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Preface 

The PITCHER project (Erasmus+ Programme, 2021-2024)  intends to design and test of a set of open 

educational resources focusing on improving the capacity of teachers and educators in preparing 

new learning experiences to support the fight against looting and illicit trafficking of cultural goods. 

The project intends to propose a new model for raising awareness of young people about the 

problem of fighting the looting and illicit trafficking of cultural goods, initially focusing on 

schoolteachers, to raise their interest and enhance their professional development in this field.  

 

PITCHER builds on the final 

recommendations of the European project 

NETCHER  (H2020 - 2019-2021) coordinated 

by CNRS, which implemented a strong trans 

sectoral network as well as 

Recommendations on the fight against 

looting and trafficking of cultural goods. 

One of the components of the 

recommendations is the need for 

awareness-raising and guidance toward 

Educational communities.  

The project idea comes from ENSP (the 

Research Centre of the French national 

police academy), and the Michael Culture 

association - members of the NETCHER consortium - and brings together BIBRACTE major actor of 

Archaeology, MUSEOMIX a reference in mediation for museums, and schools from France, Greece, 

Italy, and Spain, in order to co-design and implement the PITCHER project. 

 

We hope this resource will bring a new dimension to your work,  as well as use it to develop these 

activities with your students. The selected topics have been chosen together with teachers and 

educators coming from France, Greece, Italy and Spain through focus groups and surveys. Each 

resource is accompanied by key learning points as well as several interesting facts or pieces of 

information, which are intended to be used to provoke further discussion.  

 

Wherever possible we have included a short interactive activity that can be carried out with students 

or a series of suggested questions to ask, in order to introduce the topics of each learning module. 

Should you wish to explore certain topics or themes further, each resource includes a link to other 

related ones. When available, a general list of additional resources related to the topics is provided. 

The resources and accompanying texts are designed as standalone educational aids. In this respect, 

the resource is intended to provide an overall framework from which you can pick and choose the 

issues most relevant to your activities. The module can be used within any country any context as it 

deals with issues, which are cross-border and universal. 

 

For more information about the PITCHER project, please visit: 

https://www.pitcher-project.eu 

Photo: Pexels, Oleksandr Pidvalnyi 
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The PITCHER Educational Offer 

The PITCHER open educational resources include the following learning modules, here listed 

according to subject matters and suggested age of the target students: 

  7-11  11-14  14-18 

All the themes  Case Studies Case Studies 

  
The Raiders of the 

Lost Art 
 

Theft of antiques and 

works of art 
The Mysterious 

Theft 

The Mysterious 

Theft 
Guilty Treasures 

 Vade-mecum 

Educational project 

Vade-mecum 

Educational project 

Vade-mecum 

Educational project 

 Traffic ‘Art Traffic ‘Art Traffic ‘Art 

  Protect the sites! Protect the sites! 

  Crossed interviews Crossed interviews 

  Journey of a Stele Journey of a Stele 

Sale of stolen objects Traffic ‘Art Traffic ‘Art Traffic ‘Art 

  Journey of a Stele Journey of a Stele 

   Guilty Treasures 

Traffic channels and 

actors’ identification Traffic ‘Art Traffic ‘Art Traffic ‘Art 

  Crossed interviews Crossed interviews 

  Journey of a Stele Journey of a Stele 

   Guilty Treasures 

Fight against the traffic Traffic ‘Art Traffic ‘Art Traffic ‘Art 
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  Protect the sites! Protect the sites! 

  Crossed interviews Crossed interviews 

  Journey of a Stele Journey of a Stele 

Provenance research and 

traceability  Crossed interviews Crossed interviews 

Return of stolen objects Traffic ‘Art Traffic ‘Art Traffic ‘Art 

  Journey of a Stele Journey of a Stele 

Preservation of memory 

of missing artefacts 
Vade-mecum 

Educational project 

Vade-mecum 

Educational project 

Vade-mecum 

Educational project 

Why it is forbidden, what 

consequence 
Vade-mecum 

Educational project 

Vade-mecum 

Educational project 

Vade-mecum 

Educational project 

  Crossed interviews Crossed interviews 

  Protect the sites! Protect the sites! 

  Journey of a Stele Journey of a Stele 
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Summary: Traffic’Art 

Topic:  Theft of antiques and works of art, Sale of stolen objects, Traffic 

channels and actors’ identification, Fight against the traffic, Return of 

stolen objects 

Age range:   7-11  11-14  14-18 

Educational programme: Languages and Cultures of Antiquity or EMC (Civic Education) for Cycle 

3 and secondary school,   

History programs for Cycle 3-secondary school-high school, heritage 

courses in HGGSP (Human Geography,   

Geopolitics, and Social Sciences) at the high school level, career 

guidance in secondary school and high school.   

Possibility to play Traffic ‘art in a foreign language for students in late 

secondary school and high school 

Time:  50 minutes 

Materials and tools: Game board and cards, one dice, as many game pieces as there are 

players, 1 pen per player 

Skills achieved: Reading, critical thinking, storytelling, sharing and cooperation, 

application of knowledge, development of critical thinking 

Learning objectives: Discover the trafficking of cultural heritage: its significance and the 

variety of objects involved (nature, period, origin). 

 Discover the fight against this trafficking (legislation, stakeholders). 

 Explore different professions. 

Instructions for teachers  

Traffic ‘art is a board game that encourages students to trace the history of a looted and 

subsequently returned object. To do this, they must question several key players (an archaeologist, 

a police officer, a museum or auction house, and a "secret witness") by flipping over the 

corresponding cards. To move from one player to another, students may encounter various types 

of spaces that provide information about the trafficking of cultural heritage or efforts to combat it.  
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How to use this educational resource  7-11  11-14  14-18 

To play Traffic ‘art, you need 2 to 6 players or 2 to 6 small groups of players. The goal of the game is 

to reconstruct the history of a stolen and returned object. The game includes 6 types of cards:  

 

• The object cards:   

 They provide the name and a photo of a stolen and returned object.  

 

• The actor cards: Archaeologist, Police Officer, Museum or Auction House, Secret Witness   

  
Each of these cards provides a part of the object's history.  

 

• The “Did You Know” cards:   

 They provide information about the trafficking of cultural heritage.  

 

• The “Cultural Heritage Protection” cards:   

 They provide information about heritage protection and may or may not allow 

the player to take another turn.  
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• The “Cultural Heritage Destruction” cards:   

 They provide information about heritage destruction and may or may not cause 

the player to lose their turn.  

 

• The “Black Jack" cards:   

 They pose a question to the student who must choose the answer between two 

options. If answered correctly, they gain the right to take another turn. The correct answer 

appears in bold and italics. This card must be drawn and read by another player.  

 

The game also includes a worksheet that the student must fill out to trace the history of the object, 

using the 4 "actor cards." It is also possible to play without this worksheet if each student (or group 

of students) chooses to play with a different object card: In this case, they simply need to collect the 

4 "actor cards" during the game, keep them, and read them to the rest of the group at the end of 

the game. 

Instructions  

Print all the necessary materials (game board, cards, player's worksheet) from the Annexes. 

Printouts should be in colour, A3 format, and double-sided (except for the game board). Turn the 

pages on the shorter side. It's preferable to use paper heavier than 120g. Feel free to laminate the 

cards to preserve the game more easily.  

The student first chooses the object card they want to play with. They have a choice of 14 cards. 

They are differentiated by a symbol (square, circle, triangle, etc.) in different colours. For example:  
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Students can choose to play with the same object or play with different objects: in either case, the 

student who first reconstructs the history of their object wins.  

Once they have chosen their object card, they take the corresponding actor cards with the symbol 

and colour and place them, text hidden, on the designated spaces on the game board. They also 

place the other cards (Cultural Heritage Protection, Cultural Heritage Destruction, Black Jack, Did 

You Know) face down in the designated area on the board.  

Players take turns rolling the die: the player with the highest roll goes first. They then roll the die 

again and move their game piece to the number of spaces corresponding to their roll. They then 

follow the instructions on their space:  

• If they land on a "Did You Know" space, they read the text out loud. The next player then takes 

their turn.  

• If they land on a "Heritage Protection" space, they read the text out loud. If the card indicates 

they can take another turn, they do so. If not, the next player takes their turn.  

• If they land in a "Heritage Destruction" space, they read the text out loud. If the card indicates 

they lost their turn, they pass the turn to the next player and will not play on the next turn.  

• If they land on a "Black Jack" space, another player reads it to them. If they answer correctly, 

they gain the right to take another turn. Correct answers are indicated in bold and italics on the 

card.  

• If they land on an "actor" space (Archaeologist, Police Officer, Museum or Auction House, Secret 

Witness), they read the text silently, fill out their worksheet without showing it to others, and 

then place it face down on the space (unless students are playing with different objects, in 

which case they can simply take the card).  

 

The player who first reconstructs the history of the object wins. They then narrate this story aloud 

to the others. 
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Suggestions for further activities 

Did you know? 

Charlie Danger's video on YouTube (30 minutes) can give students a better overview of this 

trafficking and its issues. This black market is destroying our History - 

https://www.youtube.com/watch?v=y1IjwCdj47E  

Ideas for additional tasks 

This educational resource can be used in another foreign language to work on students' language 

skills. Students can be encouraged to create their new game cards, perhaps based on locally looted 

objects. 

 

  

https://www.youtube.com/watch?v=y1IjwCdj47E
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Annex 1: Game Board 
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Annex 2: The object and actors cards 
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Annex 3: The “Did You Know” cards 
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Annex 4: The “Cultural Heritage Protection” cards 
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Annex 5: The “Cultural Heritage Destruction” cards 
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Annex 6: The “Black Jack”" cards 
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Annex 7: Additional Cards 
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Annex 8: The player's worksheet 

 

 



 

 

Investigation report 

 

 

 

 

Archaeologist 

Exact nature of the object  

 

Date of creation  

Origins 

 

 

Author (if specified)  

 

 

Police 

Buyers / fences / 

traffickers involved 

 

Countries through which 

the object has transited 

 

 

 

 

Auctioneer / 

Museum 

Which auction house 

involved? 

 

Which museum were 

involved? 

 

Purchase or sale price  

 

 

 

Secret 

witness 

Name, position 

 

 

Role played in the return 

of the object 

 

Was the object returned?  

Date of its restitution  

Country of return  

 


