, museum education
methodologies and the development of digital tools and
resources. In addition to this, Insieme per Camminare, since it
manages a museum with a UNESCO heritage, is specialized in
the development of digital tools and platforms for cultural
institutions.
MUSED consortium aims at innovating digital museum
learning and enhancing cultural heritage education, fostering
digital literacy among educators and students. By integrating
digital tools with museum resources, it seeks to make cultural
heritage accessible and engaging, promoting a deeper
understanding and appreciation across Europe. The goal is to
strengthen educational practices, encourage cross-cultural
exchange and support the development of creativity in
learners, ensuring a lasting impact on education.
The institution cooperation will be responsible for creating a
digital museum learning and engagement guide and a toolkit
to create virtual museums or exhibitions, two learning
activities on digital museology and virtual museum creation, a
virtual museum of European Heritages and finally an
eTwinning Project to foster cross-cultural collaboration.

Description of the Erasmus project and
partners
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Beyond accessibility, digital tools cultivate global awareness by
exposing students to diverse cultural resources and enabling
cross-border collaboration. Immersive technologies deepen
engagement, making abstract concepts more tangible and
memorable. Additionally, digitization preserves fragile artifacts
while promoting sustainable education by reducing reliance on
physical materials and travel.

By embracing digital tools, museums and schools bridge the gap
between cultural heritage and education, fostering lifelong
appreciation and innovative learning experiences.

The importance of digital tools for museums and schools
Integrating digital tools into museums and schools revolutionizes education by
enhancing accessibility, engagement, and interdisciplinary learning. Digitized
collections remove physical barriers, allowing students worldwide to explore
cultural heritage through high-resolution images, 3D models, and virtual tours.
These platforms provide an inclusive gateway for learners facing economic or
logistical challenges.

Photography of Hungarian National Museum

( 7 ) 

1.  Augmented Reality is an
interactive experience that
combines the real world and
computer-generated 3D content.
The content can span multiple
sensory modalities, including
visual, auditory, haptic,
somatosensory and olfactory. 

2.Virtual Reality is a simulated
experience that employs 3D near-
eye displays and pose tracking to
give the user an immersive feel
of a virtual world.

https://en.wikipedia.org/wiki/Modality_(human%E2%80%93computer_interaction)
https://en.wikipedia.org/wiki/Visual
https://en.wikipedia.org/wiki/Hearing
https://en.wikipedia.org/wiki/Haptic_perception
https://en.wikipedia.org/wiki/Somatosensory_system
https://en.wikipedia.org/wiki/Olfactory
https://en.wikipedia.org/wiki/Simulation
https://en.wikipedia.org/wiki/3D_near-eye_display
https://en.wikipedia.org/wiki/3D_near-eye_display
https://en.wikipedia.org/wiki/Pose_tracking


Suggestions for Implementation in
Educational Practices
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To maximize the guide's impact, it is recommended to
approach it as both a reference and a practical manual:

Identify Relevant Sections: Begin by
reviewing the chapters most aligned
with your educational goals or
institutional needs. For example,
educators seeking tools to engage
students might focus on Chapter 2,
while those designing lesson plans may
benefit from Chapter 3.

Incorporate Best Practices: Use the
case studies in Chapter 6 as models to
adapt and implement in your context.
These examples provide insights into
overcoming challenges and achieving
success in diverse educational settings.

Customize to Your Audience: Adapt the
strategies and tools suggested in the
guide to fit the specific needs of your
students or visitors. For example, tailor
digital content to different age groups,
learning styles, or cultural backgrounds
to ensure inclusivity and relevance.

Foster Collaboration: Engage with
colleagues, museum educators and
cultural organizations to co-develop
activities and share resources.
Collaborative efforts often lead to more
innovative and impactful educational
experiences.

Evaluate and Evolve: Regularly assess
the effectiveness of the implemented
strategies using the evaluation methods
outlined in Chapter 5. Collect feedback
from students, educators and
stakeholders to refine and improve your
practices.

Integrate Gradually: Start with small-
scale applications of the guide’s
recommendations, such as piloting a
digital tool in one lesson or activity.
Gradually expand your use of digital
resources as you become more familiar
with their potential.

This guide is both a roadmap and a
toolkit, designed to support the
integration of digital technologies
into education in meaningful and
sustainable ways. By applying its
principles and strategies, educators
and museum professionals can
unlock the transformative potential
of cultural heritage in the digital
age.

( 8 ) 
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serve as inclusive spaces where knowledge
(embedded in digital artefacts and mediators)
supports cognitive, emotional and social
development, fostering deeper connections with
culture and history. In relation to this, in 2022, the
International Council of Museum (ICOM) developed
a more updated definition of what is meant by a
museum.

Museums

A museum is a not-for-profit, permanent institution
in the service of society that researches, collects,
preserves, interprets and exhibits tangible and
intangible heritage. Open to the public, accessible
and inclusive, museums foster diversity and
sustainability. They operate and communicate
ethically, professionally and with the participation of
communities, offering varied experiences for
education, enjoyment, reflection and knowledge
sharing.

In relation to this, focused on accessibility and
inclusion, museum education aims to engage
visitors, improve their understanding and foster a
deeper appreciation of cultural, historical or
scientific content to foster active citizenship and
lifelong learning in a non-formal learning context.

( 10 ) 
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Diverse Programs: Offering a broad range of programs not only to cater to all age groups
but also to accommodate varied learning styles. Examples include art therapy classes or
craft workshops that emphasize learning through making, expanding the educational role
of museums beyond traditional learning outcomes. (Wei et. al., 2023) Another well-
established example are talent development and orientation programs, which provide
career guidance opportunities for teenagers and teach future visitors how to engage with
cultural materials. 

Innovative approaches to museum education

Historically, museum education has focused on the transmission of actual information through
guided tours and lectures, emphasizing the curator's expertise. This approach often positioned
visitors as passive recipients of knowledge. However, scholars like John Dewey recognized the
educational potential of museums, advocating for experiential learning that encourages visitors to
actively engage with exhibits. (Hein, 2004) 

While tour and lecture formats continue to be used, approaches have evolved and the range of
programs offered to the public has expanded. Moving from didactic to interactive and
participatory methods, influenced by constructivist theories that view learning as an active and
contextualized process, museums continue to play a crucial role in education, fostering lifelong
learning and cultural appreciation. 

Innovative strategies include:

Interactive Exhibits: Designing exhibits that encourage hands-on engagement, allowing
visitors to explore and discover information independently.

Digital Learning: Incorporating digital technologies, such as digital collections, virtual
tours, virtual reality experiences, mobile apps, and social media platforms to create
immersive learning experiences.

Photography of Hungarian National Museum
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On-site digital learning
On-site digital learning enhances museum
experiences through interactive technologies
like audio tours, QR-linked guides, and online
quizzes. GPS-enabled audio headsets provide
location-based information, while AR overlays
historical reconstructions, and VR immerses
users in different eras and locations. VR has
been used in transnational projects, such as
the Danube Transnational Programme, to
showcase archaeological sites from nine
European countries. VR experiences can be
structured with guided narration or free-form
for independent exploration, with live
educators adding deeper insights.

Digital transformation in museum education

Digital technologies have transformed museum education, changing the way museums
interact with their public, interpret collections and deliver educational content. By
integrating digital tools, museums have extended their reach and created dynamic,
interactive and personalized learning experiences, offering visitors immersive and
engaging ways to interact with exhibitions. These tools allow museums to offer a deeper
contextualisation of objects, bridging the gap between static display and dynamic
storytelling. Digital learning technologies can be divided into two broad categories: digital
on-site learning and digital distance learning.

Photography of  Kwynett Bragado on Unsplash

Photography of  Dhiemas Afif Febriyan on Unsplash

Photography of  Lucrezia Carnelos on UnsplashPhotography of  Jamie O’Sullivan on Unsplash
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Digital platforms have enabled museums to offer distance learning opportunities that eliminate
the need for visitors to be physically present. These methods have become particularly relevant
during events like the COVID-19 pandemic and continue to benefit visitors today. In addition to
special cases, distance digital learning can prove to be important in distance education as well,
and it can serve as a strong pillar for the material of cultural diplomacy. Downloadable museum
pedagogical materials and tasks can provide prior knowledge to future visitors, and instructors
can use them as a tool before their visit to a foreign museum, or even for comparison purposes
as well. 
The most traditional digital tools are virtual tours, followed by online exhibitions that present the
museum's reality in a display-friendly format. Digital tools also enable interactive approaches,
such as online games, quizzes, or interactive webinars designed around a virtual tour or an online
exhibition.
Digital technologies have transformed museum education by enhancing accessibility and
engagement. They allow remote participation, breaking geographical barriers and facilitating
inclusion for individuals with disabilities or mobility constraints (Tzortzi, 2021; Kelly, 2021).
Features like text-to-speech, subtitles, and multilingual options improve inclusivity, while AI-driven
platforms personalize learning experiences (Drotner et al., 2018).

Distance digital learning

However, digitalization also presents challenges. The digital divide
limits access for some audiences, exacerbating inequalities
(Walsh-Pister et al., 2020). High implementation costs are
challenging, especially for smaller museums (Marty, 2014), and
the digital skills gap among educators can be a barrier to effective
use. Furthermore, overreliance on digital tools can reduce
engagement with physical exhibits. A balanced approach,
integrating digital and in-person experiences, ensures that
technology enhances, rather than replaces, traditional museum
education.

Photography of  Walls.io on Unsplash
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This chapter presents a list of digital tools available to meet the needs of
teachers and students, considering their ease of use. The variety of tools
analyzed allows them to respond to different educational contexts, both
in-person and remote, encouraging active student participation and
enhancing cultural heritage through technology.
It is important to consider the changing nature of these tools, as they
rapidly evolve in functionality, business models, and availability.
Furthermore, many platforms begin as free and later adopt paid models,
limiting certain features or requiring subscriptions.

Apps to Support 
Museum Visits

Creating 
Collaborative 

Spaces for Remote 
School Projects

Tools for virtual 
tours and 

online exhibitions

Digital collection
 platforms

Museum tools 
and platforms

Distance Learning 
Platforms

Tools for 
Gamification 
and Creative 
Educational 

Activities

Applications for 
the Creation of 
Personalized 
Educational 

Paths

Software for 
Creating

 Interactive 
Content

Teaching tools for
interactive teaching

online
collaboration and
communication
tools

1 2

3

technology
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Digital collection platforms

Europe Remembers 
Free and open access
MULTILINGUAL
europeremembers.com
Commemorates the events of the Second
World War through a database of historical
places and documents. It is useful for
teaching history in an interactive and in-depth
way, thanks to the integration of maps and
authentic materials.

The British Museum Collection
Online 
Free and open access
ENGLISH
https://www.britishmuseum.org/ 
Provides access to millions of objects from
the British Museum, covering historical,
archaeological and artistic subjects. The
platform is an invaluable resource for students
and teachers who want to explore cultures and
civilisations.

Cenobium
Free and open access
MULTILINGUAL
cenobium.isti.cnr.it
Is a platform dedicated to the digital
visualization of medieval cloisters in Europe.
Using high-definition 3D models, it allows you
to explore the architectural and artistic details
of these spaces, making them accessible to
students and researchers. It is an excellent
tool for lessons in art history or medieval
architecture.

Museum tools and platforms
These tools allow museums to overcome physical boundaries, making their collections
accessible everywhere and allowing educators to integrate immersive experiences into their
teaching methods.

Europeana 
Free and open access
MULTILINGUAL
www.europeana.eu 
Is a platform that brings together and shares
Europe's cultural heritage globally. Available in
over 30 languages, it offers free access to
millions of objects from museums, libraries
and archives. Teachers can use the special
collections and educational tools to enrich
their lessons with high-quality and authentic
content.

Google Arts & Culture 
Free and open access
MULTILINGUAL
artsandculture.google.com 
Allows to explore artwork and historical
documents through high-resolution images
and virtual tours. Working with museums and
galleries around the world, Google Arts &
Culture is a great way to integrate technology
into your lessons.

Digital Public Library of America
Free and open access
ENGLISH
 https://dp.la/
Offers free access to millions of books,
images, videos and audio files from cultural
institutions across the United States.
Educators can use this platform to integrate
primary sources into their lessons, making
learning more dynamic.

1
( 16 ) 
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Tools for virtual tours and
online exhibitions

Artsteps 
Freemium
ENGLISH - FRENCH
www.artsteps.com 
Is a free tool for designing personalized virtual
exhibitions. Users can upload images, videos,
and documents to create immersive galleries.
Educators and students can collaborate to
create thematic itineraries, exploring cultural
topics in innovative ways.

Kuula
Free with in-app purchases
ENGLISH
www.kuula.co 
Allows you to create 360° virtual tours,
enriched with annotations, links and
multimedia content. Teachers can use this
platform to offer immersive experiences to
students, exploring museums or historical
sites with ease.

The Met 360° Project 
Free and open access
ENGLISH
The Met 360° Project | The Metropolitan
Museum of Art 
Offers immersive virtual tours of the iconic
galleries and spaces of the Metropolitan
Museum of Art in New York. Students can
explore historic and artistic environments in
360° visualization, enriching their learning in an
accessible and dynamic way.

Omeka
Software Open Source
ENGLISH
www.omeka.org 
Is an open-source platform that allows you to
create digital archives and online exhibitions.
Ideal for cultural institutions and schools, it
allows you to organize and present digital
materials with detailed descriptions and
historical contexts.

Tinkercad 
Freemium
MULTILINGUAL
www.tinkercad.com
While originally designed for learning 3D
design, can also be used to create virtual
exhibits with custom objects. Teachers can
collaborate with students to design 3D models
inspired by museum collections and integrate
them into online experiences. This interactive
approach encourages critical thinking and
creativity.

Sketchfab
Freemium
ENGLISH 
www.sketchfab.com
Is a platform specialized in visualizing 3D
models. Museums can upload digital scans of
artifacts and allow students to virtually explore
them, observing them from every angle. It is a
great tool for studying topics related to
archaeology or art.

USEUM
Free with in-app purchases
ENGLISH
useum.org 
Combines contemporary art and cultural
heritage, providing a vast catalog of works
from museums and independent artists, ideal
for art classes or to stimulate creativity.

( 17 ) 
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Apps to Support Museum
Visits

Clio
free access with subscription
ENGLISH 
theclio.com
Is an app that provides detailed information
about nearby museums, monuments, and
cultural sites. Perfect for educational field trips,
Clio helps teachers and students discover the
historical and cultural context of a site in real
time.

Artivive
Freemium
ENGLISH  
www.artivive.com 
Uses augmented reality to deliver interactive
content directly onto artworks. Users can point
their device at an artwork to unlock videos,
animations, and additional explanations.
Artivive is an excellent app for educators who
want to stimulate students’ imaginations and
interest.

Smartify
App Freemium
ENGLISH 
smartify.org
Turns your smartphone into a personal guide,
allowing users to scan artworks for detailed
information, trivia, and stories. The app also
offers predefined thematic tours, making it
perfect for educators who want to enrich
students’ museum experiences. Smartify is
free and available on iOS and Android devices.

Bloomberg Connects
App Free and open access
ENGLISH 
bloomberg connects.org
Connects visitors to the world's leading
museums and cultural institutions. Through
the app, users can access digital guides, audio
tours, and exclusive educational materials. The
simple, intuitive interface makes Bloomberg
Connects ideal for students and teachers who
want to delve deeper into specific topics.

( 18 ) 
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Teaching tools for interactive teaching

Genially
Freemium
MULTILINGUAL
www.genially.com 
Is a versatile platform that allows you to create
presentations, infographics, quizzes and
interactive content. Perfect for enriching
lessons with visual and dynamic elements,
Genially is intuitive and has a free version
suitable for teachers and students.

Padlet
Freemium
MULTILINGUAL
https://padlet.com 
Is a virtual wall where users can post text,
images, videos and links.Students can work
collaboratively on a common project, paving
the way for group collaborative projects. They
can share their work via popular social
networks, embed it in blogs or turn it into a QR
code.

H5P
Software Open Source
ENGLISH
www.h5p.org
Is an open-source tool for creating interactive
content, such as quizzes, presentations and
timelines. It integrates with learning platforms
such as Moodle and WordPress and is
completely free.

Software for Creating
Interactive Content

2
Book Creator
Freemium
ENGLISH
bookcreator.com 
Allows teachers and students to create
interactive e-books, integrating text, images,
video and audio. Ideal for creative and
interdisciplinary projects, the app is available
with a free version.

Prezi
Freemium
MULTILINGUAL
prezi.com
Transforms static presentations into dynamic
visual experiences, using a nonlinear format to
capture students' attention. The free version
offers enough tools for classroom use.

Storyboard That
Freemium
ENGLISH
www.storyboardthat.com
Is another platform for creating visual stories
and illustrating complex concepts in a
narrative way. Teachers can use it for
interdisciplinary projects or to explain scientific
and historical processes.

Coggle
Freemium
MULTILINGUAL
www.coggle.it 
It is an online tool for creating interactive mind
maps. Teachers can use it to organize lessons,
plan collaborative projects, or help students
visualize complex concepts. The free version
supports the creation of simple but effective
mind maps. 

Interactive teaching is an effective approach to actively engage students in the learning process.
Digital tools allow for dynamic and interactive content, encouraging understanding, collaboration,
and creativity. Here are some of the best resources available.

2
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Tools for Gamification and
Creative Educational Activities

Fimo
App Freemium
ENGLISH
FIMO - Analog Camera - App Google Play
It is a free app that allows you to capture retro-
style photographs, mimicking the effect of
analog cameras.

Chroma Key 
App Freemium
MULTILINGUAL
Chroma - App Google Play
It is an application that allows users to record
videos and remove the background using a
green screen or similar setup.

Podcast Studio 
App Freemium
MULTILINGUAL
Podcast - App Google Play
It's an app that allows users to record voices
and add special sound effects. It also allows
you to easily record, publish, distribute, and
analyze your podcast, whenever and wherever
you want.

ThingLink
Freemium
MULTILINGUAL
www.thinglink.com
Lets you turn images and videos into
interactive content by adding hotspots that
can include text, links, or audio. It's especially
useful for explaining complex topics visually.

CapCut
free access with subscription
MULTILINGUAL
www.CapCut.com
It is a free video editing app developed by
ByteDance, the same company behind TikTok.
It's popular for its easy-to-use interface,
creative features, and powerful editing tools—
making it a go-to choice for both beginners
and content creators, especially on social
media.

SoundCloud 
free access with subscription
MULTILINGUAL
www.SoundCloud.com 
It is a platform where audio content, such as
music or podcasts, can be uploaded, shared,
and distributed.

Kahoot! 
Freemium (free basic plan, paid for advanced
options)
MULTILINGUAL
www.kahoot.com 
Lets you create interactive, competitive quizzes
that engage students through play. It's intuitive,
free and perfect for testing knowledge in a fun
way.

Quizizz 
Free and open access with institutional
enrollment for Premium Plans
MULTILINGUAL
www.quizizz.com 
Combines gamification and personalized
quizzes to make lessons interactive and
engaging. Students can participate remotely or
in person.

Minecraft Education Edition 
Free access during the trial period
MULTILINGUAL
education.minecraft.net
Offers science, technology, engineering, and
mathematics (STEM) activities, with a playful
approach.
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Plickers
Free and open access
MULTILINGUAL 
www.plickers.com
It's a tool that allows you to use gamification
without the need for devices electronics for
the students. Teachers distribute QR cards to
students who they can answer questions​
showing the card . The teacher's smartphone
or tablet app reads the answers in real time.
This The tool is free and ideal for
environments with limited access at the
technology.

Blooket 
Free with in-app purchases
MULTILINGUAL 
www.blooket.com 
It's a gamification platform that allows to the
teachers to create quizzes and turn them into
games interactive. The students they can
participate individually or in teams , making
the activities didactics engaging and
competitive. Blooket is free and offers options
simple to set up.

Mentimeter 
Free and open access (paid for advanced
version)
MULTILINGUAL 
https://www.mentimeter.com
Creates questionnaires, polls, charts and
quizzes in real time. Mentimeter is a highly
flexible tool that encourages active
participation, collaboration and reflection in
museum education.

Nearpo
Free and open access
MULTILINGUAL 
FREE WITH SUBSCRIPTION PLANS
https://nearpod.com
Can be used for the integration of interactive
elements such as quizzes, videos, VR tours
and multiple-choice questions into
presentations. It is an integrated tool that can
enhance museum education by offering an
experience that combines technology,
interaction and multimedia. It offers the
possibility of integrating Virtual Reality (VR)
tours. Students can tour famous museums,
such as the British Museum or the Louvre, and
explore the exhibits.

Wordwall 
Free and open access
MULTILINGUAL 
www.wordwall.net
Allows you to create games educational
personalized as crosswords, quizzes, wheels
from the luck and many others. The teachers
can choose between various models and
adapt them to the needs from the lesson. The
version free supports a number limited activity
, but enough to get started .

Flippity 
Free and open access
ENGLISH
www.flippity.net 
Uses Google Sheets to create educational
games, flashcards and interactive quizzes. It's
free and requires minimal technical skills.

Classcraft
Freemium
MULTILINGUAL 
https://www.hmhco.com/
Transforms the classroom into a role-playing
game where students earn points for positive
activities and behaviors. Great for motivating
and holding students accountable.
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ClassDojo
Freemium
MULTILINGUAL
www.ClassDojo.com 
It is a digital classroom platform that allows
teachers to: Give students real-time feedback
on behavior and participation, Share updates,
photos, and announcements with families,
Build a positive classroom culture

Book Creator
Free and open access
MULTILINGUAL
https://bookcreator.com/
Is an online book and story creation site that
allows children to combine text, pictures,
video and audio to tell any story their
imagination can create.

Classkick 
Freemium
MULTILINGUAL
www.classkick.com 
Is a platform that allows teachers to assign
assignments and track student progress in
real time. Students can receive instant
feedback and collaborate with classmates.
Teachers can tailor assignments to meet the
specific needs of each student. The free
version includes many useful features to get
started. Learn more at.

Canva for education 
Free access for educational institutions
MULTILINGUAL
www.canva.com/education 
Is a free version designed specifically for
teachers and students. it is a powerful tool to
support museum education , combining ease
of use, flexibility in content creation and
collaboration capabilities. The platform
supports the addition of multimedia to
enhance the learning experience and the
integration of third -party applications as
Kahoot , Mentimeter or Nearpod.

Edpuzzle 
Freemium
MULTILINGUAL
www.edpuzzle.com
Lets you personalize educational videos by
adding interactive questions and comments.
Perfect for distance learning or to supplement
in-person activities.

LearningApps 
Freemium
MULTILINGUAL
learningapps.org
Is a free platform that lets you create
interactive activities like matching, quizzes,
and timelines. Teachers can customize the
content to meet the needs of their students.

Pear Deck 
Freemium
MULTILINGUAL
www.peardeck.com
Integrates interactive questions into
presentations, turning lessons into
participatory experiences. It is a free tool
compatible with Google Slides.

Playposit 
Freemium
MULTILINGUAL
https://go.playposit.com
Is a great tool that can be used to create video
lessons . It is possible to add tables, images,
audio snippets, links and even embed other
objects.

Applications for the Creation of
Personalized Educational Paths
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online collaboration and communication
tools
These tools support both synchronous and asynchronous learning, offering flexibility and
customization to meet different educational needs and allowing students to work together, share
ideas and manage activities in an organized and productive way, even at a distance.

Distance Learning Platforms

3

Google Classroom 
Free and open access
MULTILINGUAL
classroom.google.com
Is a free platform designed to facilitate the
management of online lessons. Teachers can
create, assign and evaluate assignments,
communicate with students and monitor
progress in an intuitive way. Integrated with
other Google Workspace tools, such as Docs
and Drive, it is particularly suitable for digital
classrooms. 

Microsoft Education 
Free and open access
MULTILINGUAL
www.microsoft.com/education
Combines chat, video conferencing, and
collaboration tools into one platform. It lets
you create virtual classrooms, share materials,
and track student work. The free version offers
many useful features for distance learning,
making it a popular choice among educators.

Moodle
Free and open access
MULTILINGUAL
moodle.org
Is an open-source platform that offers
flexibility and customization for creating online
courses. Teachers can upload materials,
create quizzes, manage forums, and monitor
student activity. Although it requires a more
complex initial setup, Moodle is free and well
documented, making it ideal for schools and
universities.

BigBlueButton
Free and open access 
ENGLISH 
bigbluebutton.org 
Is an open-source platform designed
specifically for distance learning. It includes
tools for video conferencing, interactive
whiteboards, and lecture recording. It
integrates with platforms such as Moodle ,
making it an excellent choice for schools and
universities.

Zoom for Education
Freemieum
MULTILINGUAL
zoom.us
Is a popular video conferencing platform that
is ideal for remote learning. With features like
breakout rooms, screen sharing, and recording,
Zoom makes it easy for teachers and students
to interact. The free version allows sessions of
up to 40 minutes for larger groups.
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Miro 
Freemium
MULTILINGUAL
miro.com
Is a collaborative digital whiteboard that allows
users to create mind maps, diagrams, and
visual schedules. Students can add notes,
drawings, and images, working together in real
time. The free version includes three
whiteboards and basic collaboration tools.

Notion 
Freemium 
MULTILINGUAL
notion.so
Is a multi-purpose platform that combines
documents, tables, and boards to create
shared workspaces. Students can collaborate
on projects, take notes, and organize
resources. The free version offers many useful
features for schools.

Slack 
Free and open access
MULTILINGUAL
slack.com 
is a communication platform that allows you to
create specific channels for different projects.
Students can discuss, share files, and
coordinate activities in a structured way. 

Wakelet
Freemium
MULTILINGUAL
https://wakelet.com
Is an online content curation and collaboration
platform that allows users to save, organize,
and share digital resources in an engaging and
visually appealing way. It serves as a digital
repository where you can gather various types
of media, including links, articles, videos,
images, and notes, and arrange them into
organized collections. 

Trello 
Freemium
MULTILINGUAL
trello.com
Uses a card system to organize tasks and
track project progress. Teachers can create
boards to assign tasks, set due dates, and
share resources with students. The platform is
free and suitable for both short- and long-term
collaborative projects.

Stormboard
Freemium
MULTILINGUAL
https://stormboard.com/
Is a cloud-based collaboration and
brainstorming platform that helps teams
generate, organize, prioritize, and execute
ideas. It provides a shared virtual workspace
where team members can collaborate in real-
time or asynchronously. 

Pearl Trees
Freemium
MULTILINGUAL
https://www.pearltrees.com
Can be a valuable tool in education for
organizing and sharing learning resources,
fostering collaboration, and enhancing
research. It allows users to collect, organize,
and share links, documents, and media in a
tree-like structure. This tree-like structure of
Pearltrees can help students see connections
between concepts or topics, enhancing
understanding and promoting visual learning.

Lino
Free and open access
ENGLISH-JAPANESE
https://en.linoit.com/
Is an online, virtual corkboard platform that
allows users to create sticky notes and
organize them on a digital board. It's designed
for collaborative work, where users can add
text, images, videos, and links to the notes,
making it ideal for brainstorming sessions,
project planning, and sharing ideas in real time.

Creating Collaborative Spaces
for Remote School Projects
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The integration of digital resources into educational environments has transformed the way
knowledge is presented and experienced. However, designing effective digital learning
experiences requires a nuanced approach that considers the unique characteristics of different
educational contexts. While museums and schools are both essential to cultural and intellectual
development, they operate with distinct pedagogical frameworks, audiences, and objectives. The
challenge, therefore, is to adapt digital tools to enhance learning in each setting, ensuring that
technology not only supports engagement but also aligns with the specific goals of informal and
formal education. By understanding these differences, digital education strategies can be
adapted to maximize their impact and accessibility, taking into account the following parameters:
Formal Education (School): The education system is highly institutionalized, chronologically
graded and hierarchically structured from the early years of primary school to the final years of
university. 
Non-formal education (Museum): This is a structured and methodical educational programme,
delivered outside of the traditional school environment, with the specific aim of delivering
targeted learning opportunities to specific subgroups of the population, including both adults and
children.

This chapter explores the implementation
of educational activities and experiences
using digital tools and incorporating topics
related to European cultural heritage. It
delineates the distinctions between formal
and non-formal educational settings,
thereby identifying opportunities for
educators within both the classroom and
the museum context.

Differences Between Designing
for Museums and Schools

artistic
education
heritage
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a lesson that effectively combines school and museum digital
resources requires careful planning and a clear understanding of
both educational objectives and available digital tools. The aim is to
create an engaging learning experience where students can better
appreciate the cultural heritage thanks to innovative methods.
Before creating a methodology to structure a lesson, it is important
to define the objectives of the lesson. These should be specific,
measurable and relevant to the curriculum. For example, the lesson
could help students better understand the historical context of a
work of art, improve their technological competence or strengthen
their collaboration skills. When designing a digital activity in the
classroom, please consider the following:

How to structure a digital lesson in the classroom from formal
education

Designing

(1)   Identifying the appropriate digital
resources. Tools such as virtual tours,
AR and educational apps are excellent
choices to bridge the gap between the
classroom and cultural institutions.
Virtual tours offer students the chance
to explore iconic museums and
historical sites without leaving the
classroom, while apps provide
interactive features that can be tailored
to different levels of learning. 

 

(2) An engaging introduction is
essential to capture students’ interest.
The main part of the lesson should
involve active exploration, such as
visiting a virtual museum or analysing
digital artefacts. This phase can be
followed by a hands-on activity, where
students apply their learning by
creating contents such as digital
posters, infographics, or even planning
their own virtual exhibitions. 

(3) Concluding the lesson with a
positive discussion or an interactive
quiz helps consolidate the knowledge
gained and allows students to share
the information they have just acquired.

(4)    Flexibility is essential to deal with
the diverse needs of students.
Teachers should provide clear
instructions on how to use digital tools
and offer alternative options for those
who may face technological
challenges. Adapting activities to suit
the class ensures that every student
can actively participate in and benefit
from the lesson.
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Step 1

Selecting digital tools. 
Guide students through the interactive learning experience using one
of the tools mentioned in chapter 2 - “Software for Creating
Interactive Content"

Virtual Tours: Use platforms like Google Arts & Culture for 360°
museum tours or another one. 
AR: Explores 3D representations of artefacts, reconstructing lost
or incomplete parts.
VR: Using head-mounted displays, students can explore digital
locations, making archaeological sites accessible even for
students with disabilities.
Spatial Augmented Reality (SAR): Projects 3D images onto
irregular surfaces of historical buildings without requiring
personal devices.
Digital Reconstructions: Recreate historically significant sites.
Educational Apps: Use tools like Kahoot! or Quizizz for quizzes
and thematic challenges.
Multimedia Content: Includes high-resolution images, educational
videos, and historical documents for analysis activities.

Steps to build an interactive lesson using digital technologies

Step 2

Creating an interactive classroom with digital technologies requires a step-by-step
approach that actively involves students. The following steps are:

Initial analysis. 
Before designing the lesson, analyse:

Define the objectives of the lesson
Students’ needs, educational level, skills and interests and
familiarity with technologies.
Available resources, such as internet connection, devices, and
software.
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Step 4

Measuring overall learning. 
Assessing effectiveness in the use of digital tools and the subject of
learning. Use some of the methodologies and tools mentioned in
Chapter 4- Measuring Learning Effectiveness with Digital Tools.  

Step 3

Step 5

Designing the lesson phases 
Introduction: Present the objectives and introduce the topic with
an engaging activity.
Exploratory Phase: Guide students through activities using
selected resources, such as virtual tours or artwork analysis.
Encourage the exploration of local and global heritage with tools
like mentioned in chapter 2-”Digital collection platforms”.

Application Phase
Engage students in creating digital content with tools mentioned
before Chapter 2 “Software for Creating Interactive Content” to
create visual contents (such as posters or presentations,
infographics and videos) to summarise their findings. Additionally,
planning of virtual exhibitions and creation of virtual exhibitions. 
Gamification: Use quizzes or reflective activities to consolidate
learning outcomes. For instance, students can compete in real-
time quizzes based on the content they have explored, making the
lesson both fun and informative. 
Reflection and Discussion: Fostering a collaborative discussion to
consolidate learning. Encouraging students to share insights and
their personal opinion from their experience.
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The use of technological tools in education is
a powerful and effective means to enhance
dynamism and interactivity in the teaching
process. Students are generally drawn to
technological methods, an area they are often
familiar with, unlike the content typically
encountered in museums, which may be
more unfamiliar to them.
Education through interactive technological
tools in museums operates in a more
complex way than in the classroom, as it
involves different resources and settings. In
the classroom, teachers usually have direct
access to technological tools they can
operate themselves; a basic setup with a
computer and a projector often suffices.
Accessibility is key, both in terms of the
teacher’s familiarity with the tools and the
limited range of technology required.
In contrast, museums present a different
environment. Their structure and operation
differ from the classroom, and teachers are
often unfamiliar with how to navigate or use
the available digital resources. Consequently,
the technological tools typically used in
schools may not be applicable in museum
settings.

From the Classroom to the Museum: Educational Mediation
through Digital Tools and Cultural Heritage

 P
ho

to
gr

ap
hy

 o
f T

on
y 

ch
er

by
 o

n 
Un

sp
la

sh
Ph

ot
og

ra
ph

y 
of

 H
un

ga
ria

n 
N

at
io

na
l M

us
eu

m

Photography of Liceo D'Azeglio in Muse proyect

( 30 ) 

ER
, A

ni
m

a 
La

b 
pr

oj
ec

t, 
ph

ot
og

ra
ph

y 
by

 M
an

u 
Su

ar
ez

. 

https://unsplash.com/es/@cerbino?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
https://unsplash.com/es/fotos/una-persona-sosteniendo-un-telefono-celular-5t9rgB8CBqY?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash


Digital Museum Learning and Engagement Guide

This chapter, therefore, aims to adapt a series of activities using the applications introduced in the
previous chapter 2 “Digital Tools For Teaching In Schools And Museums” to develop a structured
approach to teaching through cultural and artistic mediation between the classroom and the
museum.
The aim is for the teacher, in collaboration with the museum educator, to design an activity that
ensures continuity between the classroom and the museum. This collaboration enables a process
of cultural and artistic mediation, between both parts, the classroom and the museum. 
Collaboration between schools and museums can take various forms. Teachers can incorporate
pre-visit activities such as virtual tours, guided discussions, or research projects. Museum visits
become more impactful when students engage in interactive tasks, hands-on experiences, or
inquiry-based learning. After the visit, students can reinforce their knowledge through reflective
activities, creative writing, or digital storytelling projects. Another option is to visit the Museum
and then create an activity in Classroom.
The activities proposed in the first section of this chapter “Steps to build an interactive lesson
using digital technologies” serve as a framework for the classroom, but what happens when the
learning space shifts to the museum?
Museums can educate both indirectly, through their exhibitions, and directly, through organized
educational activities. In this context, coordination with the educational institution is essential.
Unlike the classroom, the museum offers a more diverse and flexible learning environment, often
perceived by students as more stimulating and engaging.

Photographs of Liceo D'Azeglio in Muse proyect
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To design an engaging and innovative
learning experience, it is essential to
identify the museums available in your city
with interactive technology. These can
generally be classified as:

HistoricalArtistic Scientific
Modern and

Contemporary
Art

Classical 
Art

Decorative 
Arts

Crafts
House 

Museums

Archaeological 
and 

Antiquities

Site 
Museums

Anthropological Ethnographic

Communications Commerce Agriculture
Natural

Sciences and
Natural
History

Science and
New

Technologies

Social 
Services

Architectural 
Museums

Monographic 
Museums

Museums
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Each category offers diverse perspectives and materials that can enrich
classroom activities. Museums play different roles in cultural heritage, such as
collection, identification, documentation, research, preservation, conservation,
exhibition and education.

Most museums provide websites with dedicated educational resources,
though the availability and quality of these materials can vary significantly.
Therefore, it is essential to explore both renowned institutions and smaller,
lesser-known museums, as they often offer distinctive and valuable
educational initiatives.

The museum employs a variety of active methodologies, including non-formal
evaluation of the students. These include guided visits, guided visits with a
subsequent workshop, and visits with a previous one. These visits are
designed to encourage critical thinking and engagement with topics of
interest, working in heterogeneous groups.

Museum education focuses on experiential learning, in which participants
observe, analyze, reflect, and engage in dialogue with objects, spaces, and
historical narratives. This approach seeks to make learning participatory,
multisensory, and interdisciplinary, allowing individuals to construct their own
meaning from the experience.

Interactive strategies and digital tools play an essential role in museum
education, as they allow for greater immersion, making each visit unique and
meaningful. Traditionally, museums have been the main settings for this
educational approach, however, this methodology can also be applied in other
heritage spaces, such as historical parks, archaeological sites or urban areas
with cultural value. Moreover, this approach can incorporate situated practices
that encourage interaction with the environment, taking art outside the
museum walls and placing it in neighbourhoods, squares and other public
spaces, thus promoting citizen participation. In this context, the local
community has the opportunity to explore social, cultural and topical issues,
enriching the educational experience and broadening its impact.
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Photo Report
Digital applications: Fimo

Individual Activity: Documentary
Photo Storytelling

In this activity, each student will use the Fimo
App to visually document their surroundings
employing documentary photo storytelling to
explore a selected environment, such as, a
museum, art gallery, heritage site, monuments
or architectural parks. Through this process
they will observe and capture elements from a
new perspective. The objective is to encourage
critical observation and creative engagement
with their environment.
After completing the activity, students will
share their results in class. Through a
collective discussion, they will determine a
central topic for a collaborative photo report
that brings the perspectives and findings from
all participants.

Innovative Digital Activities in
Museums: Bringing Tradition
and the Present Together

By implementing museum-based
educational strategies, these processes
can be reinforced, creating meaningful
connections between historical narratives
and contemporary issues. The following
examples demonstrate how such
activities foster a deeper engagement
with the past while establishing relevant
links to the present.

Interactive Music
Digital applications: Genially +
Groovepad
Creative Activity: Art-Inspired
Musical Narrative

Students will select a work of art, such as a
painting, sculpture, or architectural structure,
and develop a fictional narrative that interprets
the events, atmosphere, or emotions they
associate with that time, place, or scene.
Building on their narrative, they will compose a
musical piece using the Groovepad app,
integrating sounds and rhythms that evoke the
mood and essence of their story.
Finally, students will use Genially to create an
interactive presentation that brings together
the selected artwork, their musical
composition, and the fictional narrative. The
final outcome will be an immersive experience
that seamlessly intertwines visual art, music,
and storytelling.
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Musical Video Clip
Digital applications: Chroma Key +
CapCut
Creative Activity: Song About a
Historical Event

In this activity, students will collaborate in
teams with each group assigned a historical
event previously studied at the museum. They
will conduct research to gather key information
and. based on their findings, they will compose
song lyrics that creatively narrate the event.
After writing the lyrics, students will record a
video performance on their song using the
Chroma Key app utilizing a green screen
background which can be made from a green
poster board or fabric. Once the video is
recorded, they will edit it in CapCut, adding
images related to the historical location or
event to enhance the visual storytelling.
The final result will be a dynamic video that
integrates music, creativity, and historical
learning offering an engaging and immersive
educational experience.

Stories from My Neighborhood
Digital applications: Padlet 

Individual Activity: Territorial Research

In this activity, each student will research a selected open space, such as
an architectural park, a monument, or a heritage building. The process will
involve investigating the history and significant events associated with the
site, identifying key buildings or sites, capturing representative photographs
and making audio recordings or video tours. Finally, an interview will be
conducted to someone who lives or works in the area.
Once all the information is gathered, students will review and upload their
findings to Padlet. Each student will have a dedicated section within the
collaborative digital mural, ensuring that all contributions are displayed in
an organized and visually engaging manner.
This activity is designed to highlight the significance of both tangible and
intangible cultural heritage, fostering a connection between the local
environment, whether a neighborhood, town, or city and the museum, using
the metaphor of the museum as an integral part of a living community.

Mystery Podcast
Digital applications: Podcast Studio

+ SoundCloud
Group Activity: Creating a Mystery

Story

In this activity, students will work in groups to
create a fictional mystery story inspired by a
historical monument, a work of art, or a
popular festival. The story must incorporate
real elements such as dates, names, or
locations, blending them creatively into the
narrative.
Once the story is developed, students will use
Podcast Studio to record the narration. They
can dramatize the storytelling and add sound
effects to enhance the experience. When the
project is complete, it will be uploaded to a
SoundCloud account created by the teacher,
making it accessible for sharing and listening.
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Collaboration between school educators and museum educators is key to providing integrated
and enriching learning experiences. School teachers contribute pedagogical expertise and a
deep understanding of their students' needs, while museum educators bring their specialized
knowledge of museum content and resources, along with skills in interpretation. Combining
these strengths significantly enhances the educational process.
The first step in this synergy is identifying the learning needs of the student group, which should
serve as the starting point for designing activities in the museum. Likewise, the museum
educator must have in-depth knowledge of their institution’s content and operations to align
proposed experiences with the school’s pedagogical objectives. This process also fosters
mutual learning: while school teachers familiarize themselves with museum resources, museum
educators gain a better understanding of school education contexts, leading to a cross-
disciplinary exchange of knowledge.

From the Classroom to the Museum: Educational Mediation
through Digital Tools and Cultural Heritage

Integrating the methodologies of both
educators into a shared approach is a complex
challenge, yet one that brings great benefits to
students. School teachers, knowing their
students well, can facilitate active participation
in activities and strengthen the link between
classroom content and museum experiences.
Meanwhile, museum educators enrich the
learning process by offering unique
perspectives and approaches based on the
cultural and artistic resources they manage.
It is essential that this collaboration be based
on a horizontal and reciprocal relationship. Both
educators should exchange knowledge, ideas,
and values, integrating their expertise with the
common goal of maximizing student learning.
This collaborative model not only enhances the
educational experience but also promotes more
inclusive, dynamic, and meaningful teaching.
Finally, it is important to recognize that
museums today are increasingly engaging with
revisionist approaches to history. This trend
seeks to examine past narratives and events
from a new perspective, allowing society to
expand its historical understanding. By doing
so, museums open spaces for voices and
narratives that have been historically
marginalized, giving rise to perspectives such
as decolonial thought, feminism, and social
class analysis.

Photographs of Hungarian National Museum
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The Role of Teachers and
Museum Educators

Teachers play a vital role in helping students
connect with museums and heritage spaces,
recognizing them as part of their cultural
environment. While exhibitions are the most
visible aspect, museums also engage in
research, archiving, and community-based
activities with social and environmental
relevance.
By fostering curiosity and linking content to
students’ interests, teachers enrich learning
and encourage deeper engagement.
Interactive technologies support the idea of
a "situated museum," which brings museum
experiences to students, especially those
facing social or economic barriers.
Museum educators, in turn, must adapt
content for diverse audiences. Young
children benefit from play-based, hands-on
learning; teenagers from activities that
promote critical thinking; and adults from
inclusive formats that address accessibility
needs, such as guided tours with
headphones or enlarged visuals.
Digital tools also promote autonomy,
allowing users to explore content remotely.
Ideally, these tools should be available in
permanent digital labs or public libraries to
ensure equal access.
Ultimately, educators must adapt
communication to different ages and
contexts, fostering personal connections
with heritage content and promoting
inclusive, meaningful learning experiences.

( 37 ) 
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are highly useful and effective for assessing learning outcomes
in museums, as they offer various functionalities that enrich the
evaluation process. Throughout this section, their main features
and advantages will be analyzed. Nowadays, traditional
evaluation methods are complemented by interactive
technologies, which allow obtaining information in real time and
generating knowledge based on data.
Museums can measure learning effectiveness through a variety
of digital methods, such as interactive quizzes, visitor behavior
tracking, and analysis of augmented and virtual reality
experiences. These tools help museums refine their educational
programs, tailor content to different audiences, and enhance the
visitor experience. By leveraging digital assessments, museums
can continuously improve their strategies, ensuring that learning
remains engaging, accessible and impactful.

From the Classroom to the Museum: Educational Mediation
through Digital Tools and Cultural Heritage

Real-Time Feedback

Digital platforms allow educators and museum
staff to gather data in real-time, providing
immediate feedback on how learners are
progressing. For example, teachers can monitor
how long students spend on assignments, how
they interact with digital content, and how they
respond to quizzes or interactive elements. This
is particularly helpful in creating personalized
learning pathways, as feedback from these
tools can highlight areas where students may
need additional help or challenges.

Example: In a high school setting, a teacher
may use a tool like Google Classroom or
Moodle to assign quizzes and track student
responses. If a student is struggling with a
particular topic, the teacher can use this data to
offer additional resources or one-on-one
assistance. Similarly, interactive quizzes
provided through platforms like Kahoot! or
Quizlet can give teachers instant insight into
class comprehension levels, enabling them to
adapt the lesson on the spot.

Objective Assessment

Digital assessment tools provide standardized
evaluations, reducing biases and
inconsistencies that can occur in traditional
grading methods. Assessments like essays or
short-answer questions often depend on
subjective interpretation, which can lead to
variations in scoring. In contrast, digital tools,
such as automated quizzes and multiple-choice
tests, apply uniform criteria, ensuring
consistency across all learners.

Example: In a museum setting, digital quizzes
following virtual tours or exhibits can help
assess whether visitors are engaging with the
content. For example, the Smithsonian National
Museum of Natural History uses interactive
touchscreens that quiz visitors on the
information presented in the exhibits. The
system records responses, allowing museum
staff to analyze the effectiveness of the exhibit
in terms of visitor engagement and knowledge
retention.

Digital tools 
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Engagement Measurement

Digital tools offer a more nuanced way of measuring engagement, going beyond simple
attendance or participation records. Tools like Padlet, ClassDojo, and Socrative allow teachers to
track how often students interact with content, collaborate with peers, and participate in
discussions or group activities. These insights are especially useful for identifying disengaged
students or groups, allowing educators to intervene early to re-engage them.

Example: For an NGO working with displaced populations, such as Save the Children, digital tools
are used to assess both the participation and completion rates of educational modules on literacy
or numeracy. Real-time data helps identify when learners may be falling behind or disengaging, so
educators can adapt lesson plans or provide additional support through mentorship.

Personalization and Adaptivity

One of the major advantages of digital learning tools is their ability to adapt to the needs of
individual learners. These tools can adjust the difficulty of questions or tasks based on the
learner's previous answers, providing a personalized learning experience. Personalization can help
ensure that each learner progresses at their own pace and receives content tailored to their
specific learning needs.

Example: Khan Academy is a prime example of an adaptive learning tool. It monitors students’
progress as they work through lessons, adjusting the difficulty of exercises based on how well
students perform. If a student answers a question correctly, they are given more challenging
content; if they struggle, they receive simpler, explanatory material to help them understand the
concept better. This personalized learning experience is invaluable in both classroom and online
learning environments, ensuring students are neither bored with content that’s too easy nor
overwhelmed by content that’s too difficult.

Comprehensive Data Collection for Continuous
Improvement

Digital tools offer institutions the ability to collect comprehensive
data on a learner's journey, providing valuable insights for future
teaching practices. For example, these tools can track how much
time a student spends on a particular module, how they interact
with different types of content, and what types of assessments
they excel at. This data can be used to refine the curriculum and
instructional methods, ensuring that future educational
experiences are more tailored and effective.

Example: The British Museum uses analytics from its mobile app
to gather data on visitor interactions with exhibits. This includes
how long visitors spend at each station, which items generate the
most questions, and how they respond to quizzes. This data helps
museum curators continuously adapt exhibitions to maximize
engagement and learning outcomes.
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Tools for Measuring Learning Effectiveness

There are a variety of digital tools that are specifically designed to measure and track learning
outcomes in both formal educational settings and informal environments like museums and
NGOs. Below are some popular tools used to assess learning effectiveness:

Learning Management Systems (LMS)
Learning management systems like Moodle or Canvas
allow educators to manage courses, assignments, and
assessments, while also tracking student progress.
These platforms offer integrated analytics tools that
help teachers understand how students are performing
across a variety of metrics, from assignment
completion rates to engagement levels with different
course elements.
Example: Canvas allows instructors to create
assignments, quizzes, and discussions while tracking
student performance across multiple criteria. In
addition, it provides data on how often students access
materials and whether they complete activities on time.

Interactive Assessment Tools
Tools like Kahoot! or Quizlet provide interactive ways to
assess student learning. These tools allow teachers to
create engaging quizzes and games that help reinforce
learning while simultaneously gathering data on how
well students understand the material.
Example: Kahoot! is commonly used in classrooms to
assess students’ understanding of the material in a fun
and engaging way. The platform collects data on how
well students answer questions and provides
immediate feedback, which can help teachers identify
areas that need further attention.

Behavioral Tracking Tools
Behavioral tracking tools, such as Padlet or ClassDojo
allow teachers to monitor student behavior,
participation, and engagement during both in-person
and virtual lessons. These platforms provide valuable
insights into which students are actively participating
and which may need additional support.
Example: ClassDojo is used in many classrooms to
monitor student behavior and track learning progress.
Teachers can assign points for positive behaviors and
participation, while parents can track their child’s
progress through the app. This real-time tracking
promotes engagement and accountability.

Photography of  Walls.io en Unsplash

Photography of  J Shim en Unsplash

Photography of  Walls.io en Unsplash
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has profoundly transformed the way cultural heritage is preserved
and shared.
Through the integration of technologies, museums have expanded
their reach to global audiences, facilitating immersive, interactive
and interdisciplinary learning experiences.
In this framework, digitisation contributes directly to the
realisation of the right to education and culture, as recognised by
the Mondiacult Declaration (2022) and the UNESCO World
Conference on Arts and Cultural Education (Abu Dhabi, 2024). By
adopting inclusive tools-such as multilingual interfaces,
accessibility features for people with disabilities, and platforms
adapted to low-speed connections-museums not only
democratise access to knowledge, but also promote digital equity
and cultural participation.
These initiatives prioritise active and transversal methodologies
that articulate different disciplines, fostering creativity, critical
thinking and respect for diversity. Through virtual workshops,
augmented reality exhibitions and collaborative digital archives,
museums enhance meaningful learning and contribute to the
formation of a global citizenship committed to cultural diversity.

Sustainability is embedded through ethical practices:

Environmental: Energy-efficient digital infrastructure.
Economic: Partnerships with governments and NGOs for funding.
Social: Co-creation with marginalized communities to ensure
relevance and representation.

By addressing longevity through iterative content updates and
participatory governance, digital museum education ensures enduring
accessibility, aligning with both policies’ calls for inclusive, impactful,
and future-ready cultural ecosystems. This approach not only
safeguards heritage but also redefines cultural rights in the digital age,
transforming museums into hubs of global solidarity and innovation.

Sustainable

Digital museum
education 

Building Lasting Impact: Sustainability, Accessibility, and
Community in Digital Cultural Education
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The Need for Sustainable and
Persistence Projects in Digital
Museum Education
It is important to emphasise the importance of ensuring the sustainability of digital initiatives in
museums in order to address key challenges and maximise their benefits. Preservation of digital
content is essential given the rapid pace of technological change, which can render many projects
obsolete. Strategies such as regular updates, open sources platforms and secure archiving
systems ensure long-term access.
Ongoing funding is another challenge, as many digital programmes rely on temporary grants.
Sustainability requires exploring diversified funding sources, including public-private partnerships
and memberships, to ensure continuity. Equitable access is also critical, which means designing
platforms that are compatible with mobile devices, content that is accessible offline, and
multilingual resources for diverse audiences, especially in underserved areas.
The environmental impact of the increasing use of digital technologies also poses challenges,
which can be addressed through sustainable practices such as efficient servers, cloud solutions
and eco-friendly technologies. Educational integration is crucial, as projects must be aligned with
school standards and curricula to maintain their relevance as pedagogical tools, fostering long-
lasting partnerships with educational institutions.
In addition, technological adaptability is imperative to incorporate innovations such as augmented
reality, virtual reality and artificial intelligence, while remaining committed to their educational
mission. Finally, community engagement is vital for sustainability, fostering partnerships with
schools, universities and local organisations that strengthen the sense of ownership and support
for these projects.

Photography of Foto de Zalfa Imani en Unsplash
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Managing Training and Ensuring
Continuous Updating of Digital

Skills for Educators
To implement digital tools within classrooms, it is necessary to keep educators' digital
skills up to date, both in museums and schools. One of the key actions is to offer
regular professional development programmes that train staff in emerging digital tools,
such as AR, VR and artificial intelligence (AI). These trainings should provide technical
skills in digitisation and pedagogical tools to teachers to integrate them into their
educational practice.
The development of online learning platforms is also a good training tool as they offer
self-directed courses and certifications in digital literacy and the use of cultural heritage
tools, including tutorials on managing digital collections, designing lesson plans and
integrating resources into school curricula.
Fostering peer-to-peer learning is another key strategy as communities of educators are
created to share best practices, tips and challenges, as well as mentoring programmes
linking experienced educators with those less familiar with digital tools.

Photography of Maxim Hopman en Unsplash

Photography of Phil Hearing en Unsplash

Photography of Nicolas Arnold en Unsplash
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Ensuring Accessibility and
Inclusiveness of Digital
Education Projects
To ensure accessibility and inclusion in digital education projects, it is essential to design
resources that follow the Web Content Accessibility Guidelines (WCAG), allowing
usability for people with disabilities through tools such as screen readers, video captions,
and keyboard navigation. Furthermore, integrating multilingual options helps reach
diverse language communities. Equally important is the use of lightweight, mobile-
friendly platforms, facilitating access in areas with limited connectivity or low-end
equipment. Offering downloadable resources, such as lesson plans or offline virtual
tours, is also key for schools with limited access to technology.

Furthermore, it is essential to incorporate diverse cultural and historical perspectives into
the content, promoting the representation of marginalized or underrepresented groups.
Collaborating with local communities and cultural organizations ensures that the material
reflects their real experiences. To maximize impact, it is vital to train educators through
free or subsidized programs that provide them with skills to use tools inclusively, along
with strategies for teaching in diverse digital classrooms. Finally, partnering with
disadvantaged schools and community centers, as well as developing specific programs
for Indigenous communities, rural areas, or minority groups, fosters more equitable and
accessible education for all.

Photography of Urząd Miasta Bieruń

Photography of Gmina Głogów Małopolski – Government Program for 
Schools Digitalisation

Photography Kenny Eliason / Unsplash

Foto de Oleg Ivanov en Unsplash
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Digital Cultural Preservation: A
Bridge to Inclusion and

Community Participation
The digitization of cultural heritage has the potential to break down geographical and physical
barriers, making virtual museums and 3D replicas of artifacts accessible to those unable to visit
physical spaces due to geographical, economic, or physical limitations. Furthermore, this
technology provides marginalized communities with the opportunity to preserve and share their
own cultural heritage globally, fostering identity and recognition. Digital storytelling platforms
allow these groups to tell their stories and traditions in their own voices, challenging dominant
narratives. Digitization also promotes intergenerational learning, connecting young and old:
younger people can teach older people how to use digital platforms while learning about their
shared cultural roots, creating a bridge between generation
Furthermore, community participation is essential in digitization projects. Through strategies
such as crowdsourcing, communities can contribute by scanning personal objects, sharing oral
histories, or tagging images in digital archives. Community workshops and events can foster
collaboration by collecting stories, photos, and local knowledge to enrich digital archives.
Furthermore, these projects can promote intercultural understanding, showcasing the connection
between global cultures and fostering empathy and respect for cultural diversity. Interactive
programs, such as virtual cultural exchanges or joint activities between classrooms from different
countries, strengthen dialogue between communities. Finally, digitalization can help recover and
celebrate shared cultural heritage, especially for diaspora communities seeking to reconnect with
their roots. Virtual festivals, exhibitions, and events can bring communities together to celebrate
their cultural identity, reaching a global audience and promoting equity and sustainability in
cultural preservation.

Photography of Foto de Junior Verhelst en Unsplash
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This section presents a collection of case
studies and practical examples of Digital
Museum education implemented by
institutions from partner countries. 

 Virtual Reality - Hungarian National
Museum, Hungary

                                         Link

The Hungarian National Museum participated in the
"Danube's Archaeological eLandscapes" project within
the Interreg Danube Transnational Programme, creating
a series of virtual reality exhibitions entitled Stories of
the Past – Virtual Journey into Lost Landscapes. This
initiative allowed users to explore historical landscapes
in the Danube region, such as prehistoric caves, Iron Age
settlements, Roman villas, and medieval fortresses. The
virtual content was integrated into the museum's VR
stations and pedagogical sessions, offering an
interactive and visual experience for students and
visitors.

Virtual tour - Acropolis Museum in Athens,
Greece 

                                             Link

The Acropolis Museum in Athens, Greece, implemented
a digital tour to enhance student engagement with Greek
cultural heritage, utilizing technologies such as
Augmented Reality (AR) and Virtual Reality (VR) to
recreate sculptures and offer immersive visits. This
project, aligned with the Greek educational curriculum,
seeks to make ancient history accessible to students
from diverse locations, including remote areas, and to
foster interactive and remote learning. The results
include increased accessibility, enriched educational
experiences, and the development of students' technical
and collaborative skills, as well as valuable resources for
teachers. Furthermore, the digital tour attracted more
than 1.2 million virtual visitors in its first year, with a 95%
satisfaction rate, establishing itself as a benchmark in
the integration of technology and cultural preservation.

The images in this guide were taken from the internet. Links to each image
can be found using the Link button on this page.
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Interactive platform - Museo Nacional del
Prado, Spain

                                          Link

In January 2025, the Museo Nacional del Prado, in
collaboration with Samsung, launched the "Baroque
Spaces" project, a digital educational initiative aimed at
students and teachers in the final years of primary and
secondary education. This project, presented as an
interactive webdoc, combines audiovisual capsules,
interactive resources, and transmedia narrative to
explore the museum's Baroque collection, connecting
17th-century art with contemporary themes. The project
seeks to foster dialogue between art and today's society,
enrich the educational experience, promote the use of
digital technologies, and develop critical and creative
skills in students. Furthermore, "Baroque Spaces" offers
flexibility for use in classrooms, homes, or the museum,
facilitating equitable access to art and enhancing
understanding of the historical and cultural context of
the Baroque.

Video game - Warsaw Uprising Museum,
Poland

                             Link 1                  Link 2

The Warsaw Uprising Museum in Poland has developed
digital educational resources, drawing on the aesthetics
and narrative of video games. These include virtual
tours, interactive timelines, webinars, and Augmented
Reality (AR) applications, to teach high school students
about the 1944 Warsaw Uprising. These tools, which
include gamification and 3D reconstructions, seek to
make historical education more interactive and
accessible. The results include increased student
engagement, greater accessibility for those in rural
areas, and recognition of the museum as a model for
other institutions.

The images in this guide were taken from the internet. Links to each image
can be found using the Link button on this page.
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The Museum intervenes in the school “Le
Muse”, Italy

                                        Link

The “Le Muse” project, promoted by the Liceo Classico
Massimo D’Azeglio in Turin, is an educational initiative
that integrates cultural heritage into the school
curriculum through a multidisciplinary approach
combining humanities, history, and digital technologies.
Through workshops, projects, and tools such as 3D
printing and the metaverse, students interact with
historical content and reinterpret cultural narratives for
contemporary audiences. The results include increased
interest in history, the development of research skills,
and the successful integration of cultural heritage into
the curriculum.

The School intervenes in the museum "Art,
Cultural Heritage, and Ocean Sustainability:
The Whale as an Educational Symbol”,
Portugal

                                          Link

The "Art, Cultural Heritage, and Ocean Sustainability: The
Whale as an Educational Symbol" project, developed by
the Dr. Horácio Bento de Gouveia School in collaboration
with the Madeira Whale Museum (MBM) since 2014,
seeks to promote environmental education and learning
through art and technology. Aimed at high school
students, the project integrates digital tools such as
Canva and Tinkercad to create artistic works that reflect
the conservation of the oceans and whales, emblematic
species of the region. Activities, which include contests
and exhibitions, foster skills such as creativity, critical
thinking, and active citizenship, aligning with UN
Sustainable Development Goal 14.

The images in this guide were taken from the internet. Links to each image
can be found using the Link button on this page.
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Digitization offers a transformative way to rethink the links between
museums, schools and students, consolidating itself as a tool with great
potential to enrich educational experiences and foster new forms of
cultural access and participation. This guide addresses the fundamental
principles of museum education in dialogue with digital technologies,
proposing strategies and practical examples that contribute to the
design of inclusive, interactive and sustainable pedagogical proposals.
However, the incorporation of digital tools in educational contexts also
poses significant challenges. Inequalities in access to technology and
connectivity persist, limiting the full participation of certain groups.
Similarly, the costs associated with implementing advanced digital
resources can be a barrier for many institutions, especially those with
small budgets. Added to this is the need for ongoing training for
teaching and museum staff, who must be prepared to use these
technologies in a critical, creative and pedagogically relevant way.
In this context, the active participation of users in digital environments
represents a turning point for the museum field. The possibility for
visitors to contribute to the creation of content and to get involved in
online communities changes their behaviour both in the physical space
and in the digital environment of the museum. This change of role,
where users move from being receivers to active agents, raises new
questions about the capacity of museums to develop tools based on
personalisation and on the link with local communities. The way in
which cultural institutions incorporate this participatory dimension will
be decisive for their long-term sustainability.
Looking to the future, the challenge is not only to adopt new
technologies, but to do so in a thoughtful and responsible way. It is
about building inclusive, resilient and open to innovation cultural
ecosystems, where access to knowledge and culture is a guaranteed
right for all people. In this process, museums can consolidate
themselves as key agents in the redefinition of cultural rights in the
digital era and in the construction of communities that are more
supportive, informed and committed to their environment.

 Conclusions and Future Prospects
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