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PROFILE 01

ENTHUSIASTIC

GEEKS

Their enthusiasm for new technologies translates into
an openness to test new solutions. They believe that
learning history is important, but they expect to learn
it out of the box. Enthusiastic Geeks comprise 13.5%
of the research sample.’

When asked about five new technologies, they knew
more than half of them on average; they received the
highest score among the groups.

9. The Internet survey (CAWI), commissioned by infuture.institute, of members
of Generation Z and Millennials, n=855, Ariadna online panel, March 2022.

Enthusiastic Geeks may be very interested in solutions
that respond to their need for the immersive expe-
rience of history and the use of new technologies for
this purpose. For this group, the proposed solutions
are not only an element of entertainment but also a
source of reliable knowledge and an opportunity to
deepen interesting historical themes. Therefore, this
is the group which will be most interested in the Story
Time Machine trail (more on page 96).
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Diagram 9
Network mapping: Enthusiastic Geeks

Source: Developed by infuture.institute, April 2022. 77



PROFILE 1 — ENTHUSIASTIC GEEKS

HOW OLD ARE THEY? VILLENIALS GENERATION Z
59% 41%

More than half (59%) of Enthusiastic Geeks are
Millennials. Therefore, it is the oldest group of all.

WHAT GENDER ARE THEY?

Diagram 11
The majority of this profile are women (53%). However, WOMAN MEN
this group still has the highest number of men compared 539 4L7%
to the other two profiles.

Diagram 12
WHERE DO THEY LIVE?

VILLAGE 29%
They most often live in large cities (37%). Every fourth one SMALL TOWN 14%
of them lives in the countryside and the rest in small and
medium-sized towns. MEDIUM-SIZED TOWN 21%
LARGE CITY 37%
Diagram 13

HOW ”\/IPORTANT |S LEARNING HISTORY LEARNING HISTORY IS
HlSTORY ”\I TH ElR LlVES? IS SIGNIFICANT INSIGNIFICANT

90% 10%

They consider learning history significant (90% of indi-
cations), enabling them to understand current political,
economic and social events (94% of indications). Others' Diagram 14
stories inspire them (89% of responses). They are more
interested than the other two profiles in the history of

TAKING AN INTEREST TAKING NO INTEREST

their country and their family (84%). IN THEIR FAMILY IN THEIR
HISTORY FAMILY HISTORY
84% 16%

Source: (Figure 11-15): The Internet survey (CAWI), commissioned by infuture.institute, of a group of members of Generation Z and Millennials, n=115, Ariadna online
panel, March 2022. it was based on the following questions: ‘How old are you?; ‘What gender are you?' ‘What is the size of the town you live in?; ‘Do you think learning
contemporary history is important?, ‘Are you interested in your family history?; ‘How much do you agree with the following statement? “People’s life stories are a real
inspiration to me" ! ‘How much do you agree with the following statement? “Learning history helps me better understand current social, economic, and political events™
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IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS

HOW DO THEY LOOK FOR
INFORMATION WHILE LEARNING?

The majority of all people in the profiles (91%) look for
information on the Internet while learning. They buy
books (66%) and guides (43%) more often than other
groups.

Diagram 15
Ways of searching for information while learning (Top 5)

| look for information
on the Internet

91%

| watch videos

on the Internet 84%

| watch

movies — o7
| buy ,
books KU

| ask friends, Y

farmily — a7

Source: The online survey (CAWI), commissioned by infuture.institute, of a group of members of Generation Z and Millennials, n=115, Ariadna online panel, March 2022. It was
based on the multiple-choice question, "How do you look for information while learning? The results show the five answers given most frequently.
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PROFILE 1 — ENTHUSIASTIC GEEKS

HOW DO THEY LEARN HISTORY TODAY?

Their learning history is multi-channelled. They follow an
immersive education approach: when learning history,
they use multiple analogue and digital sources. They
frequently turn to documentaries (62%) and books (53%).
Social networking sites are their third choice (34%).

Diagram 16

I 62%

I 34%

Xy

K}

I 12

I 8%

I 8%

I 10%

I 7

W 3%

Compared to Discouraged Observers, they are more likely
to find browsing social media content, watching exhibitions,
listening to podcasts or playing games to be attractive
ways to learn history.

Watching documentaries
or feature films

Viewing educational content

on social networking sites
(YouTube, Facebook, Instagram, TikTok)

Reading books, historical
novels, magazines

Talking to witnesses
of history, family members

Learning from
teachers

Visiting
exhibitions

Listening
to podcasts

Listening
to audiobooks

Playing multimedia
history games

| have never studied
contemporary history

Source: The online survey (CAWI), commissioned by infuture.institute, of members of Generation Z and Millennials, n=115, Ariadna online panel, March 2022.
It was based on the multiple-choice question, ‘'How do you usually learn contemporary history? Tick up to 3 ways!
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HOW WOULD THEY LIKE TO LE- Gamification implies the use of
ARN HISTORY IN THE FUTURE? engagement-building mecha-

They are the most open of all to non-standard educational nisms, known from games, In

solutions. Compared to the other profiles, they are most other areas of life (e.g., education
willing to test solutions based on gamification, analogue,

multi-sensory experience and immersive engagement or WOFk).
through technology. Of these four, a VR solution is the
most interesting to them. 89% indicate that this way of
learning is exciting, and 83% declare that they would like
to learn history in this way."

‘Nowadays, learning history is more ac-
cessible because of access to the Inter-
net. We must verify the sources of this
knowledge, but it is more straightforward,
as it can come to us quickly compared to
the 1990s when there was no Internet,
and we could rely on books, teachers and
other people! ™

" It is worth knowing the history of Poland
~and the world. We should learn facts
 Wwhich took place even several hundred

 years before. It is for our development
~and the memory of people who died, eg,

~during uprisings or wars. There is no better
 life lesson than a valuable history lesson.™

WHAT IS THEIR
ATTITUDE TO IPN?

67% of them know what the abbreviation IPN stands for. 1
When asked about their associations with IPN, they are
more likely than other groups to give positive associations."

10. The online survey (CAWI), commissioned by infuture.institute, of m
of Generation Z and Millennials, n=115, Ariadna online panel, March 2
It was based on the questions, ‘Do you find it interesting to learn cohte
history in this way?’ and "Would you like to learn history in this

11. The Internet survey (CAWI), commissioned by infuture.in
of members of Generation Z and Millennials, n=115, Ariad
March 2022. It was based on the question, ‘Do you know
tion IPN stands for?’ and the open question, ‘What do yo

12. A quote in answer to a question onthe open-ended o
commissioned by infuture.institute, of a group of memb
Millennials, n=855, Ariadna online panel, March 2022.



PROFILE 02

CONSCIOUS
RAGMATISTS

Conscious Pragmatists are people for whom history is

important because it helps them understand the world

around them. They are positive about non-standard learn-
ing methods, but are not up to date with all technologies.
They value easy access to information and a pragmatic
approach to learning. 35% of all respondents are Conscious

Pragmatists.”

13. The Internet survey (CAWI), commissioned by infuture.institute, of mem-
bers of Generation Z and Millennials, n=855, Ariadna online panel, March 2022.

They are on average slightly less than half familiar with
technology.

Conscious Pragmatists are the group who will be most
interested in the Sensory Key track (more on page 98).
This is a pathway in which the senses become an import-
ant tool for learning history and understanding current
events, which is particularly important for this group.
Multi-sensory experiences may be the key to engaging
this group more in education through the link between
tastes, smells, experiences and memory and emotions.



Diagram 17 IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS
Network Mapping: Conscious Pragmatists

Source: Developed by infuture.institute, April 2022. 83



PROFILE 2 — CONSCIOUS PRAGMATISTS

Diagram 18
)

HOW OLD ARE THEY MILLENIALS GENERATION Z
Half (51%) of this group are Millennials aged 25-39, ST% 49%
and half are Generation Z members.

Diagram 19
WHAT GENDER ARE THEY? WOMAN MEN

% %

Two-thirds (66%) of Conscious Pragmatists are women. o >

Diagram 20
WHERE DO THEY LIVE? VILLAGE 3T

SMALL TOWN 19%
Conscious Pragmatics are mainly inhabitants of large
cities (32%) and rural areas (31%). MEDIUM-SIZED TOWN 17%
LARGE CITY 32%
Diagram 21

HOW IMPORTANT IS
HISTORY IN THEIR LIVES? SSGUFCANT | INSIGNIFICANT

87% 13%

Learning history is important to them (87%). They see

history as a tool to understand current events (88%).

Most are interested in their family history (78%). However, Diagram 22

a third (32%) agree with the statement that learning

history is boring. TAKING AN INTEREST TAKING NO INTEREST
IN THEIR FAMILY IN THEIR FAMILY
HISTORY HISTORY
78% 22%

Source: The online survey (CAWI), commissioned by infuture.institute, of a group of members of Generation Z and Millennials, n=300, Ariadna online panel, March 2022.
It was based on the following questions: ‘How old are you?; ‘What gender are you?; ‘What is the size of the town you live in?; ‘Do you think learning contemporary histo-
ry is important?; ‘Are you interested in your family history?; "How much do you agree with the following statement? “Learning history is boring" "How much do you agree
with the following statement? “Learning history helps me better understand current social, economic and political events"
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IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS

HOW DO THEY LOOK FOR
INFORMATION WHILE LEARNING?

They look for information mainly on the Internet (81%)
and watch videos (70%) and films (57%).

Diagram 23
Ways of searching for information while learning (Top 5)

| look for information

on the Internet 81%

| watch videos

on the Internet 70%

| watch

movies 57%

| buy

books 46%

| ask friends,

family 37%

Source: The online survey (CAWI), commissioned by infuture.institute, of a group of members of Generation Z and Millennials, n=300, Ariadna online panel, March 2022. It was
based on the multiple-choice question, ‘How do you look for information while learning?’ The results show the five answers given most frequently.
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PROFILE 2 — CONSCIOUS PRAGMATISTS

HOW DO THEY LEARN HISTORY TODAY?

Half (50%) learn history by watching documentaries or
feature films. One third (31%) of Conscious Pragmatists
read books. Compared to other groups, they are more

Diagram 24
50%
42%
31%
23%
18%
15%

18%
7%
7%

10%

likely to view educational content on social media (42%).
They declare the need for easy access to information and
for it to be presented in an understandable way.

Watching
documentaries
and/or feature films

Viewing educational content

on social networking sites
(YouTube, Facebook, Instagram, TikTok)

Reading books,
historical novels, magazines

Talking to witnesses of history,
family members

Learning from
teachers

Visiting
exhibitions

Listening
to podcasts

Listening
to audiobooks

Playing multimedia
history games

| have never studied
contemporary history

Source: The online survey (CAWI), commissioned by infuture.institute, of members of Generation Z and Millennials, n=300, Ariadna online panel, March 2022. It was
based on the multiple-choice question, "How do you usually learn contemporary history? Tick up to 3 ways!
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HOW WOULD THEY LIKE
TO LEARN HISTORY IN
THE FUTURE?

They are open to both analogue and digital solutions. They

find it most attractive to watch videos (49%), view ed-
ucational content on social networks (44%) and talk to

witnesses of history (36%). An exciting way for them to

learn history would be to introduce VR experiences; 77%

of Conscious Pragmatists would like to learn history in

this way. Similarly, they evaluate narrative video games as

attractive to 80% of the members of the group, and 76%

would like to teach history in this way.™

‘Remembering our history is funda-
mental for building awareness. Lear-
- ning historical facts allows us to draw

- conclusions, learn from our mistakes
L ;and better understand the rea//ty aro-

WHAT IS THEIR
ATTITUDE TO IPN?

Half (53%) of Conscious Pragmatics know what the ab-
breviation IPN stands for. 48% have positive and 47% have
neutral associations with IPN."

14. The Internet survey (CAWI), commissioned by infuture.institute, of mem-
bers of Generation Z and Millennials, n=300, Ariadna online panel, March 2022.
Itis based on the multiple choice question, "Which of the ways of learning
contemporary history are attractive to you?' and closed questions, ‘Do you find
it interesting to learn contemporary history in this way?’ and "Would you like to
learn history in this way?’

15. The quote from an open-ended question of an online survey (CAWI), com-
missioned by infuture.institute, of members of Generation Z and Millennials,
n=300, Ariadna online panel, March 2022.

16. The CAWI survey of Generation Z and Millennials commissioned by infuture.
institute, n=855, Ariadna online panel, March 2022. It was based on the
question, ‘Do you know what the abbreviation IPN stands for?’ and the open
question, 'What do you associate IPN with?'

IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS
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PROFILE 03

DISCOURAGED

OBSERVERS

Although Discouraged Observers admit that learning
history is significant, they find it boring more often than
other groups (37%). They are also unaware of tools that
would make their learning more attractive. They represent
half (51.5%) of the total research sample.”

The group possess the slightest knowledge of new tech-
nologies and innovative learning methods. On average,
they know only a third of new technologies.

17. The Internet survey (CAWI), commissioned by infuture.institute, of mem-
bers of Generation Z and Millennials, n=855, Ariadna online panel, March 2022.

Discouraged Observers are the most challenging group
to convince to learn history. Therefore, it is worth using
tips and inspiration from the Figure Framing educational
pathways (see page101) in creating educational solutions
and tools for this group. It is a path which assumes ed-
ucation based on elements of informal education (e.g.,
interviews with witnesses of history or impersonation of
specific characters). Such a personal perspective and the
involvement of emotions build an understanding of history
on a deeper level than poorly understood facts and figures.



IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS

Diagram 25
Network Mapping: Discouraged Observers

89

Source: Developed by infuture.institute, April 2022.



PROFILE 3 — DISCOURAGED OBSERVERS

HOW OLD ARE THEY? MILLENIALS GENERATION Z
47% 53%

The majority of Discouraged Observers (53%) represent
Generation Z, making this group the youngest of all.

WHAT GENDER ARE THEY? ~ Preem®

, . WOMAN MEN

Most (84%) of this group are women. 84% 16%

Diagram 28
WHERE DO THEY LIVE?

VILLAGE 39%
Over a third of Discouraged Observers (39%) live in rural SMALL TOWN 17%
areas, and 26% live in large cities. More often than mem-
bers of other groups, they live in rural areas. MIEDIUM-SIZED TOWN 18%
LARGE CITY 26%
Diagram 29

HOW IMPORTANT I5 LEARNING HISTORY ~ LEARNING HISTORY IS
H|S‘|‘ORY ||\| ‘|'|_| E|R |_|\/ES7 IS SIGNIFICANT INSIGNIFICANT

85% 15%
For most, learning history is important (85%), but they
find it boring to memorise dates. One in five Discour-
aged Observers disagrees that learning history helps Diagram 30
them understand current events better, indicating
that they do not see history as a valuable tool for un- TAKING AN INTEREST TAKING
derstanding the world. Less frequently than the other IN THEIR FAMILY NO INTEREST IN THEIR
groups, Discouraged Observers are interested in their HISTORY FAMILY HISTORY
family history (71%). 71% 29%

Source: The online survey (CAWI), commissioned by infuture.institute, of a group of members of Generation Z and Millennials, n=440, Ariadna online panel, March 2022. It was
based on the following questions, ‘How old are you?' ‘What gender are you?; ‘What is the size of the town you live in?; ‘Do you think learning contemporary history is important?;

‘Are you interested in your family history?; 'How much do you agree with the following statements? “Learning history is boring", and ‘To what extent do you agree with the follo-
wing statement? “Learning history gives me a better understanding of current social, economic and political events"
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IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS

HOW DO THEY LOOK FOR
INFORMATION WHILE LEARNING?

They most often look for information on the Internet
(78%), also by watching videos (53%). 42% buy books.

Diagram 31
Ways of searching for information while learning (Top 5)

| look for information

on the Internet 78%

| watch videos on

the Internet 53%

| watch

movies 36%

| buy
books 42%

| ask friends,

family 29%

Source: The online survey (CAWI), commissioned by infuture.institute, of a sample of Generation Z and Millennials, n=440, Ariadna online panel, March 2022. It was based on the
multiple-choice question, "How do you look for information when learning? The results show the five answers given most frequently.
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PROFILE 3 — DISCOURAGED OBSERVERS

HOW DO THEY LEARN HISTORY TODAY?

They place more emphasis on classical sources of knowl-
edge than do other groups. They learn history most often
by watching films (42%) and viewing educational content
on social networks (31%).

One fifth (22%) are keen to learn from witnesses to history
and one quarter (25%) from teachers.

Diagram 32
4L2%
31%
24%
22%
25%
10%
7%
5%
4%
17%

They refer to authorities such as teachers more often
than other groups. More people in this group than in
other groups have never studied modern history (17%).

They know, on average, less about new technologies and
examples of innovative education than the other groups.

Watching
documentaries
or feature films

Viewing educational content

on social networking sites
(YouTube, Facebook, Instagram, TikTok)

Reading books,
historical novels, magazines

Talking to witnesses of history,
family members

Learning from
teachers

Visiting
exhibitions

Listening
to podcasts

Listening
to audiobooks

Playing multimedia
history games

| have never studied
contemporary history

Source: The CAWI survey of Generation Z and Millennials commissioned by infuture.institute, n=440, Ariadna online panel, March 2022. It was based on the multiple-choice

question, 'How do you usually learn modern history? Tick up to 3 ways!
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HOW WOULD THEY LIKE TO LE-
ARN HISTORY IN THE FUTURE?

Compared to the other groups, they are least open to non-
-standard educational solutions, although most of them
find them attractive. The most exciting solution for them
is the one using VR. Most (77%) find it an interesting form
of learning and would like to learn history this way (71%)."

I felt | was doing well in history, and
then a new subject would come along,
and | would get lost in it. Teachers had
a problem teaching us properly abo-
ut history, about events. They focused
ot on dates and places and not on
story they should tell us to make
interested in the subject”’

18. The online survey (CAWI), commissioned by infuture.institute, of members of
Generation Z and Millennials, n=440, Ariadna online panel, March 2022. It was
based on the questions, ‘Do you find it interesting to learn contemporary history in
this way?, and "Would you like to learn history in this way?

19. The Internet survey (CAWI), commissioned by infuture.institute, of members
of Generation Z and Millennials, n=440, Ariadna online panel, March 2022. It was
based on the question, ‘Do you know what the abbreviation IPN stands for?” and
the open question, 'What do you associate IPN with?'

IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS

WHAT IS THEIR
ATTITUDE TO IPN?

More than half do not know what the abbreviation IPN
stands for (57%), and when asked about their associa-
tions with the institution, they most often (58%) give
neutral ones."

Tam not interested in this subject. In my
case, it was learning dates. It made le-
arning history boring, to the point where
you wanted to sleep in class. Teachers
did not engage in learning, they dictated,

121

and that was it

T — ' —

’

20. A quote from answers to a question in an open-ended online survey
(CAWI), commissioned by infuture.institute, of a group of members of Gene-
ration Z and Millennials, n=855, Ariadna online panel, March 2022.

21. A-quote from a research workshop with members of Millennials and
Generation Z, commissioned by infuture.institute, March'2022



EDUCATIONAL

PATHWAYS

Three history learning paths were defined (Story Time

Machine, Sensory Key and Figure Framing) to understand

better the needs of the individual profiles presented in

the previous chapter and outline as broadly as possible

ways of building new modes of history education. On

the one hand, they respond to the target group's needs

defined during the research process, and on the other
hand, to the assumptions of the direction of edutainment
(a synthesis of elements of entertainment and education).
In executing each of the three paths, both analogue

and digital tools may prove useful (in their definition,
it has not been unambiguously specified through which

tools learning takes place). Therefore, it is advisable to

combine elements of the physical and digital world. Both

the direction of edutainment and the phygital concept

constitute an answer to young generations' function-
ing in the world of the eternal present. They allow for
quick access to content, stimulation of the senses and

availability in various channels.

An immersive history experience

is a way of learning stories allowing

for the person's total immersion and
involvement in the experience, often
using technology.

Wearable technologies are
solutions equipped with a series

of sensors that can communicate
with each other and influence users'
experiences in positive ways.

94

Diagram 33
Willingness to use technology to learn
contemporary history

Immersive video

YES 86%

Wearable technologies in video games

YES 82%

Augmented reality (AR) technology

YES 81%

Digital handbook

YES 80%

Hyper-realistic digital characters

YES 78%

Source: The online survey (CAWI), commissioned by infuture.institute, of a group
of members of Generation Z and Millennials, Ariadna online panel, March 2022.
It was based on the following questions "Would you like to use this technology in
the future to learn contemporary history? Multi-sensory video' n = 268; "Would
you like to use this technology in the future to learn contemporary history?
Wearable technologies in video games’ n = 436; "Would you like to use this tech-
nology in the future to teach contemporary history? Contextual applications (AR)'
n = 353; 'Would you like to use this technology in the future to learn contempo-
rary history? Digital textbook n = 442; "Would you like to use this technology in
the future to teach contemporary history? MetaHuman' n = 246.

NO 16%

NO 18%

NO 19%

NO 20%

NO 22%
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Augmented reality (AR)
is a technology that allows
a digital image to be

superimposed on what
is in the physical world.

FIGURE
FRAMING

SENSORY

TIME MACHINE
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PATHWAY 1:
STORY TIME MACHINE

This pathway refers to the need for an immersive history
experience in order to participate in the events that are the
subject of discussion, and finally, moving back in time and
engaging with the events. Currently, technology may be
the leading means to enable this pathway. Respondents
show openness to the use of technology in learning con-
temporary history. Over 82% would like to use wearable
technologies to learn history.” In turn, for 81%, AR con-
textual apps are an attractive way of learning.” In creating
this pathway, it is also imperative to set it in context and
build connections between the past and the present, as
well as to point out cause and effect relationships.

22. The Internet survey (CAWI), commissioned by infuture.institute, of mem-
bers of Generation Z and Millennials, n=436, Ariadna online panel, March 2022.
23. The Internet survey (CAWI), commissioned by infuture.institute, of a group
of members of Generation Z and Millennials, n=353, Ariadna Internet panel,
March 2022.
24, The research workshop with members of Millennials and Generation Z.
96 March 2022.



INSPIRING CASE STUDIES

The following are some examples from the field of edu-
cation and entertainment, which are in line with the
principles of the Story Time Machine pathway.

KING GEORGE IlIl AND MENTAL HEALTH

IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS

SKABMA AND CULTURAL IDENTITY

An exhibition telling the story of the life of King George lIl,
who struggled with mental health issues for most of his
adult life, premiered at Kew Gardens in London in 2021.
The exhibition highlights the taboos and stigma currently
associated with mental health. The show also features
various objects that are metaphors for contemporary so-
ciety's approach to the mental health crisis. The exhibition,
therefore, combines historical education with social issues
which are of great concern to younger generations today.

https:/royalcentral.co.uk/features/royal-exhibitions-
-a-fresh-look-at-george-iii-in-a-new-exhibition-at-
-kew-162475/

Skabma — Snowfall is an adventure game inspired by
the indigenous Saami people's old beliefs and folk tales.
It tells the story of Ailu, a young reindeer herder, and her
quest to restore the biodiversity of the land around her.
The game is rooted in the history and culture of the Saa-
mi people, an indigenous people from Northern Europe
covering four countries: Finland, Sweden, Norway and
Russia. It is recorded in one of the ten Saami languages.

[=]5 =]

Link:
https:/www.skabma.com/
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PATHWAY 2:
SENSORY KEY

The Sensory Key is the educational pathway in which
the senses become the key to learning about history.
They unlock our memories and provide the interface to
explore the world. In the virtual world, we rely mainly
on the sense of sight and hearing. Multi-sensory sti-
mulation linked to the development of concepts, such
as the metaverse or the Internet of the Senses, proves
indispensable (in both worlds). More than 85% of the
respondents declare that in the future, they would like
to use multisensory videos (involving all senses) to learn
about contemporary history.” The impact of the senses
on memory, and their connection to the past, appear
undeniable. Odour molecules that we inhale land in the
limbic system responsible for emotions and memory. The
scents located there become encoded for the future. On
the other hand, sensory history is a field that studies
how we incorporate our senses into our understanding
of the past and history.

25. The Internet survey (CAWI), commissioned by infuture.institute, of mem-
bers of Generation Z and Millennials, n=268, Ariadna online panel, March 2022.
26. The research workshop with members of Millennials and Generation Z,
March 2022.



INSPIRING CASE STUDIES

The following are some examples from the education
and entertainment, which are in line with the Sensory
Key pathway.

BLACK CONFETTI

IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS

ARTBITES AND FLAVOURS OF HISTORY

Public domain photo, source: Netwerk Oorlogsbronnen

Black Confetti is the name of an edible exhibition created at
the Historical Museum in Rotterdam, referring to the German
occupation of the Netherlands during World War Il. Dutch
children at the time called the sky black confetti as there
was constant ash in the air. Recipes from that time called
the Dutch famine in history were recreated at the exhibition.
Accurately reproduced dishes from that period were served,
among others, to senior citizens who were only a few years
old in the 1940s.

For most respondents to the quantitative survey (90%), this
kind of history learning is something new. However, 3/4ths
find this way interesting. Almost 70% would like to learn
modern history this way in the future.”

Link:
https:/www.marijevogelzang.nl/past-projects/blac-
k-confetti/

27. The Internet survey (CAWI), commissioned by infuture.institute, of mem-
bers of Generation Z and Millennials, n=855, Ariadna online panel, March 2022.

Public domain photo, source: Huntington Library

Maite Gomez-Rejon introduces people to history and
art through the sense of taste and culinary arts. One of
the courses she has developed includes an exploration
of recipes from an 1881 cookbook by Abby Fischer. Born
into slavery in 1832, Abby learned to cook in plantation
kitchens in South Carolina. After the Civil War, while living
in San Francisco, she became a well-known chef.

Link:
https:/www.artbites.net/classes-and-events/sensin-
gstilllife
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PATHWAY 2 — SENSORY KEY

ODEUROPA AND THE SCENTS OF THE PAST

Odeuropa has received a €2.8 million grant from the EU's
Horizon 2020 programme. The project involves a team
of European scientists, historians and Al experts work-
ing together to recreate the smells of history. Artificial
intelligence will initially be employed to search historical
documents to identify the smells of Europe from the
late 16th to early 20th centuries. More than 250,000
documents in seven different languages will be analysed.

[=]

Link:
i https:/odeuropa.eu/horizon-2020/h2020-abstract/

[=]
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Artificial intelligence

Al (artificial intelligence) refers

to the ability of new technologies
and systems to learn from data
and use the knowledge to solve
problems and answer questions.



PATHWAY 3:
FIGURE FRAMING

It is a way that includes the participation of an inter-
mediary in knowledge transmission. It can be a family

member, a historical figure or the need to impersonate

a specific character. Role-playing, impersonation and

the organisation of fictional debates require research,
contextualisation and acquired knowledge. Life stories

of specific people are a real inspiration for most respon-
dents (79% of indications).”

What is more, 75% of the respondents are interested in

their family history, and an alternative way of learning
history is for them also talk to their parents and grand-
parents (36% indications).

28. The online survey (CAWI), commissioned by infuture.institute, of Gene-
ration Z and Millennials, n=855, Ariadna online panel, March 2022.

It was based on the question, 'How much do you agree with the following
statement? “People's life stories are a real inspiration to me", on a scale

w

from 1, "I strongly disagree" to 4, "l strongly agree"

29. The research workshop with members of Millennials and Generation Z,
March 2022.
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PATHWAY 3 — FIGURE FRAMING

INSPIRING CASE STUDIES

The following are some examples from the education
and entertainment, which are in line with the Figure
Framing pathway.

LIVING EXPERIENCE

The Dimensions in Testimony exhibition (available at the
Holocaust Museum and Education Centre in lllinois) is
a virtual reality experience. Visitors wearing goggles are
guided through the concentration camps at Auschwitz
Mauthausen and Ebensee by Holocaust survivors Fritzie
Fritzshall and George Brent.

Link:
4 https:/www.nbcnews.com/news/us-news/holocaust-
% -museums-virtual-reality-exhibit-realistic-rcna26318

102

1

SEARCHING FOR FAMILY ROOTS

Genetic genealogy is a way of exploring family ties through

DNA testing. Such activity provides clues about the origins

of a person's ancestors and the relationships between

different families. For example, Ancestry.com offers the

opportunity to examine one's DNA in the context of spe-
cific censuses conducted in the United States at the turn

of the decades.

Link:
https:/www.ancestry.com/c/family-history-learnin-
g-hub



Diagram 34
Inspiration from real stories

To what extent do you agree with the
following statement? ‘People's life
stories are a real inspiration to me:

28% 3%
| strongly | strongly
agree disagree

51% 18%
| rather | rather
agree disagree
80%
‘| rather agree' and
‘| strongly agree’

Source: The Internet survey (CAWI), commissioned by infuture.Institute, of
members of Generation Z and Millennials, n=855, Ariadna online panel, March
2022.

IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS

103



PROTOTYPING
THE FUTURE

— THE CASE STUDY OF THE CYPHERS GAME

The Cyphers Game, a multi-platform game developed by
the New Technology Division of the Institute of National
Remembrance, premiered on 31 March and 1 April 2022.
It was tested in two formats (VR goggles and stands with
personal computers equipped with pads) by two target
groups — members of Generation Z and Millennials. In
the game, players move to 1920 in the middle of the
Polish-Bolshevik War. The goal is to cut the enemy off
from Korosten (the Bolshevik army's technical and supply
base) on the territory of today's Ukraine. The authors
claim that this is one of the few games worldwide where
the entire gameplay has been very clearly mapped based
on source materials and historical exhibits. The premiere
was to test the prototype of the game before its official
premiere in Boston during PAX East Boston (one of the
biggest gaming fairs in the world).

Prototyping and testing are essential elements of building
and implementing innovations. Often wrongly neglected,
the stage of the design cycle is critical for several reasons:

it gives an opportunity to point out non-obvious
errors and inconsistencies,

it confronts designers with users at the stage
when it is still possible to introduce changes and
verify the target group’s requirements,

builds a bond between first-time users, who can
then become ambassadors for the solution/prod-
uct of the brand

it allows for understanding the context in which
users apply the solution.
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FIRST INSTINCT

The first instinct of the Generation Z testers was to direct
their attention to the VR playable booth. It is only natural

that Gen Z's choice fell on a technology they are declar-
atively familiar with and know how to use. On the other
hand, Millennials were more likely to choose stations with

pads and PCs as their first reaction, which may be due to

the nostalgia characterising this generation concerning
items they associate with their childhood.

IMMERSION IN THE GAME

Differences in game enjoyment were evident on two

levels — generation and form (PC and VR). Testers from

Generation Z found it harder to get used to the reality of
the game in VR. They had trouble immersing themselves

in the experience; their movements were often stiff and

cautious —as if they were trying to avoid making a mis-
take. On the other hand, Millennials were much quicker
to engage with the game experience. They were also

more open to their mistakes and allowed themselves

more involvement in the game. Their movements were

bolder and more fluid. Moreover, they were more likely
to direct questions to people from the project team,
who acted as a kind of guide through the game world

and its technology during the event. Differences were
also evident in the attitude at the PC gaming stations.
Generation Z seemed more at home in the gaming space
(they sat in armchairs and used the pad very freely).
For Millennials, this environment was far less natural.
They needed more time to get used to it.
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Source: Ethnographic documentation from participatory observation during
the world premiere of The Cyphers Game, Warsaw, 31/03/2022, Archive of
infuture.institute.

THE STORYLINE EXPERIENCE

The game experience can be considered in two ways
— in terms of its immersiveness and its broad context.
Immersive means a serious attempt to move the user

from the real world to the virtual world — coordinating E'—-.-:IEI,_‘_ I

their movements in the physical world with the charac-

ters' movements in the virtual world. Some testers took Download Cyphers Game
longer to do so while focusing less on the story and more https:/bnt.ipn.gov.pl/projekty/gra-szyfrow/

on getting used to the character. PC testers, on the other
hand, were able to talk more in-depth about the storyline,
the gameplay and the benefits of combining learning,
education and entertainment.
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Virtual reality

VR (virtual reality) is a virtual
three-dimensional environment
that attempts to replicate both
real-world and fictional elements.

UNTAMED TECHNOLOGY

At its core, virtual reality technology is intended to increase

engagement with a given digital experience. With it come

certain limitations. The player, wanting to focus entirely on

the experience itself, is distracted by the comments and

remarks of real-world observers. Generation Z is not yet
familiar enough with VR technology to use it as freely as

smartphones and pads. On the other hand, peer feedback is

vital for this generation. Therefore, it is essential to remem-
ber that the space for using this type of solution is just as

important as the storyline and the tools used.

30. The Internet survey (CAWI), commissioned by infuture.institute, of members of
Generation Z and Millennials, n=855, Ariadna online panel, March 2022.

31. https:/www.reportlinker.com/p06004160/Europe-EdTech-and-Smart-C-

lassroom-Market-Forecast-to-COVID-19 -Impact-and-Regional-Analysis-by-
-Component-Deployment-Type-and-End-User.html, access: 28/04/2022.
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SOCIAL GAMING

Testing the game at launch showed that community play
is still possible, although the PC game was designed for
a single player. We often found ourselves with several

people gathered around the player, actively commenting
on the story or solving puzzles together. Sometimes, from

the outside, it was more like a group watching an inter-
active film than a user playing a game. It, in turn, shows

the potential of using this type of solution not only in an

individual but also in a group mode.

According to research indicating attractive ways of learning,
playing historical multimedia games is attractive for only

19% of survey respondents classified as Generation Z and

12% classified as Millennials.*® However, the features of
the Cyphers Game also make it a part of other educational

pathways, offering the possibility to learn from the per-
spective of a witness to history or presenting the context
and surroundings in detail. Additionally, the Cyphers Game

exemplifies the implementation of the EdTech concept,
i.e., solutions where innovative educational tools are

designed at the junction of new technologies and peda-
gogical methods. The market for EdTech and intelligent

classrooms in Europe will grow threefold — from over $20

million in 2019 to over $60 million by 2027.*
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Source: Ethnographic documentation from participatory observation
during the world premiere of the Cyphers Game, Warsaw, 31/03/2022
Archive of infuture.institute. 107



CONCLUSIONS AND
RECOMMENDATIONS

The collected research material and its analysis have pro-
vided a basis for defining recommendations, the implemen-
tation of which may positively impact the development of
innovative directions in history education.

Creating new educational models
drawing on the concept of immersive
history education

The nanosecond culture, the needs and lifestyle of young
generations and the dynamic development of technology

necessitate building new educational models combining
the real and digital worlds and the field of education with

entertainment. Therefore, it is vital to be inspired by innova-
tions in entertainment (including gaming and online events),
which can broaden the perspectives of both teachers and

learners. It is equally important to systematically monitor
target groups, test prototypes and be flexible in designing

and implementing new learning solutions.

Building multi-channel ways to reach
learners

As research shows, for members of younger generations,
the difference between the digital world and the physical

world is blurring. Similarly, the division between formal

and informal education is becoming less and less visi-
ble. The concepts of omnichannel and omnipresence are

also becoming critical strategies for education. That also

means that an educational space can be any place that
will stimulate the learner to learn about the story (urban

space, social media, apps, virtual world). Moreover, it is

fundamental to provide knowledge to learners in different
formats — extended, immersive experiences and condensed

and quickly accessible sets of information.
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Considering the teachers’ new role
in history education

In a world of digitised knowledge available at any place

and time, the teacher's role is being redefined. Although

some members of younger generations point to the teacher
as the main source of historical knowledge (see profile:

Discouraged Observers), these are still the people who are

least interested in history compared to others. Therefore,
the teacher should move from being someone with a mo-
nopoly on knowledge to being more of a guide, a storyteller
with the ability to get learners interested in a given area

of knowledge, and someone showing the cause-effect
context in an accessible manner and helping identify the

impact of events on the situation today and in the future.
The teacher is someone who engagingly explains history

from many different perspectives, using new tools and

technologies to extend the historical context, including

new facts and events. History could also be a background

for learning other subjects (mathematics, biology, foreign

languages, art, etc.). Governmental and non-governmental

organisations should collaborate to support the transfor-
mation and construction of historical narratives outside the

school halls. In this way, history can become one of the

lenses through which students look at the world, not only
using new technologies. It is imperative in places where

diverse forms of learning are hard to come by. That is why
itis important to give young people as much direct contact
with living history as possible (learning contemporary
history by living it; interacting with people who have lived

it). Furthermore, it is the teacher's task to develop critical

thinking skills and ensure the authenticity and reliability
of sources.

Adapting the educational offer to
diverse groups

The audience profiles diagnosed in this report and the dif-
ferent educational pathways show that it is vital to adapt

the educational offer to broad audience groups. Therefore,
it is necessary to focus on and support groups interested

in history and those critical of historical education today

or who have other needs. All groups, however, should see

the deeper meaning of learning history, understanding

it and drawing conclusions. It is crucial to ensure broad

accessibility, from language (understandable, describing

complex facts accessibly, also visually) to the use of tools

and solutions that are part of the everyday life of young

generations. However, we should remember the issue of
digital exclusion, which is counteracted by strengthening

digital competencies (of teachers and learners) and broad-
ening access to equipment and appropriate infrastructure.
Moreover, it is crucial to ensure a broad perspective, which

manifests itself in giving a voice to people who are outside

the mainstream media.



METHODOLOGY

The report summarises the research process conducted
by the infuture.institute team on behalf of the New Tech-
nology Division of the Institute of National Remembrance
between February and April 2022. The research process
consisted of five stages.

_‘
Stage 1

Desk research analysis

Signals of change in history education were identified
within this part. It searched for good educational prac-
tices and innovative methods of conveying knowledge
in the field of contemporary history.

Stage 2
Quantitative survey
by CAWI method

The survey was conducted with 855 members of Millen-
nials (25-39 years old) and Generation Z (15-24 years
old). It aimed to analyse the perceived role of history in
their lives, assess their familiarity with new technologies
and innovative educational practices, and identify the
methods they use to learn about contemporary history.
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Stage 3
Research workshop

Research workshops were conducted with members of
Generation Z and Millennials. They aimed to define the
most significant needs and difficulties in the process
of learning history. The workshop was attended by 20
people, residents of different towns studying in various
educational institutions with a diverse profile of interests.

IMMERSIVE HISTORY EDUCATION — TOWARDS NEW EDUCATIONAL PATHWAYS

Stage 4
Profiling

Three profiles of contemporary history learners were de-
fined in the quantitative survey analysis. These were cre-
ated by identifying significant differences in their attitudes

towards technology and history. The profiles defined split
the research group due to their different responses to

questions about their interest in history and technology.
These were central to the context of this report and signifi-
cantly differentiated responses among the groups. Three

profiles were defined based on the analysis: Enthusias-
tic Geeks (those with interest in history and technology),
Discouraged Observers (those with no interest in history
and technology) and Conscious Pragmatists (those with

interest in history or technology).

Stage 5

Participatory observation

It is one of the ethnographic methods that allow for
a deeper understanding of a group's behaviour in its
natural environment. The observation was carried out
as part of the premiere of the Cyphers Game, a mul-
ti-platform game developed by the New Technology
Division of the Institute of National Remembrance in
March/April 2022.
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