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Description

Provide a short description of the event and its activities.

Each partner organization held a short event that suits their specific topic and local historical
background within the project. The consortium used the opportunity to present the project in details to
the interested communities and participants as well as to showcase the collection of actual survivor
stories from their own totalitarian regime experience for validation.

Duration of the event: 2-4 hours each

Description of the event and its activities:

The third event was a validation of the previously collected stories with different participants in each of
the partner countries. The testimonials gathered by each partner were presented to some broader
public and key stakeholders to validate and reconfirm them. The workshop aimed to showcase the
collected stories from the Holocaust or other Totalitarian regimes as a follow-up of the research and
focus groups, conducted previously among survivors own family stories or those of their relatives.

During the event the participants together with the facilitators had discussions regarding the storylines.
Some partners (JGMF, LZB) even managed to test the reception of the story with a control group by
sharing the main plan and the detailed idea behind the story.

The event was also used to gather additional physical materials to support the realistic side of the
proposed story such as photos from the participants’ own family albums, archive letters or old objects
that were kept from those years.

The following stages of the project we also discussed with the control group participants as well as the
whole gamification process within GREM. The partners successfully validated the stories and provided
details on their implementation as part of the educational games. A lot of the participants working in
education demonstrated interest in the next stages of the project so the event also served as a
promotion of the upcoming Training Course on Gamification in GREM.

The target groups of this event were primarily Holocaust survivors and their relatives, community
leaders (including Roma and Jewish), people with Holocaust-related stories, NGO representatives,
educators, teachers in secondary education (history, philosophy, civic education, ethics and religion),
youth workers.
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