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INTRODUCTION TOOL #3

WHY IS THIS TOOL USEFUL FOR YOU AS A TEACHER?
If you want to improve the sense of place in an area with a historical waterline 
with secondary school students, you can use a creative, flexible, and effective 
tool - “Share our vision for the waterline with a playful tour”! 
“Share our vision for the waterline with a playful tour!” is intended to perform 
a deep participatory examination of the waterline, where the students get to 
collectively present their insights and desired vision for the development of the 
waterline through a digital tool.
This tool supports a student-led co-curation of content for a digital touring app, 
addressing both the local community and visitors as the end-user. 
By curating the self-guided tour the students experiment in collaborative her-
itage management. They also create a relationship with the community around 
the waterline that is addressed and benefiting from the app. 
With this manual you, as a teacher, can find guidelines on how to facilitate the 
students in curating the content for an engaging digital tour and how to trans-
form it into an app, using an existing open-source platform.

In this manual of “Share our vision for the waterline with a playful tour!” tool you 
will receive information, guidelines and resources on how:

•  to prepare yourself for the classroom workshop(s)
•  to prepare and facilitate your students for the development of the tool 

and app to test the tool and app with your students
•  to reflect with your students and by yourself on the tool and its develop-

ment process

In the manual you will find included templates that support the development of 
the “Share our vision for the waterline with a playful tour!” tool along with links 
for recommended applications and platforms.
The tool can be used as a third step of the process, following the first and the 
second tools of the HADriAN toolkit, where you perform the initial analysis of the 
waterline and then develop your common vision and priorities. This third tool 
allows you and your students to narrate and present the vision and priorities for 
the development of your waterline. 
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apps the class can use. In PLUGGY you can create your own PLUGGY Pins, 
PlugSonic Suite, PLUGGY3D or Games Hunter. To read more about the differ-
ent options, please visit: https://www.pluggy-project.eu/home/. We encour-
age the user of this tool to translate the collected content for PLUGGY Pins 
where you can create a tour. The students may use a complementary plat-
form /app as addition to the Tour application to reinforce the experience of 
the user. 

• The different outcomes are gathered on the website as exhibitions. Click on 
the link for examples exhibitions: https://pluggy.eu/

• Tutorial

If you prefer not to use words but moving images, you may use this PLUGGY 
tutorial to get an impression of the platform. See the tutorial here: https://www.
pluggy-project.eu/2019/10/07/pluggys-collaborative-game-app/ .
If you decide to use another program to create a game, you are free to do that, 
but do notify the HADriAN team and share the final game through a link. 

STEP 2 - IN THE CLASSROOM 

Step 2.1 Introduction of the tool and tour development 
Suggested duration: 10 minutes

The first step of your session in class should be to (re-)introduce the students to 
the scope of the project and the purpose of the “Share our vision for the water-
line with a playful tour!” tool. 
Afterwards, present the introduction that you have prepared on the PLUGGY 
tool, so that the students will already get a good idea of the potential that the 
tool is offering and how they can structure their ideas within the tool’s capaci-
ties.

Step 2.2 Map development
Suggested duration: 40 minutes

Place a big map of the waterline on the wall. 
Ask the students to take some time to look back at the “web” of maps that they 
have created during the sensory mapping of the waterline of Tool #1, while also 
checking again the vision and priorities that they have identified for the devel-
opment of their waterline in Tool #2.

For the development of this tool we are using PLUGGY as an example of the plat-
form that students can co-create their content and touring app. However, you 
are more than welcome to use any other platform or tool that you find fitting.

THE TOOL IN A NUTSHELL

 1. Prepare to present PLUGGY
 2. Introduce the tool and present PLUGGY in the class
 3. Select the waterline route and decide on the locations/pins of the 
route with the students
 4. Create the character with the students
 5. Create the narrative of the route with the students
 6. Create the route and upload content on PLUGGY with the students
 7. Test the tour with the students
 8. Evaluate, reflect and re-adjust the route with the students

STEP 1 - PREPARATION FOR THE TEACHER

Step 1.1 Prepare PLUGGY
Suggested duration: 30 minutes

For the creation of the touring app we recommend using the platform and app 
“PLUGGY: Plug into Cultural Heritage” and becoming part of the PLUGGY com-
munity. You can, of course, use other platforms as well, according to your needs.
Check the website of PLUGGY to see other developed games, part of the HADri-
AN program, by using the hashtag “#hadrian”. 
We recommend that you prepare a presentation for your students on PLUGGY.
The presentation should include the following details:
•  About PLUGGY: Find all information on the PLUGGY website: https://www.

pluggy-project.eu/
•  Explanation about the platform: There is a spread of options of different 

Suggested duration for the implementation of Tool 3:
 - STEP 1: Preparation for the teacher >> 30 minutes
 - STEP 2: In the classroom >> 7 hours
 - STEP 3: On the site >> 1 hour
 - STEP 4: In the classroom >> 20 minutes
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Then, the class decides together which locations of the waterline seem to be in-
teresting and important enough to include them as “pins”: the places of interest 
of the digital tour (you can also choose all of them or some of them).  

You may invite the students to follow the guidelines: 
 - Be creative;
 - Cooperate with their fellows; 
 - Listen actively; 
 - Be open to suggestions; 
 - Be respectful; 
 - Be self-motivated.

In order to favour the comprehension of the task, you could explain to the stu-
dents that the choice of the places may be based on the following elements: 
 - historical facts linked to a specific square, building, etc.; for in-
stance, they could pick a square in the city centre as a “pin” of the digital tour 
because the independence of the country was declared in that square (content 
from Tool #0);
 - personal experiences: the students might like to add a specific 
place that remained impressed in their mind, adding personal pictures as well 
(content from Tool #1);
 - priorities that they have set for the development of the waterline: 
e.g. a place that should be improved in a way that will lead to the desired vision 
for the waterline (content from Tool #2).
Keep in mind to also add a starting and an ending point for your route, while im-
agining the “grand finale” that you would like your tour to have as an experience 
(e.g. a very exciting location in terms of view and information or a place of great 
importance for the development of the waterline).

Materials you will need for this part:
 - one big map of the waterline (preferably printed on A1 or A0)
 - markers to point the “pins” on the map
 - post-it notes to write down notes (if needed)

Step 2.3 ‘Get into character’
Suggested duration: 60 minutes

A very important aspect of the tour, besides the pins and the information that is 
shared, is the guide and narrator of this content. At this point, the students need 
to create an imaginary character that guides the users from pin to pin of the 
waterline area selected at Step 2.2. This character (human or creature) commu-
nicates with the users from below the water.  
Guiding the users from pin to pin on the surface of the waterline serves a specific 
goal of the character. Defining that goal is the first step in an exciting process of 
character building. An exciting process that also creates a clear character-user 
relationship and interaction, which is helpful for the next step of narrative build-
ing. A process that finally ensures a strong experience for the user.  
Thinking of an imaginary character’s goal in guiding the user along the water-
line with the student-chosen material of Step 2.1, helps the students revisit and 
deepen their choices.

2.3.1. Create your character

The students work as a whole group with the help of a template and bring birth 
to one character. 
Ask them to build the imaginary character who guides the users from under the 
water, through collectively answering the questions of the template. The ques-
tions lead the students to define, at first, what this character personally wants to 
achieve or overcome, by doing this tour, and, then, what role do the users play in 
helping the character achieve this goal - simply by being guided. Imagine your 
character as a proper “tour guide” who gives clear directions to the user on how 
to move from one place to the next.   

Please keep in mind that at each “pin” the user:
 1. Receives information from the character about the waterline 
 2. Receives tasks of interaction with the space and/or the community 
(optional).
 3. Does not have the chance to reply or offer anything to the char-
acter through the digital device. The character leads a “tour” of the user not 
expecting that the user “responds” to him/her, at least not through the device.  
Any form of response outside the device (e.g. shaking hands to where the under-
water character is or singing a song etc.) are possible for students to consider, 
but knowing that this communication will not affect the storyline. 
The character that the students end up building may only work with specific 
types of users or styles of tour. What is important is that students create a char-
acter that will convey on their behalf the information they consider important 
about the waterline. 
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Let’s see an example of a character:
Cockroach: The character is a cockroach named Krondel that lives in-
side the waterline.  Its goal is to fit everywhere and live through the 
centuries, but is afraid of being exterminated as humans dislike it (ob-
stacle). So, it decides to visit places that are not easy for humans to 
approach, and shares its impressions and stories with them. This is an 
attempt to come to terms with them and challenge stereotypes re-
garding their species (connect to the surface world, relationship with 
the user). So, the cockroach asks the user to accompany it to a surface 
tour, as it shares with him/her secret stories of the underground world, 
the past or the community (relationship with the user). By the end of 
this tour, we hope that the cockroach and the user will have become 
friends!

Character Template: https://bit.ly/3Dxft1Q 

2.3.2. Testing of the characters

After the students complete their template, ask them to test the “character” 
they have built through “role-playing”: one person becomes the user and the 
other person becomes the “character”. The character communicates to the user 
some of the interesting stories from Step 2.2. Does it work well? This role playing 
is indicative and should not take more than 10 mins. 

Step 2.4 Create your narrative 
Suggested duration: 90 minutes

Having collected all the important basic ingredients (1. final route, 2. final char-
acter and 3. the “finale” of the tour) the class is now ready to start creating the 
content of the playful tour with specific directions. 

2.4.1. Split the route

Divide the route into sections and assign them to groups.  These groups remain 
the same for the following steps. 
Each group will draw a line of their route section on the hanging map starting to 
imagine how they would like to build the digital tour.  

2.4.2 Identify the content for the narrative for each “pin” 
The students start working on the narrative and content for each of their pins. 

While building their narrative for each “pin”, the groups must follow two steps: 
 1. Identify the interesting stories related to the waterline on each 
“pin” and see what fits best as information that the character would give to the 
user. 
Which of the interesting stories would the character want to share with the users 
in order to accomplish his/her/its goal? 
 2. Create a first draft of the actual text of the character towards the 
user for the “pins”.  The text should not exceed 200 words. It should convey as 
much from the interesting stories as possible, without expecting that the user al-
ready knows about it, prior to this experience. However, the content for e.g “pin 
no 2” of the waterline can’t be created independently of the one for “pin no 1”. 
In other words, students can assume if they wish, that people will visit each “pin” 
as part of a route and not randomly. The text should be written as if the character 
would speak to the user.

2.4.3 Presenting ideas

When the groups are complete with the drafts of their narratives, invite them to 
present the content of each “pin” to the rest of the class. It is the first presenta-
tion at which the class receives an overview of what the user will be experienc-
ing through the touring app.  
When the presentation ends, there is a class discussion about the outcome and 
all necessary changes are agreed. 
The fact that different sections will most probably have a different style or a 
different approach to the character and how he/she/it speaks is not necessarily 
a problem, unless it is to the point that confuses the user. This is supposed to 
be an experience that was collectively created by different groups. There is no 
inherent need to normalize all students’ creativity to a unified style. 

2.4.4 Final Draft (homework) 
A final draft that takes into account all changes agreed in class is created. This 
can happen as a homework exercise organized by the teacher. This final draft is 
presented to the whole class prior to inserting it in the platform.

Step 2.5 Content development for app
Suggested duration: 90 minutes

2.5.1 Start editing the text content for the complete tour
The groups further develop their content per “pin”, as they will be uploaded on 
the PLUGGY platform. 
A couple of guidelines should be set before everybody starts working on their 
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content. For example, agree on what the tone of the narration will be (formal/
informal, 1st person/3rd person, etc.). Think of the target group and choose the 
best fitted tone of voice. 
You, as the teacher, are responsible for the final editing to make sure the quality 
of the text is sufficient enough to have it ready for upload. It’s important to make 
sure that all texts have the same tone of voice, don’t have any grammar and 
spelling flaws and are clear enough for the user of the tour.

2.5.2 Collect additional material that strengthens the text content

The content should not only consist of the text, but should be supplemented 
with and find or create additional materials like photos, sounds, audio, video, 
text, etc. The students have to make sure to collect additional materials by look-
ing for them online or offline (and then digitize them) or create content them-
selves. 
You can find the right material through the sources you’ve used for the desk and 
field research. Hereby a list of some examples:
 - Old pictures (from city, regional or national archives, online blogs, 
personal pictures from residents from the community, etc.)
 - Drawings, illustrations or doodles that strengthen the story. 
 - Old city maps
 - Newspaper clips
 - Old audio recordings (from city, regional or national archives, on-
line blogs, personal recordings from residents from the community, etc.)
 - Audio recordings, collected by students during a field research. 
Recordings of voices (as interview or preformance), background sounds (like 
running water, sound of nature or animals, sound of footsteps, sounds of people 
talking in the distance, songs, etc.)
Note that all materials are permitted for commercial use, the owner of the source 
has granted official permission and you make sure to mention the source in the 
tour.

Step 2.6 Tour design
Suggested duration: 120 minutes
Now it’s time to upload all this content into PLUGGY. This is one day of work on 
its own. You can decide whether you want to upload the content on your own 
on the platform, or if you would like to facilitate the students to do it in the class-
room.
To upload the content on the PLUGGY platform it is necessary to create a user 
account first. 
 

After creating your account and logging in, from the home screen you can navi-
gate to My Exhibitions on the left panel, then choose New Exhibition, and choose 
the type of exhibition you want to create. 
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Then you choose the tour title, add a short description in the text boxes, select 
a cover image and a location of the exhibition. 
After adding the cover image you need to choose if the image is your own or 
from another author, in which case you need to provide copyright information 
including a URL and a name of the author in the text boxes. Then click Next. 
 

On the exhibition home screen you can choose to add different elements of the 
exhibition, either pins, 3D assets or other, add item title, item description, loca-
tion and tour item image and save it. 
 
 

You can repeat this procedure and add as many elements as is needed.
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STEP 3 - TEST THE TOUR
Step 3.1 Test App on the Waterline
Suggested duration: 60 minutes

You have reached the final step of this tool development, the testing! 
Now is the time to go out with the students and try the application while ex-
ploring the waterline. Prompt the students to get into the end-user’s shoes and 
observe how it feels like to experience the waterline through the app that they 
have designed. Some questions to keep in mind while testing the tool can be:
•  Does the narrative of the tour come through as it was initially planned?
•  Is it user-friendly?
•  Does the user learn something new through this tour?
•  Is it fun to use?

STEP 4 - FINE TUNING
Step 4.1 Final round of reflection and feedback
Suggested duration: 20 minutes

The students gather back in the class. 
You ask them to form a circle and discuss the feedback gathered. The phase of 
discussion is crucial since it allows to detect flaws that need to be amended as 
well as reflect on possible improvements on the digital tour. While the students 
reflect and brainstorm, you may write the most significant words on the black-
board in order to summarise their ideas.

Step 4.2 Fine-tune the content and app

After this reflection phase, you can recap together with the students. Then, the 

most significant and accurate improvements are inserted in the digital tour. A 
new test of the digital tour is strongly suggested. 
This entire section can be repeated as many times as you and the students want, 
however, it is recommended not to prolong this phase to more than two repe-
titions. 

USEFUL DOWNLOADS 
- Character template: https://bit.ly/3Dxft1Q
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