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Creative - Dynamic pedagogy is in search of new dimensions for the discovering, gaining and acquiring of knowledge through the understanding of personal identity in interaction with cultural diversity. ICT offers new opportunities not only for new kinds of artwork (Lunenfeld, 2000) but in every educational curriculum design and change which will empower personal ownership of the process (Davies & Worrall, 2003).

According to Paizis (Paizis, 2003) in  the technologically advanced societies of lonely people, there is an urgent call for an education that will be based on communication, on a sense of social awareness and solidarity, promoting human values. In this respect, social harmony, non exclusion, respect of the other, assistance to the unprivileged can very much be the result of aesthetic cultivation. 

Neothemi (The new Network of Thematic Museums and Institutes), under the coordination of Claudia Saccone, a European collaborative project of thirteen partners, chose the museum as a place for applying ICT in teaching, art pedagogy and teacher education (Saccone, 2003).

Nowadays museums turned to be creative places that produce civilization and education. By the use of the new technology they consist stimulating centers  which offer a scientific based learning environment, providing elements of the past and  present of the human experience, combining art and science. Being attractive and offering practical ways for exploration, they invite the participation of the child and the adults (Zafeirakou, 2000).Thus, they become active experiential centers for lifelong learning (Lengrand, 1970).  

On the other hand school is not promoting only the cognitive aspect but the affective as well. It produces not only knowledge but competencies, trends, feelings, and behaviour.  (Gotovos. Mavrogiorgos, Papakonstantinou, 1992).

A new necessity evolved that imposed the interaction of the school with the environment and all its factors and sources.   The school - museum interaction led to alternatives for creative learning through an experiential approach, based in the self-involvement of the pupils (Alkistis, 2004). Therefore, It became necessary a conscious fertile policy of cooperation between school and museum which will join education with civilization and ICT (Buffet, 1998).

The museum educational practice and research can help actively in forming an educational thought and philosophy by the collaboration of all the factors that get involved in the educational process and also gives the possibility of the elaboration of alternative teaching methods (Nakou, 2001, p. 220). 

Museum in the society of today can sustain education to develop ways of learning so that children get tools to participate, communicate, and reflect on their environment so that they can have the ability and courage to live and enjoy their life truly in modern society and in a rapidly changing world but also respecting their own and other nations’ cultures and cultural heritage (Karppinen, 2002).

Many theoreticians have underlined the value of the arts in education as a means of providing an important avenue for the development and creation of meaning for young children, in order to know and understand themselves and their worlds (Smith 1982, Wright, 1991). This concept applies to all art forms because symbol systems are integral to the arts (Wright, 1991). As Gardner (1982) outlines, through art children are involved in the manipulation and understanding of objects, sounds, patterns, colors, forms, shapes, all of which have the potential to refer to, exemplify, or express some aspect of the world. Through arts children can express themselves, can refer to their life experience (Wright, 1991) but also can create - gain new experiences (Alkistis, 2000). Undoubted high quality experiences can be gained in a museum environment with the combination of technology, culture, history, and art.      

Art and mainly drama, other than the aesthetic and affective domain, is promoting the other domains too (cognitive, social, language, psycho-motor), intensely influenced by one another. The aim of art is the fulfillment of knowledge, skills and creativity in a child’s development. Many researchers have come to the conclusion that the cognitive domain is strongly connected with the affective, aesthetic, psycho-motor domain and with language. (Best 1992). Also Jerome Bruner (1962) and Arnaud Reid (1986) mentioned the aesthetic knowledge based on sensorial experiences which is related with the personal nature and reveals the insight into «self» and the world.

According to recent researches Drama is an alternative experiential learning method and a potentially holistic approach (Alkistis, 2000). We can define as Drama in Education any activity which involves human beings in projecting themselves into an imaginary situation and using their voices and bodies to act out the characters and events they have imagined, (McClintock 1984). According to Neil Kitson (1997), the value of drama can be seen in its therapeutic, diagnostic and cognitive developmental functions. Drama as the means for the socio-cultural animation, (a pedagogical approach of Abbe, 1994) enhances pupils’ development of their own individual way to interpret culture, values and objects, and to find their existential values in this society and environment, also in a historical perspective (Karppinen, 2002). Its impact expands beyond the functions of thinking, feeling, intuition and sensing to the four modes of functioning as Heron (1992) defines: 

Affective - embracing feelings and emotions

Imaginal - comprising intuition and imagery

Conceptual - including reflection and discrimination 

Practical - involving intention and action 
The main offer of Drama concerning its use in museum educational programs is that it consists an experiential learning model based in co - operativeness. Extensive researches showed that the implementing of co-operative learning (positive interdependence, face to face promoting interaction, individual accountability, social collaborative skills, group processing , Johnson & Smith, 1991) results in higher achievement and greater productivity, more caring interpersonal relationships, and greater psychological health, social competence and self-esteem (Johnson & Johnson, 1989, Shopov, 1996). 

The experiential learning model aims at the development of children’s process skills and at the acquisition of knowledge, mostly in the form of facts but also including concepts and generalizations (Sunal, 1990). It’s a process whereby knowledge is created  through the transformation of experience (Kolb, 1984). This model enables children to have first hand, sensory experiences with the social studies during which they can practice their process skills (Renner, Abraham & Birnie, 1988). They develop human sensitiveness and self-consciousness, social communication and interaction. They promote the person to person relations (Kurki, 2000). The teacher (the museum mediator) introduces aspects of the social sphere into the classroom (museum) and the learning process is enhanced through the children’s interaction with this information (Gross, 1985). 

The three major characteristics of this model are: 

a.  primary emphasis on process goals, 

b.  the importance of concrete and manipulative sensory experiences 

c.  the absence of any specific content objective (Sunal, 1990, Ginsburg & Opper, 1980).

This survey is a part of a research by the title «Museum and Drama in Education» held by the University of Thessaly from the Department «Museum Education». It is a study concerning the evaluation of appropriate techniques of Drama in Education in 31 elaborated educational programs applied in archaeological - history museums (11 programs), museums of art (10 programs, painting, sculpture) and museum of physics (10 programs), made by 31 students working with totally 636 pupils of 10-12 years old attending the state primary school.

 The scope of this survey was to find out which drama techniques were appropriate to each kind of museums in order to fulfill the aims of the programs which were cognitive, social, affective,  and aesthetic. 

Methodologically were used the diaries of the students attending the programs, their observation sheets, their evaluative discussion in groups  and the semi-structured interviews taken by the pupils after their participation at the program.  

Pilot study. The students collected and studied the museum educational programs running in 31 Greek Museums in order to identify the techniques of drama that were used. The highly applied exercises and techniques were  (the width, depth and duration): Joining in exercises (75%), role playing (49%), story telling (48%),  relaxation exercises (45%), collaboration exercises (43%), mime (35%), drama scenes (32%), movement exercises (28%), discussions - reflex (27%), imagination exercises (19%), language games (17%), dialogues (13%) and sensory exercises (12%). 

The students’ investigation in Internet followed, in which they identified 93 museums all over the world (57% American, 19% British) which applied Drama exercises and techniques in a wider range as: Joining in exercises (87%), role playing (61%),  collaboration exercises (53%), relaxation exercises (25%),  movement exercises (24%), simulation exercises (27%), frozen pictures (35%), living pictures (24%), story telling (18%), brainstorming (17%), forum theatre (16%), improvisation (13%), hot seating (12%), thought tracking (10%), mantle of the expert (9%). 

Project

Level 1. Taking under consideration the results of the pilot study, three exemplary micro - teaching were evolved by the researcher and the students, one for each kind of museum, including chosen kinds of drama exercises and techniques.    

Level 2.  The students separated in three groups (two groups of ten members and one of eleven members) each group equivalent for each kind of museum. Under the researcher’s guidance everybody elaborated his own interdisciplinary educational museum program focused in Drama in Education.

Different exercises and techniques were freely chosen by every student for the planing of his program according to the museum and the synthesis of his program, which he had to justify. This was done because a process like drama we believe that has not only to cultivate the responsibility, but also to unveil the creativity of the teacher- student.

Level 3. The students of the first group applied their programs one by one in the Archaeological  Museum. All the students were present and kept a diary of the whole process for each of the eleven different programs. For each applied program they had to fulfill a paper of observation in children’s reactions concerning the cognitive, social, affective and aesthetic domain. Following the same process the second group applied its programs at the Art Museum and the third group at the Museum of Physics.      

Level 4. After the  programs’ application, at the first meeting - a preparatory one- for the evaluation, the students classified every program’s activities in relation to cognitive, social, affective and aesthetic dimension, following the constructivistic classification proposed by Seppo Tella and Marja Mononen - Aaltonen (1996). The evaluation of the records, diaries and observation sheets, were hold by discussions in three meetings in which all the students participated. Totally it was crossed with the results of the primary pupils’ semi - structured interviews. 

Findings

1.  At the archaelogical museum. Using the time machine (79%) the children could immediately undertake roles from persons of the ancient time and  by brainstorming (64%) they could express their thoughts, knowledge, experiences and preoccupation. The joining exercises (85%) gave them the opportunity to present themselves in a role or not, and feel more friendly at the new environment. The space exercises (75%) were mostly combined with the museum exploration, the observation of the objects in order to identify similarities and differences, the use of audiovisuals, the reading the labels in order to enrich their information and the formation of an imagined scenery for playing (atmosphere). The imagination exercises (55%)  were used as a first material for the formation of a short story or for a problem solving, as well as the hot seating (42%) for the developing of a role. These activities offered a various stimulus for proposals, negotiation, critical thinking, creativity, language awareness and collaboration. The frozen pictures (38%) or the living pictures (35%)  were used before the dramatic playing (52%) of a story created by the pupils, or some times after it. They promoted children’s concentration, collaboration, problem solving, expression of feelings, coordination and the joy of a co - successful result - experience.

2.  At the Art Museum. The joining exercises (80%) made the pupils familiarize with the students and the environment. Space exercises (20%), concentration exercises (26%) and sensory exercises (35%) gave the opportunity to the children to be aware of the paintings and observe common or different elements, techniques and themes. Imagination exercises (33%), language exercises (45%), frozen (30%) or living pictures (30%), and role playing (30%) promoted pair work and group work, ending in representation relatively with the paintings, the painters, the themes and the concepts of the museum. Also they used technology museum’s equipment in combination with dramatic playing (60%), story telling (20%) and improvisation (20%). 

3.  At the Museum of Physics. Joining exercises (80%), using a material or an object from the museum, promoted pupils’ familiarization with the environment and its atmosphere. For physic’s concepts, notions and laws were used brainstorming (90%), movement exercises (65%), sensory exercises (75%), collaboration exercises(88%), simulation exercises (40%), problem solving (45%), machines (30%). The moral and social aspects of the evolution of physics and its impact in human life and society as well as the life of inventors -  physicians, according to museums stimuli and exhibition, were elaborated by role playing (78%), discussions (92%), frozen pictures (30%) and living pictures (40%).   

 All the programs held their first evaluation with pupils by interviews or telephone conversations  or group monologue or thought tracking. 

(Many exercises and techniques were partially made, were not finished or had very short duration as the students being inexperienced didn’t give the right time to complete).
Conclusions

Drama gave the opportunity to the pupils to express their feelings, to refer to their life experiences (Wright, 1991) and build new ones (Alkistis, 2000), exploring the information given in a museum environment. Self esteem was enhanced through the outcomes of their collaborative work and the pupils managed to have a better understanding of themselves and their worlds (Smith 1982, Wright, 1991). 

Drama enhanced the prospects of socio-cultural animation (Abbe, 1994) because it promoted pupils’ way to interpret  their culture, values, objects and environment in a historical perspective (Karppinen, 2002). Drama enriched their thinking interactively with feeling and sensing, creating experiences of affective, conceptual and social dimension (Heron 1992), bounding  imaginary, symbolic and real. Through Drama process knowledge was created  through the transformation of experience (Kolb, 1984).

They unified their experiences and emotions in interaction with other peers with their manipulation and understanding of objects, sounds, patterns, colors, forms, shapes, (Gardner, 1982) They elaborated their symbols and they created new ones (Wright, 1991). The information given in museum and mainly by technology was personalized through the collaborative drama work. The evaluation showed that through drama by the positive interdependence, the face to face promoting interaction, the individual accountability, the social collaborative skills and the group processing (Johnson & Smith, 1991), the pupils reached a higher achievement and greater productivity, more caring interpersonal relationships, social competence and self-esteem (Johnson & Johnson, 1989, Shopov, 1996). 

Concerning the exercises and the techniques: 

The exercises and techniques that were applied differentiated in  each of the three kinds of museums. Nevertheless they were some exercises and techniques that were applied in all of them as  the joining exercises in a high rate, while the frozen and the living pictures at a low rate.

Sensory exercises, concentration exercises, story telling and improvisation were at the minimum rate and only in the Art museum, while movement exercises, problem solving, simulation and machines were in a middle rate and only at the museum of Physics. At the most programs of the archaeological museum was used the time machine, while the hot seating was used to many of them and only in this museum. All the programs gave opportunities for enacting small stories by dramatic playing or role playing, but only the programs at the museum of Physics used discussion and collaboration exercises in a high rate. The brain storming was used in a high rate at the Archaeological museum and at the museum of Physics, while imagination and space exercises were used in many programs at the Archaeological and Art museum. 

Our main conclusion is that the museum of  Physics, in contrast of the other museums, demanded a focus to certain exercises and techniques as collaboration exercises, sensory exercises, movement exercises, simulation, machines, problem solving and above all discussion, brainstorming and role playing. At the art museum dramatic playing can be combined with language exercises, story telling, improvisation and concentration exercises. At the Archaeological museum dramatic play can be joined with time machine, space exercises, brainstorming and imagination exercises.     

The favorites of the children at the Archaeological museum were the time machine, the joining exercises and the dramatic playing, at the Art museum the joining exercises, the role playing and the frozen pictures, at the museum of Physics the role playing, the movement exercises and the machines. 

For the cognitive aspect the most appropriate exercises and techniques were the brainstorming, the discussion and the role playing, for the social - affective aspect the joining exercises, the collaboration exercises, the machines and the dramatic play, for a wholistic approach the frozen pictures and the dramatic play. 
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