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“Eurocraft — Explore critical heritages through vid-maps” serious game prototype, was created in the
framework of WP5 CoHERE project (Horizon 2020), with the aim to promote the communication of
cultural heritage(s) between people within Europe, as well as to encourage the dialogue and the
understanding of the “European Other”. Moreover, it will be a research tool to investigate the
perceptual regions of pupils from different parts of Europe through:

[i] their “footprints” (material they upload),

[ii] the games they play and

[iii] multilayer dot maps of heritage distributions they create (vid-maps) by overlapping thematic
layers of heritage information.

The game was applied to pupils of multicultural schools, preservice teachers and educators in order
to obtain feedback from all aspects of the architectural, pedagogical and cognitive concept. The
testing stage is crucial to the success of the system development and it is essential to be able to
contribute fully to the educational community.

The scenario

The aircraft “Eurocraft” travels
around Europe as a matrix to
collect data (images, videos,
sound) and stories concerning
European Heritage and Identity.
The selected material is the key to
create Vid-maps (multilayer dot
maps) to represent heritage and
identity as well as the key to
unlock the stands with the

& heritage objects and create a
[ (&) heritage air-museum.
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EXPLORE CRITICAL HERITAGES
THROUGH VID-MAPS
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Europe, the virtual explorer, is a

Euronaut with the duty to make the trip with Eurocraft an amazing experience. She also makes

guests feel welcome and safe to express themselves and share their thoughts and ideas concerning

heritage. Guests may explore, learn, discover, play, see, view and use certain information provided

through the game, express themselves and their heritage, imagine, create, communicate and
interact with the other Euronauts.

CoHERE

CoHERE explores the ways in which identities in Europe are constructed through
heritage representations and performances that connect to ideas of place, history,
tradition and belonging. The research identifies existing heritage practices and discourses in Europe.
It also identifies means to sustain and transmit European heritages that are likely to contribute to
the evolution of inclusive, communitarian identities and counteract disaffection with, and division




within, the EU. A number of modes of representation and performance are explored in the project,
from cultural policy, museum display, heritage interpretation, school curricula and political discourse
to music and dance performances, food and cuisine, rituals and protest. Across an experienced,
multidisciplinary consortium we take various theoretical and methodological approaches to these.
Relevance to the work programme is ensured through key approaches, which are: 1) the relational
study of productions and experiences of heritage at institutional, social and personal levels,
including research into people’s activities and attitudes; 2) research by practice and the provision of
public-facing dissemination activities; and 3) the critically-informed development of instruments
(e.g. models for policy, curricula, museum and heritage practice) intended to promote reflection on
and valorisation of European heritages and to engender socially-inclusive attitudes. The project is
multidisciplinary, including museum, heritage and memory studies, cultural history, education,
musicology, ethnology, political science, archaeology, ethnolinguistics and digital interaction design.
The consortium comprises 12 partners over 9 countries, including universities, an SME, two
museums and a cultural network. The research covers diverse European territories and realities
comparatively and in depth.

People

Eurocraft brings together an interdisciplinary team of social & humanities scientists,
computer and information scientists, software engineers, graphic artists, designers,
marketers who work collaboratively.

Dr. LIA GALANI is currently an Assistant Professor in Teaching Geography in
NKUA. She is the Project manager of Eurocraft and principal investigator in
CoHERE project. Her research interests lie in the fields of: Multimodal
representation of Geographical concepts, digital games in geography
education and in spaces such as museums, libraries, etc.

0| Dr. DIMITRIS GAVRILIS is an Electrical & Computer Engineer and holds a PhD
under the title “Detection of denial-of-service attacks”. He has participated in
over 42 software development projects which span across a diverse set of
domains including cultural heritage, retail, health, education and gaming.

ATHINA KARATZA (Msc) holds a bachelor degree in Teaching, a master degree
in Science and Education and she is currently a PhD researcher in Teaching
Geography in NKUA. She is a member of the research team of the CoHERE
project.




Dr. MANOLIS KOUTLIS is a Computer and IT Engineer, holds a PhD in Computer
Science. MK worked in various positions at the Research Academic Computer
Technology Institute (RA-CTI) on projects in the areas of Educational
Technology and Geographic Information Systems. His expertise includes Geo-
informatics Systems, Location Based Services, and e-Commerce Systems.

BABIS MANOLOGLOU has always been interested in cinema, comics, animation
and computer games. His studies lie in the fields of programming, graphic
design, multimedia and advertisement. With over 20 years of experience, he
has created many award-winning campaigns and projects for Greek,
multinational and start-up companies.

ATHANASIOS MANTES (Msc) is a Computer and IT Engineer with a Master
Degree in Geo- Informatics. He worked at the RA-CTI on projects in the areas
of Educational Technology and Geographic Information Systems. His
specialization subjects are geo-informatics application development (web,
desktop and mobile mapping, Location Based Services) and the design and
implementation of geo-spatial Databases.
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THANOS TSILIS is an illustrator with a long experience in advertising, gaming, book
illustration and 2d animation. He has studied illustration and animation and has
worked as a game artist and 2d animator for various casual games, digital
applications and animated films, as a concept and storyboard artist for television
commercials and as a children’s books illustrator.

Copyright

The game is under the following creative commons.
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You can distribute, display, and perform the copyrighted work - and derivative works based upon it -
but only if you give credit and for noncommercial (educational) purposes only.

You are allowed to distribute derivative works only under a license identical to the license that
governs this work.

The design of the game is protected by copyright.

The copyright for the accompanying documents belongs to the individuals who participated in their
production.

You are not authorized to sell, transfer under license, publicly represent, or exploit the contents.



Do not remove or modify the copyright information, trademark or other proprietary notices.

Privacy and security

To run “Eurocraft”, meet your requirements and permit your participation in certain
online activities, we have to ask for certain information. However, we will respect
our visitors’ privacy and are especially concerned about protecting the privacy of the young children
who use the game. Personal information provided may be used for research purposes, for
evaluations and for report production. We will not sell, lease or disclose your data to third parties,
under any circumstances, unless required to do so under existing enforceable legislation. We also
provide information and content to research partners and academics to conduct research that
advances scholarship and innovation that supports our mission and enhances discovery and
innovation on topics of education, technological advancement, public interest, and well-being.

To protect us against the loss, misuse or modification of the personal information gathered, we have
implemented reasonable security measures. All individuals that help us make the content of
“Eurocraft” available have signed confidentiality agreements. Furthermore, they must agree to
comply with EU-approved good practices for the protection of personal information. Since the
Internet is a public forum and electronic information can be intercepted, we cannot, however,
guarantee the total security of this personal data.

Feedback- Contact Information

If you have any questions about the game, the copyright, the security and the terms
of use, please Send us your comments or questions in eurocraft.vidmaps@gmail.com.
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