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1. Introduction

The project “WelComm 2 Explore Europe: Integrated language and cultural learning at early 
age” uses regional heritage across Europe and creates multimedia materials for children 
to help them learn more about the history, nature and culture of their new homeland. The 
project targets primary school children aged 6-12 years old, in need of support in the host 
country’s language, either because they are bilingual or migrant children. WelComm 2 
Explore Europe has developed a set of language products – a board game, comic books and 
experience videos, which integrate a cultural dimension into language teaching and learning.

This document presents the methodology and principles behind the products of WelComm 2 
Explore Europe, the content of the separate elements as well as instructions for (volunteer 
or professional) language educators.
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2. Principles of the methodology

The methodology of WelComm 2 Explore Europe builds upon the methodology of the highly 
successful project “WelComm: Communication Skills for Integration of Migrants (www.
welcomm-project.eu) which created attractive teaching and learning methods and products 
(games, comics, animated films, etc.) for the development of basic speaking/comprehension 
language skills of migrant children in preschool age. WelComm 2 Explore Europe uses this 
methodology as a basis for the development of its main products but adapted to wider 
target groups and using the specific thematic vehicle of cultural heritage. An important 
and innovative part in the project methodology is the approach of turning children into 
co-creators of their learning content whereas children have participated actively in the 
development of all three main products.

2.1 Didactic approach
The used didactic approach refers to the principles for language learning in early age 
in bilingual and migration contexts and concerns the most efficient language learning 
approaches to be included in the three main outputs. They follow the affective-humanistic 
approach combined with the seven principles of multimedia learning.

The Affective-humanistic approach is based on the following:
 → attention to the communication needs of learners
 → importance of language as a tool for self-expression and social interaction (with 

particular attention to the socio-cultural, intercultural and extra-linguistic factors)
 → concept of learning as a constructive process during which learners must be actively 

engaged in the construction of their knowledge
 → awareness and appreciation of differences among learners resulting from their 

heritage, their social environment, their specific interests, their life and school goals, 
their cognitive and learning styles

Total Physical Response (TPR) as part of the affective-humanistic approach:
 → Useful for beginners and young learners
 → Teachers express themselves in the target language and learners respond with 

whole-body actions
 → Listening and responding with actions serves two purposes:

• Quickly recognising the meaning of words
• Passively learning the structure of the language
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Game-based activities as part of the affective-humanistic approach:
 → To provide learners with both a direct help through a significant relationship and an 

indirect help through a cooperative way of working
 → To achieve a significant learning, to develop a sense of self-efficacy, to improve self-

esteem and social skills (language for integration)
 → Games-based learning combines the following components:

• affective (fun, pleasure)
• social (team, group, compliance with rules)
• motor and psycho-motor (movement, coordination, balance)
• cognitive (developing of play strategies, learning rules)
• emotional (tension, challenge, freedom, fear)
• cultural (specific rules and procedures for reaction)
• cross-cultural

2.2 Principles of multimedia learning
The benefits coming from the affective-humanistic approach are combined with the seven 
principles of multimedia learning incorporated in the separate products of WelComm 2 
Explore Europe: 

 → Multimedia Principle – Multimedia Principle – students learn better from words, 
pictures and sound than from words alone 

 → Spatial Contiguity Principle – students learn better when corresponding words and 
pictures are presented near rather than far from each other on the page or screen 

 → Temporal Contiguity Principle – students learn better when corresponding words 
and pictures are presented simultaneously rather than successively 

 → Coherence Principle – students learn better when extraneous words, pictures, and 
sounds are excluded rather than included 

 → Modality Principle – students learn better form animation and narration than from 
animation and on-screen text 

 → Redundancy Principle – students learn better form animation and narration than 
from animation, narration and on-screen text 

 → Individual Differences Principle – design effects are stronger for low-knowledge 
learners than for high-knowledge learners and for high-spatial learners rather than 
for low-spatial learners 
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2.3 Learning through audio/video channels
This approach is used in the WelComm 2 Explore Europe experience videos since short films 
provide a visual medium and are suitable for listening/comprehension activities but also for 
language and culture exercises.

The use of technology, and specifically video, is a powerful educational tool. The WelComm 
2 Explore Europe experience videos enhance skills development by enabling children to 
recognize naturally occurring phenomena (e.g. verbal commands, performance of activities, 
social interactions, etc.) in context; analyse a situation, using principles either introduced 
in the video recording or covered elsewhere in the course of language learning; test the 
applicability or relevance of language concepts in real world contexts, etc. 

The experience videos are based, among others, on the matching modality principle using 
both the audio/verbal channel and the visual/pictorial channel for information acquisition 
and processing. Thus, showing an on-screen motion while narrating offers learners dual and 
complementary streams of information to highlight features. 

2.4 Learning through board games
Board games “are unique in their ability to gather players around a common board face-
to-face play that is  so critical for social development but  also  because  of their complex 
mechanics, real content and rich themes provide authentic experiences and a learning that 
is lasting and memorable.” (Mayer, B. & Harris,C. (2010). Libraries Got Game: Align Learning 
Through Modern Board Games). They prove the perfect pathways to Playful Learning due to 
their dual nature. On one hand, they are structured, open ended, principled, so they allow 
us to grant some rules, set methodology and fulfill set goals. We can orient play and set 
boundaries but the learners will exercise imagination anyhow. On the other hand, board 
games are highly enriching hands-on activities that provide creative learning and playful 
exploration.

Board games have the potential to complement (and in some cases even replace) drill-based 
educational material and traditional instructional methods. In foreign and second language 
learning they present a new type of tool/resource, capable of addressing twenty-first-
century learning skills with ‘rigor’ and relevance. 
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The use of board games enriches the learning process in four fundamental ways: 
1) they reinforce crucial social and life skills;
2) they provide authentic experiences for learners;
3) they engage learners on a familiar level;
4) they promote information literacy and foster high order thinking.

In the context of foreign and second language learning WelComm 2 Explore Europe applied 
this approach to:

 → establish the basic literacy skills needed for reading and understanding; 
 → develop and strengthen learners’ vocabulary base;
 → explore emotional nuances of language and work on critical evaluation;
 → provide cultural values and add cultural aspects of foreign language teaching
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3. Language learning/teaching methods included in the Welcomm 2 
Explore Europe products

3.1 Communicative learning
Communicative learning is a form of learning based on constant interaction between the 
educator and the learners and between the learners with other learners. The interaction 
takes place in the form of communication. Communication can consist of signs, sounds, 
words, looks, phrases, stories, body contact, letters, etc. The learners should be given 
enough time to imitate the demonstrated exercises. Only if learners are unable to 
successfully perform an exercise after several attempts, the educator can help and correct 
them. This has to be done gently and tactfully; learners should never be coerced. 
The educator should make sure that the learners develop an interest in and realise the 
personal benefits of the lesson contents in the very beginning. This realisation should be 
expanded further during the entire lesson. Personal experience should play a central role in 
the learning experience and opportunities for personal applications should be pointed out 
as much as possible. 

3.2 Participative method
The participative method is one of the main tools of changing the focus of the language 
teaching methods from the expertise of the educator to the attitude of the learners. The 
learners’ role is shifted from the passive object and “preceptor” of the teaching methods to 
active participation and they become the subject of the learning process. 
The educator and the learner become partners in developing the process of learning, 
stepping back and forth with the individual experience and new skills. The educator 
facilitates the interactions within the group so that learners can learn from each other. It 
requires also the ability of the educator to react to unexpected issues which could be turned 
into material for learning and development of skills.

3.3 Motivation-raising method
The purpose of the communication of subject-specific background knowledge during 
lessons is an increased motivation concerning the lesson content as well as an increased 
understanding of the interrelation between body and mind. Exercises, games, drama 
activities and similar methods can not only introduce variety into the sequence of units 
but also increase motivation, set a relaxed atmosphere to facilitate communication and 
encourage independent activities. An interactive, learner-centric approach should be 
employed which takes into account learners’ different learning styles and provides ample 
opportunity for learners to express themselves as part of their learning process. Creating a 
welcoming learning atmosphere of inclusion in which learners are motivated to participate 
actively fosters a greater sense of belonging and encourages learning. 
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Furthermore, in order to apply successfully the WelComm 2 Explore Europe products in the 
learning / teaching process, the following aspects need to be observed and implemented: 

 → Increase self-esteem and motivation of the learners 
 → Plan for sufficient time for information intake and understanding 
 → Allocate a lot of practice time 
 → Give clear instructions and keep explanations simple 
 → Use visual aids 
 → Offer frequent repetitions 
 → Always include simple exercises everybody can complete successfully 

3.4 Intercultural competence
Intercultural competences permit sharing an awareness of similarities and differences 
among people, thus avoiding risks such as placing stereotypes and discarding cultural 
diversity. People from diverse backgrounds have different, but equally significant 
contributions to an intercultural encounter due to their own experiences. In order for 
interactions to run smoothly and to avoid misunderstandings, uncomfortable situations and 
conflict, both the members of the group and their educator should be aware of the different 
values, beliefs and attitudes represented in this specific group.

The interculturally competent educator is able to understand, evaluate and relate to 
ambiguous and uncertain intercultural situations, realising the relative validity of the own 
frame of reference and able to select and use communication styles and behaviour that fit a 
specific local and intercultural context. The level of intercultural competence of educators, 
their activity or passivity in the broadly understood area of culture, have an undeniable 
impact on the attitudes of the learners towards constructing the learning process and 
creating a work environment of tolerance, trust and openness.

Ways for developing intercultural competences include:
 → intentional and developmentally sequenced programme design of learning
 → balanced challenge and support, leading to the reduction of anxiety in intercultural 

encounters
 → facilitating learning before, during and after intercultural experiences
 → depth of intercultural experiences and language immersion 
 → intercultural competence training
 → cultivating curiosity and cognitive flexibility
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Intercultural competence essential for teaching across cultures (Bennett 2011):

The effective intercultural educator should have the ability to:
 → Comprehend the role of teaching in the learner’s culture
 → Communicate clearly to non-native speakers of the language used in teaching
 → Facilitate multicultural groups (including turn-taking, participation, use of silence, 

etc.)
 → “Code-shift” from one communication style to another
 → Paraphrase circular or indirect statements respectfully for linear and direct group 

members
 → Express enthusiasm for the topic in culturally appropriate ways
 → Suspend judgment of alternative cultural norms
 → Recognise and address culture-specific risk factors for learners (loss of face, group 

identity, etc.)
 → Develop multiple frames of reference for interpreting intercultural situations
 → Demonstrate good judgment in selecting the most appropriate interpretation in a 

transcultural situation
 → Ask sensitively phrased questions while avoiding premature closure
 → Avoid ethnocentric idioms, slang and aphorisms
 → Interview a cultural informant to obtain needed information on subjective culture
 → Recognise ethnocentrism in goals, objectives, content, process, media and course 

materials as well as group interaction
 → Motivate learners based on their own values
 → Deliver courses in a variety of methods
 → Interpret non-verbal behaviour in culturally appropriate ways
 → Monitor the use of humour for cultural appropriateness
 → Display cultural humility
 → Be culturally self-aware
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4. Techniques for working with children

Children, and bilingual and migrant children in particular, have special learning needs and 
require a tailored teaching approach. Their education is most effective when it is experience-
centered, related to their surrounding environment and directed by learners themselves. 
Strategies that can help achieve that include:  

 → Cooperative learning structures – Educators can use a learner-centred approach. 
Cooperative learning promotes engagement in the classroom by encouraging 
interaction among the learners themselves. The educator, rather than calling on 
one student at a time, allows children to work on class materials with classmates or 
in groups, thus maximising the level of participation. The educator’s role becomes 
that of a facilitator instead which leads to higher achievement while promoting both 
team and class building 

 → Differentiated instruction – Educators can tailor learning experiences to 
differentiate among the individual needs of learners in the classroom. There are 
three main learning styles: visual, auditory and kinesthetic. Educators can also 
differentiate by matching assignments to levels of readiness, offering appropriate 
intervention or extension activities as required. Allowing children to select activities 
based on areas of interest is another great way to differentiate. Offering choices is 
an excellent motivator for kids. Small-group work is one of the most effective ways 
to meet the needs of diverse learners in large class settings 

 → Goal setting – Involving children in the goal-setting process is an excellent way to 
encourage them to take ownership of their learning. In the early stages, goal setting 
needs to be done in a very clear and simplistic way – for example, frequent two-way 
conversations with children about their progress in specific areas. Helping children 
reach their goals calls for educators to provide specific, frequent feedback as well as 
ample time for self-reflection 
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5. Target groups and level of language competence of learners

The WelComm 2 Explore Europe products are designed for developing and upgrading 
language skills of language learners of Levels B1 and B2 (and above) according to the 
Common European Framework of Reference (CEFR). 
The primary target group for application of the products are bilingual and migrant children 
in primary school age (6-12 years old), but the products application can be extended also 
towards the following groups of learners: 

 → Native children aged 6-12 years from the host country both for the purposes of 
learning and mastering their mother tongue and of developing skills in a foreign 
language 

 → Educators: primary school teachers, language teachers, integration trainers, 
afterschool educators for the purposes of applying the products with the children 
they work with

 → Parents of bilingual and migrant children for the purposes of learning of the host 
country language and involving in a process of intergenerational learning 

 → Adult migrants of B1-B2 level for developing and upgrading skills in the host country 
language 

 → Native adults of B1-B2 level for developing and upgrading skills in a foreign 
language 
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6. Teaching process

Below are some aspects for consideration by the educators working with bilingual and 
migrant children: 

 → The educator should use a clear, simple language for instruction to make it easy for 
the learners to understand 

 → Educators should be well prepared in terms of intercultural communication and the 
learners’ social and cultural background. The body language and body contact are 
also considered a considerable part of the educators’ skills. 

 → A sense of humour, positive thinking, reliability of the educators and a good 
atmosphere in the group creates a supportive learning environment and learning 
process and decreases the culture gaps and barriers to language learning 

 → The celebration of success in terms of expressing the achievement of the goals and 
regular participation required is the motivation tool in the middle and at the end of 
the lesson 

 → An advantage in the work with bilingual and migrant children could be to have 
bilingual educators or skilled educators with migration and/or ethnic background 



14

7. Instructions for use of the Welcomm 2 Explore Europe products

WelComm 2 Explore Europe has developed three separate educational products which 
can be used by (volunteer) language educators and/or parents in order to help children 
understand better the content of lessons taught, increase their interest in the benefits of 
learning, raise motivation and create interest in educational opportunities.

The products of WelComm 2 Explore Europe provide different forms of communication 
or expression: board game, comic books, short videos. All three products are uniquely and 
separately developed for the partner countries involved in the project – The Netherlands, 
Bulgaria, Romania, Spain, Belgium and the UK, and they are developed in the respective 
national languages (Dutch, Bulgarian, Romanian, Spanish, French and English). The products 
are available in a tangible form and spread among professional and volunteers working with 
bilingual and/or migrant children as well as children interested in learning one of the target 
languages.
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7.1 WelComm 2 Explore Board Game
The boardgames of the ‘Explore’ series develop language skills and cultural knowledge 
about The Netherlands, Belgium, Bulgaria, Spain, Transylvania region in Romania, and Kent 
County in UK. There is one board game for each of the countries available in the respective 
local language:

• “Ontdek Nederland” is about the Netherlands using Dutch
• “Explore la Belgique” is about Belgium using French 
• “Опознай България” is about Bulgaria using Bulgarian
• “Explora España” is about Spain using Spanish
• “Transilvania” is about Transylvania using Romanian 
• “Explore Kent” is about Kent using English

Each board game is designed for up to 7 players and includes activities through questions 
and challenges the children will have to go through in order to win.

Main goal of the games
With these board games we want to stimulate children to learn more about their country, 
the language and culture. In addition, the games also stimulate curiosity and interaction 
with children from other cultures. Through this method we prepare children for their future 
and adult life, on how to interact with people from different cultures and treat them with 
respect. 
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Content
The games are designed to teach the language and the culture of the local city, region 
or country. Thus, each of the board games (e.g. questions, challenges, descriptions, 
instructions) is developed in the respective national language. Going through the board 
game children are able to learn words, expressions, local stories and sayings and cultural 
facts about their country or region. The game topics are: 

• Art/literature/culture/sports
• History
• Food
• Famous people
• Nature/landscapes/monuments/architecture

There are 50 questions/answers per topic, or a total of 250 questions/answers for a game. 
Local stories, facts and materials are used as cultural references for the questions and 
the art design of the games. All the games are designed in the same style with unique 
components (up to the smallest details like boarders and shapes), representing the cultural 
heritage of each of the countries/regions. Additionally, 31 bonus questions/mini games are 
included in each game to provoke interaction and communication between the players. 

Co-creation and participation in development and testing
Co-creation groups were built with children and educators involved in each partner country 
while working on the questions. 43 children, 19 educators (teachers and language experts) 
and 8 parents were involved at the development stage of the board game. Questions have 
been drafted, written down by partners together with teachers/parents for each topic 
and presented finally to the language expert who finalised them adjusting the questions 
vocabulary and difficulty level to the children’s knowledge level. A final review by partners 
was accomplished by partners and educators to check the content/topic, language and age 
relevance. 

The overall feedback from all the piloting sessions is that the game is undoubtedly amusing, 
educational and easy to follow in terms of gameplay, rules, etc. Many children asked where 
they could buy the game, which is a clear sign of success. The feedback from educators is 
that the board games can easily be used in schools as part of the learning process.
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7.2 Comic books
Welcomm 2 Explore Europe has developed a series of 6 comics with the active participation 
of children aged 6-12 across the six partner countries – the Netherlands, Bulgaria, Spain, 
Romania, Belgium and the UK. Each comic strip represents a story from one of the countries 
adapted and told by the children themselves through drawings. Professional artists 
then used the children’s comic strips to design original drawings, which led to the final 
illustrations included in the Comic books.

Every story is different and is based on a local tradition, saga or myth (the original stories are 
annexed). Although all of the stories take the reader back in time, the children’s humour and 
innovative ideas make them as contemporary as possible. For instance, the stories include 
mobile phones that go back centuries and use simple and modern language instead of 
complex and traditional ways of writing. 

Educational value
Having been developed by children and 
teenagers the comic books can be used to 
teach the language and culture of the countries 
involved. The educational value is two-fold: The 
stories in the books can be used both as tools for 
teaching language and culture but educators can 
also use the practical approach of co-creation 
as a different way of engaging children in the 
learning process by exploring both local cultural 
heritage and the world of comics and graphic 
novels. 

Co-creation and participation in development
The partners have done research on local 
stories and selected stories to work with. We 
are pleased to see we have a variety of themes, 
e.g. Romania has used the theme of nature, 
Belgium – a history and landscape theme using a 
famous statue, Spain – a local festivity, Bulgaria 
– a local tradition, Kent – landscape and The 
Netherlands chose for three legendary characters. The selected stories have been reviewed 
and evaluated to ensure there is consistency in focus and content.
As a next step the partnership built local action teams including the target groups (children, 
educators and partners). During this stage, partners encouraged and prepared the children 
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to draw a comic strip based on the selected legend using a guidance. This has been done 
within 8 workshops organised in 5 countries. 

In general, the scenario of the workshops was: presentation about comic books, showing 
the children what it means to draw a comic book; presentation (reading by facilitator) of 
the legend(s); where children were of different linguistic background - unknown words and 
cultural content were identified and explained. Children worked individually or in teams. 

They were asked to think of a “modern” story on the basis of the legend, or of a fictional 
character (s) to be included in the story. They drew the story in the different blocks and 
wrote under each block or in a text balloon what happened and what the characters said. 
After the workshops, the local project teams analysed the stories from the children work 
and picked the one which seemed the most authentic and interesting in the same time.

The books
The final stories in the Welcomm 2 Explore comic book are: 

• The River Sisters (adapted from the Transylvanian folk legend entitled “The 
Birth of the Maros and the Olt Rivers”)

• The New legend of the Manneken Pis from Belgium
• Three stories about Holle Bolle Gijs from the Netherlands
• The Legend of the Bulgarian martenitsa from Bulgaria
• The origin of “Las Fallas” from Spain
• Margate’s mysterious grotto from Kent, UK

The texts and dialogues of all stories have been adapted and edited by a professional in 
a comic style and respecting the language content framework in English; then the texts 
were translated/adapted into the partner languages. The artistic production and design, 
including lettering in all languages, were fully accomplished by professional artists, who 
drew the comic characters and environment to make them look more or less like the children 
imagined. 

There is a total of 6 Comic books, each one containing all 6 comic strips in the local partner 
language – Dutch, Bulgarian, Spanish, Romanian, French and English. The books have 
common design of the cover and introductory texts included for each story. They are 
available as physical products and distributed to interested organisations and stakeholders 
in the partner countries.
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7.3 Experience videos
WelComm 2 Explore Europe has developed a series of 19 educational experience videos 
showing different stories, landmarks and traditions from the 6 partner countries – the 
Netherlands, Bulgaria, Spain, Romania, Belgium and the UK. 3 videos are available for each 
country in the respective national language (4 for The Netherlands in Dutch), in which 
children participate in the development of the scenarios as the main actors. The short films 
present different situation/stories of children’s shared experience related to the cultural 
heritage, for example: children in a museum/art gallery, in a castle or palace, in a natural 
park; children preparing traditional food with the grandparents or participating in a city 
event. In some of the films children also act as guides to their city’s/country’s culture, 
language and heritage. Scenarios have been developed in a way that they leave space for 
children’s creativity, so they do not have to learn lines, but they can act/react, speak and 
share freely and impulsively.

As a follow-up of the videos there is a set of language games available on the project 
website for the purposes of testing acquired knowledge. The defined language content 
(relevant to the film topic words and phrases) for each of the films is the base for these 
games. Three exercises are developed for each film: a memory game, to fill in missing words 
in a sentence and to put words in the right order to make a sentence.
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Educational value
The videos are aimed to be used for the development of language skills and cultural 
knowledge for the partner countries as a way to engage the YouTube and social media 
generation when studying narrative in a foreign language. Short films provide a visual 
medium and are suitable for listening/comprehension activities but also for language and 
culture exercises as children may be asked to jot down basic notes on the plot, characters or 
setting as they watch the film. The language games related to each video facilitate learning 
and ensure that children learn some phrases and cultural facts through the film they have 
just watched.
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Annex I – The full legends used for the comic books

The Netherlands

Holle Bolle Gijs (Plumpy Chunky Chuck) 
Have you ever heard of the Holle Bolle wagon?
The wagon of Holle Bolle Gijs?  
He could eat and scoff ,
A cow and a calf and whole horse and a half, 

An ox and a bull and sevens barrels of beer,
A boatload of chips and a church full of sheep,
But he was still so hungry, Gijs could not sleep. 

This verse is the basic description of Holle Bolle Gijs. From this verse, children can make their 
own legend about Holle Bolle Gijs.

Witte Wieven (White Wives)
Witte Wieven are female white beings who can help or scare people off. Witte Wieven can 
be seen in forests, cemeteries, in dolmens and near the Dutch Hunnebedden. Witte wieven 
can be seen as spirits or as fairies.
With this description, children can make their own legend about the Witte Wieven.

Bokkenrijders (Goat Riders) 
The Bokkenrijders are men/boy’s flying around on goats. Bokkenrijders are robbers and 
bandits, they raid, steal and scare people. They cause disturbances in villages by flying 
around on their goats. 
With this description, children can make their own legend about the Bokkenrijders.  

Bulgaria

The legend of the Bulgarian Martenitsa
Towards the end of his life, the Bulgarian ruler Khan Kubrat gathered his 5 sons. He was 
holding a bundle of sticks bound together. Khan Kubrat pulled one of the sticks out and 
easily crashed it in two. When he then tried to crash the entire bundle he failed. This was his 
legacy for his sons: that if they stay united, nothing can break them.

Soon after the death of the Khan the Khazarian tribes attacked the Bulgarians and held his 
daughter, Huba, a captive. The Khazarian leader, Ashina, demanded that Khan Kubrat’s sons 
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accept him as their leader – the only condition under which he would release their sister and 
leave them their lands.

The oldest of the sons, Bayan, agreed to accept the Khazarian leadership and stay with his 
captivated sister. The other four sons, however, did not comply with the orders of their late 
father and split apart in a search of new land for their tribes. One of them went north, and 
the other three (Asparuh, Kuber and Altsek) headed south, each taking a different route. 
Before they went their way all 5 brother and the sister agreed that Bayan and Huba will 
remain with the Khazarian leader until the rest find new lands for the Bulgarians. According 
to the agreement Asparuh was to send a bird with a golden thread tied to its leg. This would 
be the sign for Huba and Bayan to escape from Ashina and follow their brothers.

Not long after they left, Huba saw the bird with the promised golden thread on its foot. 
Happy, she and Bayan escaped the Khazarians and reached the lands near the Danube river. 
They had no idea which way to take and the bird was the only one which knew where their 
brothers were. To send a sign, Bayan caught the bird and tied a white wool thread on its 
foot. While he was tying the little threat, soldiers from the Khazarian tribe reached the 
brother and sister and attacked them with arrows. Wounded, Bayan left a red mark of his 
blood on the end of the thread just before he released the bird to fly and find his brothers. 
In this very moment Asparuh appeared on the other side of the river along with his army.

The brave soldiers crossed the river and defeated the Khazarians, saving Bayan and Huba. 
When the brothers and sister got united at last, Asparuh took the white-red thread from the 
bird’s foot and tied a little piece of it on each of his people. He then admitted that he and his 
brothers didn’t listen to the advice of their father and they paid with their blood for splitting 
apart. They called this white-red thread martenitsa and decided that from this day on the 
thread shall never be cut because it will always unite the Bulgarians. 

The martenitsa became the symbol of luck, health, love and joy, which unites Bulgarians all 
over the world on the 1st of March every year.
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Spain

The origin of “Las Fallas”
It is one of the most well known “fiestas” in Spain and the most important festival in 
Valencia.

The festival lasts over several days, finishing up with the impressive burning of the fun, 
brightly colored and enormous-sized figures, or “ninots” as they are known. Therefore, we’re 
not going to tell what Las Fallas is, but rather where the festival originated.

Beginning with the name, “Falla” in medieval Valencian means “torch”. Las fallas at one 
time, many years past was nothing more than the old torches that were placed in the watch 
towers that defended the city. However, in “Llibre dels feits” (a book written between the 
13th and 14th centuries), a story is told of King Jaime I’s men who would carry torches in 
order to light him. Continuing on from there, these torches were also used for illuminating 
fiestas, which is why the name “falla” ended up being used as the name synonymous with 
the celebration.

A legend goes that the carpenters would hold a “fiesta” on their patron saint day – San 
José on March 19th and they would burn wood chips in the doorways of their workshops to 
celebrate the winter arriving to its end. For this they would use a lamp called a “parot”. Over 
time the carpenters tried to outdo one another, adorning their bonfires and even dressing 
the “parot” as a person or client who had been particularly annoying to them throughout 
the year. This custom has continued to evolve and every year the montages seen are more 
complicated and spectacular than before.

There are also those who say that Las Fallas comes from a far simpler origin – a variation of 
other popular festivals in which effigies would be thrown into the fire for representing an 
unpopular person such as a demon or the personification of the winter season. 

None of these theories has ever been proven due to a lack of historical documentation. The 
first written documentation of Las Fallas dates back to 1784. Interestingly, it is noted in the 
city transcripts by the authorities, that it is prohibited to burn “fallas” in the streets of the 
city and instead must place them in areas of sufficient space.

Be what may their origin, Las Fallas has been celebrated for over 200 years… and there is 
still plenty of wood left to be burnt.
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Romania

The legend of Maros and Olt rivers
Above  Balánbánya there is a huge mountain called Tarkő. It was named after a fairy who 
lived there in a golden palace 1000 years ago. The fairy Tarkő had everything including 
two beautiful daughters- Maros and Olt-, but in spite of it she was always sad. She would 
be sitting in front of the window with tears in her eyes. The sisters were quarrelling a lot: 
Maros was calmer than her sister, Olt, who was quick-tempered and wanted to be the first in 
everything.

What really made the fairy sad was the absence of her husband. He was excluded by his king 
after he had dared to contradict him. After that he was not allowed to see his wife again- he 
had to live in the sea while his wife had to live on the land.

When the daughters noticed how sad their mother was they started to ask her about the 
reason . She told them that her beloved husband lived far away by the Black Sea and she was 
not allowed to see him.

”And what about us? Are we allowed to go there?”, the  girls asked. Their mother answered 
that if they could agree with each other she would turn them into two rivers so that they 
could reach their father. But when she left them in the room, they started to quarrel about 
whose name the journey should  wear. They couldn’t come to an agreement and decided to 
travel separately. Their mother didn’t not know anything about it, embraced them and they 
turned into streams. Then she realised that her daughters were leaving for the Black Sea in 
different directions but she couldn’t stop them. Olt hurried but later she got tired and she 
became weak  . Then she heard the voice of her sister Maros, who was coming more slowly 
but with much more power and water. Olt begged Maros to carry her to the Black Sea and 
they got to the sea together. They caught the sight of their father ,who was standing by the 
sea at the point where the Danube flowed into the sea. They started crying  to their father 
but they sank in the sea.

Belgium
The 7 different legends about Mannenken Pis

First legend
Right out of Harry Potter’s hat, the first tells how an old witch living in the oven’s street 
condemned a little boy to a very sad fate. To have relieved a pressing natural need on the 
door, he will have to perform this act eternally in the form of a stone statue. Fortunately at 
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this moment the good old man appeared wearing a statuette comparable to the kid he put 
in place of the little boy.
 
Second legend
The second is also a story of wild pee... A kid as three apples, Little Julien, relieved himself 
against the cell door of a holy hermit. The old man was alerted by the strange noise coming 
from his home and changed the little boy into a stone statue and condemned him to 
continue his immodest act forever. However the end of the legend was changed to not scare 
the children. The father executed a statuette resembling his toddler and at the presentation 
of it his little boy found life.

Third legend
The third legend relates heroic facts. It tells the story of beleaguered Brussels, which 
resisted for several days. The besiegers lit a wick before their departure to burn Brussels. 
Fortunately a little boy passing rue de l’Étuve sees the wick burning. As he did not know 
where to find water to extinguish the wick, he did not hesitate for a second and began to 
water the fire, which went out immediately. The fact was quickly reported and, in his honor, 
the bourgeois raised a statuette reproducing his heroic act.

Fourth legend
The fourth, mischievous, is at the time of the Crusades. In Brussels lived the Count de Hove, 
his wife and his son Godefroid. The latter regularly offering hospitality to these glorious 
fighters, sent to meet his five-year-old son, a very resourceful kid, to welcome them. But the 
latter, mischievous at heart, did not stop watering the procession. To redeem the affront 
inflicted on the combatants, the count and the countess had an expiatory statuette erected.

Fifth legend
The fifth tells the story of a bourgeois child who lost himself in the crowd. Trying to find 
him in the streets of Brussels, the father discovered him, after five days of research, at the 
corner of the rue de l’Etuve and rue du Chene, relieving a pressing need. Delighted to have 
found his son, the bourgeois would have installed a statue immortalizing the moment.

Sixth legend
The sixth, dates back to the 8th century. The wife of a lord gave birth to a baby whose 
first manifestation was “pissing so high” that the beard of Vindicien, bishop of Arras, was 
splashed. This brat was called Manneken-Pis. Shortly after, Vindicator passed away. Where 
to organize the baptismal ceremony and who would officiate? Some Gudule agreed to bless 
the toddler. But seduced by Gudule, the lord left his home, went to the house of Gudule, 
who welcomed him without suspecting his precise intentions! Gudule outraged, declared to 
punish him: “Your only son will grow up and stop pissing again”.
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Seventh legend
And finally the most plausible of all legends, is based on historical facts. In 1142, Godefroid 
III, Duke of Lotharingie, was born. Unfortunately his father, Godefroid II died soon after. The 
moment was deemed propitious by two vassals, Gauthier Berthout and his brother Gérard 
de Grimbergen, to take up arms against their suzerain in the cradle. The Lord of Gaasbeek 
asked for the presence of the young duke on the battlefield.

The cradle was thus hanged on the branch of a young oak tree at the battle site at 
Ransbeek. Four times repulsed, the army of the baby, for whom the battle seemed lost, was 
suddenly galvanized by the sight of the child quietly performing the gesture still famous. 
To commemorate the victory, a fountain was erected in Brussels bearing the name of 
Manneken-Pis. In addition, the young oak was uprooted and relocated to the site of the Rue 
du Chêne.

United Kingdom

The shell grotto: A mysterious discovery

Back in 1835 in a house called Belle Vue cottage in Margate, Kent…
The house was recently bought by a gentleman, Mr James Newlove, who wanted to make 
some alterations. He hired a couple of workmen to help him with the work at the house’s 
duck pond. 
‘Can you please excavate some few feet here, thank you’
‘Sir, please come here, you must see this!’ [Surprised workmen shouting]
The gentleman calls his son:
‘Joshua, please come over here. I will help you to get into this hole to see what there is 
below this pond’
The gentleman lowered his young son Joshua into a hole in the ground of his house. Joshua 
emerges astonished.
‘Father, there are tunnels covered with shells, there are millions of them. It is so beautiful!’
[The father looks puzzled]
‘What do you mean millions of them? What is this?’
[The son continues]
‘It is like a shell paradise. All walls are decorated with strange symbols, they look like 
mosaics. There are millions of shells there, I am telling you.’
A young girl, Joshua’s sister Fanny, appears
‘Father, Joshua and I knew about this mysterious passage a while ago. We discovered it one 
day while playing by the pond. We love getting lost in there’.
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Fanny continues ‘it is so beautiful. There are millions of shells and so many different types of 
mosaics formed. It looks like a work of art’.
Is it an ancient pagan temple? A meeting place for some secret cult? Nobody can explain 
who built this amazing place, or why, but since its accidental discovery, visitors from all over 
the world have been intrigued by the unsolved mystery.
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