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About the Project
!

Liverpool has a rich history of characters that has graced its streets, and many of them and
their stories have remained untold – until now. ‘The Good, The Bad and The Scouse’
unearths some of Liverpool’s unsung heroes and undisclosed villains from the past,
bringing their stories to life in creative and interactive ways across a range of platforms. The
project focuses on exploring the stories of people who have lived, worked and played in
Toxteth between 1850 and 1900, and uses these stories to shed light on the social, cultural
and political climate of the time.
The project has been structured into the following three stages:
•

Stage One: Research – A team of archival researchers delved into newspaper archives
to uncover quirky stories about Toxteth. Using digital and micro-film archives, the team
created a database of stories that contained the word ‘Toxteth’. 20 of the most
interesting tales were put out to a public vote, and from this list the most popular 8 were
selected for the next stage.

•

Stage Two: Production – Working with different community groups, Splendid Things
and a team of workshop assistants produced short film scripts based on the 8 stories
selected. These re-imaginings of the newspaper articles (that have a sprinkling of fiction
and additional quirk!) were then handed over to a team of pro-animators, who brought
them to life. These animations formed the basis of an online and offline heritage trail,
and the focus of this resource pack.

•

Stage Three: Exhibition – The project culminated with the launch of the digital and
physical resources that were produced as part of the project. This included launching
the 2 x digital heritage trails (one on our own site and one embedded on an interactive
map inside the Museum of Liverpool), and a physical heritage trail around a number
venues in Toxteth. This resource pack brings together all of these elements, with
suggested activities that schools, colleges, youth clubs, community centres, informal
learning providers etc. can use to engage people in learning about Toxteth’s heritage.

Overall, The Good, The Bad and The Scouse will ensure that our heritage is curated and
preserved for future generations, and has offered opportunities for people from a diverse
range of backgrounds to come together to create, share and learn. The project has been
delivered by Splendid Things (the charitable arm of Toxteth TV) and the team have worked
with people from the local community (and beyond!) to discover some of Toxteth’s hidden
heritage.
Explore more at www.gbsheritageproject.co.uk

www.gbsheritageproject.co.uk
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How to use the Pack

! education resource pack explores how the resources created during the project can be
This
used to engage groups of people, of all ages, in learning about Toxteth’s past. The pack
has activities that have been designed for the following age ranges:
• Children (Ages 5 – 11)
• Young People (Ages 11 – 16)
• Adult Learners (Aged 16+)
These activities include short workshops and extended projects that embed key elements of
spiritual, moral, social and cultural development (SMSC), citizenship and identity, digital
literacy and critical thinking skills.
How the pack is structured
The first part of the pack provides an
overview of each of the 8 stories that
make up the core of the pack and
form the online and offline heritage
trails. A QR code on each page will
take you to a short animation of the
story. The printed version of this
pack, will also include a DVD that
contains the animations. The
animations are re-imaginations of
stories and events that occurred in
Toxteth between 1850 and 1900 that
were found in old newspapers during
the archive research stage of the
project. The heritage icon on each of
these pages identifies the key
heritage themes/topics that can be
explored through the animation and
its accompanying newspaper article.
The following section contains
workshop plans for heritage activities
and extended projects that are
designed for different age groups.
Each section includes three 2-hour
workshops and a scheme of work for
an extended project that could be run
over a number of full-day sessions.
The workshop plans also contain
suggestions for how they can be
adapted and ideas for extension
activities. The key symbols on the
right are mapped into these workshop
plans to help you when planning how
to integrate this pack with your
programmes/activities.
www.gbsheritageproject.co.uk

Key Symbols
!
Heritage
This symbol identifies the key
heritage points in the stories and
the animations.

SMSC
This symbol identifies spiritual,
moral, social and/or cultural
learning points in a workshop.

Citizenship
This symbol identifies where key
elements of citizenship have
been embedded in a workshop.

Critical Thinking
This symbol identifies an activity
in a workshop that involves
interpretation, analysis or
evaluation.
Digital Literacy
This symbol is used when an
activity involves ICT skills, digital
information or media literacy.
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!
! Where to find all of the resources
! All of the resources needed for the activities included in this pack for both the individual
! workshops and the extended projects, can be found by visiting:
www.gbsheritageproject.co.uk/resources
Many of the resources are printable, but can also be used digitally. If you want to adapt
any of the plans or resources to meet your specific needs then feel free to do so. All of
the resources produced as part of this project are released under the Creative Commons
Attribution 4.0 International license which means you can use, share, remix… or do
anything you like with what we have produced… just remember to credit us. You can
find out more about Creative Commons licensing by visiting:
www.creativecommons.org

The heritage trail
Digital versions of the heritage trail can be accessed on the project’s website via visiting
‘The Trail’ page, and at the Museum of Liverpool on their interactive map exhibit. A
physical heritage trail is also available. The current version of the map can be
downloaded from the ‘Resources’ page on the project’s website. The map provides a
route around community venues in Toxteth at which 8 interpretation banners can be
viewed. These banners will give you an overview of a quirky tale from Toxteth’s past that
we found during our archive research into newspaper articles from the 1850 – 1900s.
You can also use your smartphone or tablet to scan the QR codes on the banner and it
will take you to an animated version of the story. The trail takes about 1.5 – 2 hours to
complete.
(Please Note: Your smartphone or tablet will need to be connected to the Internet for
this to work as not all of the venues have publicly accessible Wifi connections.)
Tell us what you think
We would love to know how you are using the educational resources produced
as part of ‘The Good, The Bad and The Scouse’ project, and to know what you
think about them. You can provide us with feedback by either downloading the
individual or group evaluation form from the ‘Resources’ page of the website,
or by completing an online evaluation form by scanning the QR code below.
Please post any physical evaluation forms to:
Splendid Things
37 – 45 Windsor Street,
Liverpool,
L8 1XE.

www.gbsheritageproject.co.uk
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Intoxicated in Toxteth
!

7th February 1860
!

Liverpool Daily Post
Elizabeth Roberts, an inmate at
Toxteth Park Workhouse, was
convicted of stealing clothes
belonging to an Overseer. She
had been given permission to
leave the Workhouse for two
hours, but did not return.
Witnesses had seen Elizabeth
leaving the Workhouse wearing
the Overseer’s clothes and when
she was arrested, two days later,
she was almost nude…!

Crime & Punishment
Social Structures
Money Matters

www.gbsheritageproject.co.uk
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The Case of the Fake Surgeon?
9th April 1860
The Liverpool Medical
Registration Society accused Mr.
John Hamilton of Mill Street,
Toxteth, of pretending to be a
registered surgeon. But all was
not as it had first appeared. Mr.
Hamilton was indeed a surgeon
back in the US, were he practiced
botanic medicine. However, the
door sign for his Toxteth surgery
did not make this clear at all…

Liverpool Daily Post
!

!

Crime & Punishment
Medical Practices
Money Matters

www.gbsheritageproject.co.uk
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Terror In Toxteth

!

12th July 1864
!

Liverpool Daily Post
Mary Ellen Campbell had been
working as a nurse at the home of
Mr. and Mrs. Grindrod in St.
James Place, Toxteth for two
years…until one day she left
without notice and went to the
courts to claim her remaining
wages. But why was Mary in such
a hurry to leave the Grindrod’s
residence?

!

Crime & Punishment
Social Structures
Job Roles

www.gbsheritageproject.co.uk
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After his death, the registrar of!
Toxteth Park Cemetery – Mr.
Hetherington – left behind a
monument of fraud, yet his
method of deception was very
simple. Whilst selling graves,
he would give out fake receipts
on plain paper – not the official
counterfoil duplicates that he
was supposed to. The money
then went straight into his own
pocket…the fiend!!

A Grave Mistake?
30th April 1872
Belfast Newsletter
!

Crime & Punishment
Social Structures
Money Matters
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A Mesmerising Gentleman
from Exeter
A Gentleman from Exeter
claimed he had found an
alternative cure for ‘lunacy’
and wrote to the Toxteth
Guardians asking for
permission to test out his
practice on the ‘lunatics’
under their care. Having
previously been banned from
using this cure on ‘lunatics’
from Exeter, the Toxteth
Guardians were quick to
reject the Gentleman’s
request…

16th June 1876
!

Liverpool Daily Post

!

Social Structures
Medical Practices
Communication Practices
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9

!
!
!
!

Cleavers and Calamity
!

19th January 1881
An accident at a butcher’s shop
on Park Road, Toxteth has an
unsavoury repercussion for an
unlucky customer. However, this
tale just goes to show that it was
once possible to trace back your
food, from your plate to its origins
in (literally) a simple few steps.
How things have changed…

Liverpool Daily Post
!

!

Food Politics
Job Roles
Money Matters
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10

!

!
!
!
!

Mary Jones Is Dead!
3rd July 1884
Liverpool Echo
!
Summer time in Toxteth,
1884, and the Jones’ family
are mourning the death of
their beloved daughter Mary.
But, unbeknownst to them
their Mary is actually alive
and kicking! It appears that
you can’t always believe
what you hear…

!

Communication Practices
Social Structures
Money Matters

www.gbsheritageproject.co.uk
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The Legend of Doctor Thomas

On a cold January day, the
City mourned the death of
one of its true sons – the
legendary, Doctor Hugh
Owen Thomas. His methods
of resetting bones may have
been ‘quirky’ to say the
least, and his bedside
manner did leave a lot to be
desired, but this man is a
true, adopted Scouse
revolutionary!

12th January 1891
Liverpool Mercury
!

!

Medical Practices
Social Structures
Job Roles

www.gbsheritageproject.co.uk
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Activities for Children
(Ages 5 – 11)

www.gbsheritageproject.co.uk
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Read All About It!
!
Aim

This workshop aims to develop the participants understanding of a particular heritage story further, and to support the development of
core digital literacy skills in terms of their media literacy and ICT skills.

Learning Outcomes

By the end of the workshop, all participants should be able to:
1. Identify and describe key elements of a heritage story.
2. Identify and describe the key elements of a newspaper front cover.
3. Produce a newspaper front cover based on a heritage story.
4. Provide evaluative feedback to peers on work produced.

Resources

Newspaper Front Cover template, computer suite/laptops, flipchart and pens / board and pens, pen / hard drive, and audio-visual
screening facilities.

Adaptations

Alternative Heritage Topic: Choose an alternative heritage story from the trail or electronic database of newspaper stories.
Non-Digital Activity: Print the newspaper front cover template and learners can complete the task on a hard copy.

This workshop explores the
key heritage elements in
‘Cleavers and Calamity’
including what the story tells
us about food production &
distribution, and social
behaviour, then and now.

www.gbsheritageproject.co.uk
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N/A

N/A

This workshop promotes
critical thinking skills by using
peer-review practices to
provide participants with
feedback on the newspaper
front covers produced as part
of this workshop.

This workshop embeds key
elements of media literacy
(e.g. understanding
newspapers and be able to
produce own media content)
and ICT skills (e.g. using
computers/laptops and
desktop publishing software).
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Time

Activity

Differentiation / Adaptation

0 min

Introduction to the Activity
The facilitator will introduce the session, its activities and learning points to the participants.
Story Elements
The facilitator will screen / re-screen ‘Cleavers and Calamity’. With the key headings written on
flipchart paper / a board, the facilitator will use Q & A techniques to identify the key elements of
the story / animation. The headings used should be:
• Location (Where is the story set?)
• People (Who is in the story?)
• Action (The key events that happen in the story.)
• Heritage (What does it tell us about our past?)
Exploring Newspaper Front Covers
The facilitator will pin-up / tape-up an appropriate newspaper front cover (either to a flipchart or
board). Using the group’s prior knowledge and observation of the front cover, they will label and
describe key parts of the front cover with the participants.

-

Learning
Outcome(s)
-

Q & A strategy

1

5 mins

25 mins

45 mins

1 hour
40 mins

2 hours

Tip: You may want to look at our ‘Newspaper Front Cover Labels’ document on the Resources
section of the project’s website for reference, or to create labels / flashcards with.
Creating Newspaper Front Covers
The facilitator will explain / demonstrate how to edit the Newspaper Front Cover template (a
downloadable resource from the project’s website). The participants will then create their own
newspaper front cover based on the ‘Cleavers and Calamity’ story. The facilitator will save the
completed front covers on pen / hard drive in order to project to the group in the next activity.
Peer review
The facilitator will structure a peer review in which a few examples of the newspaper front covers
that have been produced will be screened to the group. The facilitator will have key areas of the
front cover written on the board / flipchart that the group will assess when peer-reviewing the
front covers (i.e. The headline, the lead image, the story). As part of this process, participants will
be asked to (a) identify the positive and negative aspects of the work produced and (b) explain
why they have these opinions.

Allocating a specific heading to
small groups.
Use of icons / symbols under
headings to aid understanding.
Q & A strategy

2

Participants could work in
small groups to label individual
newspapers with pre-printed
labels.
Participants could work in pairs
/ threes on the activity.

3

Participants could look at the
front covers of the person /
group at the side of them and
use the peer review questions
to provide them with feedback.

4

Tip: Facilitators should use questions such as “Why is it a good headline?” and “What makes the
story interesting?” to move participants into the realms of critical thinking / evaluative
assessment rather than simply describing what is good / bad about the piece of work.
End of workshop

www.gbsheritageproject.co.uk
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From Beyond The Grave
Aim

This workshop aims to use drama and digital tools to engage participants in thinking about SMSC issues in ‘A Grave Mistake?’.

Learning Outcomes

By the end of the workshop, all participants should be able to:
1. Use digital tools and the Internet to locate information about our heritage.
2. Identify reasons why people may break the law, and explore how this relates to our own values and morals.

Resources

Internet-enabled devices, flipchart/board and pens, paper and pens, Let’s Find Out More tasksheet, Value Spectrum Resource,
Person Profile, digital camcorders/tablets and audio-visual screening facilities.

Adaptations

Why Did He Do It? Rather than participants generating the different reasons why Mr. Hetherington stole the money, the facilitator
could pre-prepare a set of flashcards of potential reasons. This could also be delivered as a small group task, in which participants
work in teams to create their own value of spectrum, and then present it to the rest of the group.
Interviewing Mr. Hetherington: This task could be done as a whole group with the facilitator or an actor being used as Mr.
Hetherington.
Crime and Punishment Comparison: This workshop could be extended by (a) exploring what the punishment would have been if Mr.
Hetherington’s crime had been uncovered before his death and (b) what would be the likely punishment nowadays. This could be
delivered as research tasks that are brought to life by mock-trial role-plays, with participants deciding the outcome(s) of the trial(s).

This workshop explores the
key heritage elements in ‘A
Grave Mistake?’, mainly in
terms of SMSC issues but
also smaller heritage points
such as the value of money,
now and then.

SMSC is explored in this
workshop through looking at
the reasons why Mr.
Hetherington may have
committed the crime, and the
morality involved such
reasoning.

www.gbsheritageproject.co.uk

The extension activity –
Crime and Punishment
Comparison – explores our
legal system, and how it has
changed.

The workshop promotes
critical thinking skills by
building in reasoning and
justification into the Why Did
He Do It? activity.

The workshop embeds digital
literacy by using digital
devices and the Internet to
find out information, and by
using digital tools to produce
video content that can be
reflected on.
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Time

Activity

Differentiation / Adaptation

0 min

Introduction to the Activity
The facilitator will introduce the session, its activities and learning points to the participants.
Let’s find out more…
The facilitator will screen ‘A Grave Mistake’. They will then divide the group up into 5 teams, and
using Internet-enabled devices the participants will find out the answers to one of the ‘Let’s find
out more’ questions on the tasksheet. The facilitator will then facilitate group feedback of the
answers to the questions.
Why did he do it?
The facilitator will use Q & A techniques and prompts to engage the participants in thinking about
the reasons why Mr. Hetherington may have stolen the money (e.g. greed, he was poor, his
family needed it etc.). They will write each reason on a piece of A4 paper.
As a group, the participants will then place the different reasons on a moral / value spectrum,
with one side being labeled ‘Morally Right’ and the other being labeled ‘Morally Wrong’. The
facilitator will assist the participants in explaining their logic for positioning each reason in a
particular place and in supporting the group to reach a consensus on each decision.
Writing Interview Questions
The facilitator will explain the difference between ‘open’ and ‘closed’ questions. As a group,
participants will then generate a series of questions that they would ask Mr. Hetherington if he
was still alive. The facilitator will collate these ideas on the board/flipchart.

-

Learning
Outcome(s)
-

Q&A techniques

1

Q&A techniques

2

5 mins

20 mins

45 mins

1 hour

1 hour
40 min

2 hours

Interviewing Mr. Hetherington
Working in small groups (up to 4/5 in each group), the participants will decide on a set of
questions they would like to ask Mr. Hetherington, using ones from the above task and their own.
One person from each group will play the role of Mr. Hetherington whilst the other participants
interview them and record this on a basic camcorder or tablet.
Reviewing the Interviews
As a group, the participants will watch their filmed interviews. Whilst doing this, the participants
will create a person-profile of Mr. Hetherington with key labels about his character and
personality. The facilitator should ensure a dialogue around morals and values is evident during
this task.

The spectrum could be
replaced with a more complex
axis diagram with Good to
self/Bad to Self and Good to
others/Bad to Others being the
ends of each axis.
The facilitator could pre-write
some questions and instead
use this time to facilitate a
drama warm-up activity that
leads into the following activity.
-

Q&A techniques

2

2

2

Tip: Facilitator could draw a person outline on the board/flipchart and do a group profile at the
same time.
End of workshop

www.gbsheritageproject.co.uk
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Classroom Detectives
!
Aim

The workshop aims to develop participants sequencing, reasoning and critical thinking skills through using a heritage story as stimuli.

Learning Outcomes

By the end of the workshop, all participants should be able to:
1. Put the key events of an animated film in the order that they appear in the film and in chronological order.
2. Analyse a written, visual, audio or audio-visual resource in terms of how clear and understandable it presents its information.

Resources

A Fake Surgeon? Flashcards, Classroom Detectives Tasksheet and Example Resources etc., Internet-enabled devices, bluetack/pins, flipchart and pens / board and pens, and audio-visual screening facilities. Detective costume/props are optional.

Adaptations

Extension Task: The facilitator could develop another workshop on the development of Consumer Rights to extend the learning about
the development of our Law / citizenship further. Within this workshop, the law and our moral values as a society could also be
explored in more detail.

This workshop explores legal
and moral frameworks from
the 1860s and relates them
to Law and society’s values
nowadays.

!
!

The workshop explores social
and moral issues through
using reasoning skills to
assess levels of deception. It
provides scope for exploring
how various examples of
deception relate to our moral
values as a society and
individuals, and the
relationship this has to our
law.

The workshop and extension
task outlined above provides
scope for exploring our legal
system / laws.

The workshop develops
critical thinking skills through
supporting participants to
analyse the clarity of
information presented on a
range of resources.

Digital Literacy is embedded
into this workshop through
the use of digital resources
for the main analysis task.
This embeds elements of
information literacy
(assessing the information on
the digital resources), media
literacy (understanding media
texts) and ICT skills
(downloading/accessing
digital resources).

!

www.gbsheritageproject.co.uk

18

!
!
!
!
Time

Activity

Differentiation / Adaptation

0 min

Introduction to the Activity
The facilitator will introduce the session, its activities and learning points to the participants.
Creating a story map (Group Task)
The facilitator will screen ‘The Case of the Fake Surgeon?’ to the group and will work with them
to create a group story-map of the narrative of the animation using The Case of the Fake?
Flashcards, arranging them in the order that they appear in the film and then in chronological
order.
Classroom Detectives Task (Explanation)
The facilitator will explain the Classroom Detectives tasks, and divide the group up into 3 – 5
teams. They will ensure each group (a) understands the task and (b) has the resources needed
to complete the task.

-

Learning
Outcome(s)
-

Q&A

1

Facilitator can use the
‘Example Task’ as a way of
explaining the activity.

2

If the groups finish a task, they
can be allocated another task
from the tasksheet.

2

If the participants have not yet
developed presentation /
feedback skills, the facilitator
could present back their work
for them.
As a group / individually, the
participants could position Mr.
Hamilton’s sign on the
spectrum.

2

5 mins

25 mins

40 mins

1 hour
25 min

1 hour
45 min

2 hours

Optional: The groups will be provided with ‘Detective’ props and costumes.
Classroom Detectives Task (Activity)
In their groups, the participants will examine an email, flyer, poster, leaflet, or audio-visual text
that may (a) be a scam or (b) contain within it information that is not initially clear /
understandable to the consumers. Participants will identify the elements of the resource given
that may be suspicious or deceptive.
Classroom Detectives Task (Feedback)
In their small groups, the participants will feedback the findings from their investigations to the
group by an informal presentation. The facilitator will fill in the gaps in knowledge and analysis,
and use differentiated Q & A techniques to support participants in feeding back their findings.
The Spectrum of Deception
Following on the presentation of their findings, the group will decide on where on the ‘Spectrum
of Deception’ each resource analysed in the above activity should be placed, with one end being
labeled ‘Very Deceptive’ and the other being labeled ‘Not Very Deceptive’. The facilitator should
assist participants in developing reasoning for their choices.

2

Tip: The facilitator should encourage the participants to think about whether or not the resources
in question break the Law.
End of workshop

!
!
!
www.gbsheritageproject.co.uk
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Extended Project: Stop-Motion Animation
Choosing one of the heritage stories from the ‘Newspaper Stories Database’ that has been produced as part of The Good, The Bad
and The Scouse heritage project, or using one of the 8 stories from this pack, the participants will work together to re-imagine the
story as a stop-motion animation over the course of 4 days.

Key Elements

Adaptations

The heritage elements of the project will be determined by the newspaper
story chosen for the project. You could look at job roles, clothing, living
conditions, social hierarchies, the Law etc.
SMSC elements could be embedded through the project, but will be
determined by the newspaper story selected.

There are various forms of stop motion animation
that include:
o Claymation
o Cut-out animation
o Puppet animation
o Object animation
o Silhouette animation

Citizenship could be embedded in this project by encouraging the
participants to reflect upon the lives of the people in their newspaper
stories, and their own lives nowadays.

Rather than using digital cameras to record the
stop-motion animation and then a non-linear editing
software to put it together, tablet technology and
apps such as PicPac could be used.

The participants should be encouraged to reflect upon their learning
throughout the project and at the end by the completion a Learning
Reflection tasksheet.

The stop-motion animation could be used to
accompany a poem rather than a film script.

The participants will develop digital literacy skills in terms of ICT skills and
media literacy by using digital tools to produce a stop motion animation, and
understanding this process further.

Useful External Resources
•
•
•

Into Film: www.intofilm.org/schools-resources and www.filmclub.org/resources/#id/25
BBC Writersroom: www.bbc.co.uk/writersroom/writers-lab
Film Education: www.filmeducation.org/resources/

www.gbsheritageproject.co.uk
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Scheme of Work
This project aims to engage participants in learning about heritage through the exploration and creation of a stop-motion animation based on a heritage
newspaper article.
Learning Outcomes: By the end of the project, participants should be able to Identify and describe the key elements of a heritage story.
1
Aim

2

Write a script and produce a storyboard for a stop-motion animation.

3

Create character models, props and sets for a stop-motion animation.

4

Record and edit a stop-motion animation.

5

Reflect on skills and knowledge developed as part of the project.

Session
Number

Content /
Topic

1

PreProduction #1

2

PreProduction #2

3

4

Production

PostProduction

LO Ref
Number

Overview / Activities

1 and 2

AM: During this session, the participants will be introduced to stop-motion animation, and identify
and describe the characters, locations, key events and heritage elements of a newspaper story.
PM: During this session, the participants will explore scriptwriting techniques and work as part of a
team to produce script for a stop-motion animation based on their heritage, newspaper story.

2 and 3

AM: During this session, the participants will use the script produced in the previous session to
create a storyboard for their stop-motion animation.
PM: During this session, the participants will create the characters, sets and props needed for
their stop-motion animation.

4

4 and 5

AM: During this session, the participants will photograph the images needed for their stop-motion
animation.
PM: During this session, the participants will record the narration and dialogue needed for their
stop-motion animation.
AM: During this session, the participants will use a non-linear editing software to edit together their
stop-motion animation by sequencing their photographs and adding the audio recordings.
PM: During this session, the participants will use a non-linear editing software to add titles, credits
and effects to a stop-motion animation. They will also reflect on their learning journey.

www.gbsheritageproject.co.uk

Resources
Character and Location Profiles,
Flipchart / Board & Pens, Pens &
Pencils, Audio-visual screening kit,
and Scriptwriting and
Storyboarding guide
Flipchart / Board & Pens, Pens &
Pencils, Audio-visual screening kit
Scriptwriting and Storyboarding
guide, Storyboard Template, and
Arts & Crafts materials
Flipchart / Board & Pens, Pens &
Pencils, Audio-visual screening kit,
Digital Camera & Tripod, Audio
Recorder, and headphones.
Flipchart / Board & Pens, Pens &
Pencils, Audio-visual screening kit,
computer/laptop/tablet (s) with
non-linear editing software, and
Learning Journey Reflection log.
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