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Museum as an educational «praxis» environment, new thematic across cultural heritage and technology. A survey based on 31 elaborated projects for the developing of new museums and programs focused on Drama in Education

In our techno-biological era the socio-economical changes had a great impact on the aspect of education. We are in search of new ways, methods, subjects, and practices in connection with new environments and multi-dynamic places that interrelate culture with technology, where learning can be emerged. 

Nowadays museums turn to be educational places where learning process can be creative, productive and effective through interaction, based in real experiences for every age. 

This survey is a thematic study of 23 elaborated projects, proposed by the students of University of Thessaly (Greece), Department of Museum Education, concerning the developing of new museums and programs focusing on Drama in Education.   

The new patterns of economic, social and political status at the European Union demand new approaches and concrete techniques for multi-dimensional problem solving.

Educational policy changes dramatically, being in interaction with the new society. Educational systems follow the change and use the new technology as well psychology’s and pedagogy’s doctrines. Furthermore, learning is not gained only inside the classroom but over the whole environment. 

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).

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).  

Therefore, It became necessary a conscious fertile policy of cooperation between school and museum which will join education with civilization (Buffet, 1998).  

Nowadays, the school - museum interaction led to alternatives for creative learning through an experiential approach, based in the self-involvement of the student. 

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). 

This survey arose out of the teaching subject «Museum and Drama in Education» at the University of Thessaly in the frame of the four years course «Museum Education», which forms  Museum Educators. It is a thematic study of 31 elaborated projects, proposed by the students, concerning the creation of new museums and the planning of educational programs focused on Drama in Education. 

Every student designed the creation of a new museum, which didn’t exist in the area of the university. He found the idea, the subject of the museum, he made the architectural design forming the spaces inside and outside the museum, he defined the audio-visual aids and the material. Then as a second step, every student planned a project to be applied in relation with his museum. He defined the aims, the target group and the educational procedure of the project. In this paper we will present these two steps of the survey. The third step was the pilot application of the projects at a school or  a museum or the university with a group of participants, mainly children from schools of the area of Thessaly, which is on assessment now. .     

All the proposals had to promote  the collaboration between museum and school in a wide range of social interaction through the cultural context. According to Bruner (1996), culture provides us with the tool-kit for constructing not only our worlds but also our very conceptions of our selves and our potential. 

All the proposals of the students for the new museum and the equivalent project had to take under consideration the latest theories of psychology and pedagogy. Every project had to approach Gardner’s (1983, 1993) multiple intelligence theory, who set the conditions for research of the cooperation between museum and school. Their goals had to cover the linguistic, musical, body-kinesthetic, logical-mathematical, spatial, interpersonal, intrapersonal and natural intelligence. 

Every aspect of  Gardner’s intelligences would interrelated with other theories as Vygotsky’s (1962, 1978) «the zone of proximal development» and the concept of learning through peer relations (Damon, 1995) as well as the cooperative learning (Adams, 1990, Adger, 1995). 

By de Bono ( 1976) «lateral thinking» and «problem solving» theories, the students’ programs would focus on creativity and inventiveness. Glasser’s (1992) «theory of control» would help them to aim at an authentic learning, adjusting all the subjects to the basic needs of the child, as love, power, recognition, freedom, amusement and survival. The «Brain Based Learning and Teaching theory of Caine and Caine (1991), suggests that the man learns in a natural way with all his personality and physiology and from the day that he is born, he is looking for the significance of every single thing and its many potentialities. The affective aspect of education would be enforced by the Emotional Intelligence Theory of Goleman (1995).  

Education, Museum education and educational programs can be sustained by the «Four Pillars of Education», learning to know, learning to do, learning to be together, learning to be, which should complement each other and be interrelated in such a way that every person can get the most out of his own specific educational environment all through his life (UNESCO, 1996)    

The «Four Pillars of Education» were used  mainly as main aims at all the projects of the students. Moreover, in some projects it was done a first attempt to use the common characteristics that form the base of the pillars of pedagogy CASE (Cognitive Acceleration through Science Education), that is, concrete preparation, cognitive conflict, social construction, meta-cognition and bridging (Adey, Shayer, Yates, 1995) . 

Every (research) project for every new museum was based in an organizing plan (Wray, 1989) starting from  the «learning how to know» (Eggen & Kauchack, 1994).The process of their project to be done inside the museum would lean mostly in the physiognomy of the target group. They would define its cognitive, social level, age, needs, special characteristics and according to the school curriculum. Taking these into consideration, they would follow concrete steps using  mostly the participatory dialectic method: They would make clear the problem (theme), they would put aims and goals of the work, they would ask for solutions and suggest others ending to choose one or make a combination, the participants would evaluate the results, and the educators  the process and themselves. In this way they would enhance the meta-cognition in action (Kluwe 1982 as in Hacker, 1998) incorporating  the emotions, the stimuli, the will and the desire for achievement of the working group, what Sternberg (2000) calls Successful Intelligence. In his «Triarchic Theory of Human Intelligence» he suggests the analytical, creative and practical dimension of human mind (Sternberg, 1985). These three aspects had to be promoted by the projects, giving priority to the creative one.

The evaluation for every project included two dimensions: 

a. The evaluation of the project  by every participant as a part of the project  and 

b. the evaluation of the student-mediator who had conceived and organized the  project, concerning the participants, their participation, the fulfillment of the goals and his self-evaluation (Cohen, 1997). 

This project would be interdisciplinary, focusing on Drama. 

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. 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. This has to do with our personal nature and reveals our insight into ourselves and the world. 

Drama is linked with other art forms which embodies in its expression. Every dramatic process can be a multi-art expression. 

Today the term «drama in education» encompasses a wide variety of practices, The students were trained in most of them and  they included these in their project, according to their subject and aim.   
We will refer to the museums proposed by the students:
The Museum of Museums - a multi-museum

The building outside represents facades from different known museums of Greece. The participant can come in contact with the concept «museum», the development, the kinds, and the different subjects of it.
The Museum of University’s Students Experience

A building like a snail in four levels inside (student life, city of Volos, university material, meeting place) with place for exchanging and acting out the experiences of students. Outdoor there is place for playing «the fears and the hopes of the students», place for entertainment, games, sports and also an open theater. 
MUSEUMS FOR THE CITY OF VOLOS

The Museum of Volos, Our city’s museum for all. 

An old building there with seperated spaces for the city, the port, the trains, the industry, the social rights, the education, the art and civilization.

The Theatre Museum of Volos.

 Inside the old Municipal Theatre of Volos there is space for the history of theatre, the variety of drama expressions at the local dimension and a place for workshop. 

Our City , an Open Museum. 

The museum is in the open air, at the park where is a permanent exhibition of sculpture. There is a steam train for the participants inside which the program starts and also many open air places for working and playing around.

MUSEUMS FOR MYTHOLOGY - HISTORY

The museum of Tempi (area of Olympus) and Peneios river. 

There are indoor and outdoor spaces, exhibitions of the local mythology, around Olympus mountain where was the residence of gods, and the famous village of Ambelakia (the first cooperative village). 

The Museum of Farsala city (Mythology - History) 

There are indoor and outdoor spaces, exhibitions and material about Neptune, the god of the sea and the horses. Also the history of Alexander the great and outdoor area with horses for the training of children. 

The Museum of Mythological Heroes

There are indoor spaces for famous heroes of mythology  (Perseus, Hercules, Theseas, Jason, Ulyses). 
The museum of Greek Mythology

A round shaped museum that includes the heroes of mythology and virtual representations of the main myths.

The Museum of the Nymphs.

A museum located in the mountain about the nymphs, goddesses of nature, represented as young girls living in trees, streams, mountains and stones.

The Mycenean Time Museum 

There are Indoor spaces for everyday life, religion, customs, Argonautic expedition at Mycenean time.

ENVIRONMENTAL MUSEUMS
The museum of Lake Karla 
Τhe mythology and history of the lake karla (drained today) and the around places.  There is a building for the museum but mostly the activities are held at the open space where there is a representation of the old houses and also a technical  lake. The participants go around by boats. 

The museum of Natural Monuments of Greece 

A traveling museum from the one place of Greece to the other, that can adjust to the environment. All the exposures, made from ice cream, represent extremely nice natural places of Greece. 

MUSEUMS OF ART
The Museum of Music Sounds, a building in a guitar shape. 

The Opera Museum
The museum of Architecture and city planning.

The participants can explore different architecture styles, different constructing material and they can form their own city.

The museum of Painting 

A multi - coloured building with paintings mainly from local painters

INTERCULTURAL MUSEUMS 

Museum of N. Ionia 

Archaeological - cultural museum about the life of refugees from M. Asia, who live close to the city of Volos. This museum includes, except its main building, real houses of the area where refugees live today.  

The Museum of Taste 

A prototype shaped building, separated in continents, including costumes, music instruments and dishes, with the possibility of real cooking and tasting the foods.

The Museum of Traditional Shoes 

A shoe shaped building close to the workshop of a traditional shoemaker at a village (kastania Karditsas). Exhibition of shoes in combination with traditional costumes from all over Greece in combination with relevant Greek paintings.

The Museum of Treasures
A collection of treasures from different parts of the world in relation with countries and their art products.

The museum of Olympic Games 

A round building with mythology, history, athletes, games, art and representations of Olympic games held in different countries of the world
Olympia :The Stars Museum 

An open air museum working during the night (spring, summer and autumn), about astronomy, mathematics, music and Olympic games in Greece and other countries. 

MUSEUM WITH OBJECTS

The Doll Museum

A building like doll - house with a collection of dolls, puppets and shadows 

The Museum of Used Toys 

A collection of old toys and their history. Mainly the museum is formed day by day by the old toys, which the participants bring.  

The Museum of Hats from different periods and different uses
The Museums of Masks 

A building with theatre masks from the ancient Greece till today, from different countries, different uses, artistic and professional. 
The Museum of Fairy Tales, 

A multi-media museum with collection of objects that represents fairy tales and spaces with scenes (virtual reality) from  known fairy tales.

 MUSEUMS OF COMMUNICATION
The Museum of Advertisement 

A large museum, separated in chronological periods. The approach is socio-economic. There is a train inside full with advertisements

The Museum of Cards

The building at the shape of an open card. The cards are related with different stages of life, events and places.

MYSEUMS OF TIME AND WEATHER

The Museum of Four Seasons 

A prototype building that reminds of fairy tales in four big rooms that everyone represents one season with virtual reality. It is related with the mythology, the earth, the products and the habits.

The Museum of Weather Phenomena  

A prototype building that represents in different spaces the weather phenomena, and they way they are created. Also it includes representations of art and mythology. 

OUTCOMES

THE MUSEUM 

The students were very inventive concerning the construction and form of the building of the museums. There was a tendency for an impressive design that expressed the idea of the museum, supported the meaning and use of it. Furthermore, most of the designs were modern buildings and they had an outdoor area formed in a way that would permit the continuation of the projects there or the evaluation phase. All of them they had auxiliary rooms as coffee shops and shop-exhibition and facilities for person with special rights. 

The audiovisuals were plenty enough starting from interaction computers to touch screens, giant screens, flip panels, visual maps, videos, virtual reality etc. 

The thematic of every museum varied, emphasizing on mythology, history and objects museum. 

THE PROJECTS

The projects were elaborated with a balanced variety of activities that aimed at a wholistic development of the participants, fulfilling the Four Pillars of Education (Unesco, 1995). They were constructed in three steps:

a.  Communication between the museum educator and the teacher before the visit and provision of material, 

b.  The visit at the museum and the work on the main project and 

c.  The collaboration between the museum educator and the teacher after the visit, the completion of evaluation.

 Moreover the projects according their contents they covered all the dimensions of the multiple intelligence (Gardner, 1993) combining the cognitive aspect with the affective, emotional and social one ( Best, 1992,   Caine and Caine, 1991, Glasser, 1992, Vygotsky, 1962, 1978, Goleman, 1995).   

 The meta-cognition in action was not emphasized (Kluwe 1982, Hacker, 1998) except the phase of evaluation of the project that included the self-evaluation too (Cohen, 1997). 

Drama exercises and techniques covered a wide range. Most of the projects started with joining in (91%) exercises. It was a necessity because the participants and the educator didn’t know each other. The common process for most of them evolved by «brainstorming» (78%) or other Rodarian techniques in order to create stories (93%) out of a stimulus of the museum environment (poster, cards, objects, words) ending up with mime (87%) or acting a scene out of the story by a role playing (84%). A very common technique used by the majority of the students was the «still pictures» (93%), and additionally  «interviews» (75%) and «telephone calls» (51%) Also they used relatively often the «monologue of the group» (49%) and the «dialogue of the group» (47,5). On the contrary techniques used very rarely in the projects were «the machine» (12%), «the mantle of the expert» (9%), a quite difficult activity that takes a lot of time to develop,  the «metamorphosis» (9%), the «psychodrama»  (6%) and the«hot seating» (12%). This last technique, that helps in scaffolding, was replaced by other activities, that looked more familiar to the students. At the closing of the project many students used «rituals» (67,5%), a good choice for the cooperation of the group.  

Except the techniques many kinds of exercises were used, as «relaxation»(43%), «movement» (63%), and «sensorial» (49%) ones, while only a very small percentage used «breathing» (9%) exercises.

Generally, Drama interrelated to the whole project  with other art or scientific activities.

A very small percentage adopted «the teacher in role» (9%) as the students were not experienced practically and they expressed their inhibition for taking a role. 

The evaluation phase was held mostly by questionnaires and attractive ducational  booklets which the participants would fill in the museum or in their school. Also it was done by diaries (42%), newspapers (21%) created by the participants  or letters (17%).  To the majority of the projects the evaluation was done by two or three activities, mostly by discussion (77%) on a video taken during the time of work. Also many drama exercises and techniques were used for this such as, discussion (reflex, in relation with the video 91%),  still pictures (63%), interviews (49%), radio station (31%), telephone calls (29).
The third step of this survey was the implications of the programs which is on assessment now. 

Generally, reviewing the proposed museums and projects we can say that the students suggested interesting museums, places for creativity, exploration, cooperation, learning and thinking where experiences, emotions, feelings, senses and knowledge can be emerged. They also suggested attractive educational projects for every participant to observe, to think, to explore, to experiment, to create, to play,  to amuse, actually to gain an experiential learning using all his senses, his body, his soul, his mind. 
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