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ABSTRACT 

We propose a workshop to be held within “Communities 

and Technologies 2015”, that will explore the role of tech-

nology supporting and mediating cultural heritage practices 

for both professional communities (cultural heritage profes-

sionals, heritage institutions, etc.) and civic communities 

(citizen-led heritage initiatives, heritage volunteers, person-

al and community identified heritage, heritage crowdsourc-

ing, etc.). The workshop will discuss challenges and future 

opportunities for technology use and for design and partici-

patory processes in the context of various heritage commu-

nities, and the role of different stakeholders. 

Author Keywords 

Cultural heritage 

ACM Classification Keywords 

H.5.m. Information interfaces and presentation (e.g., HCI): 

Miscellaneous.  

WORKSHOP THEME 

Cultural heritage is an established domain of study for hu-

man-centred computing - from the design of technological 

interventions at heritage sites, to the analysis and evaluation 

of the role of shared and of personal technologies in herit-

age settings (see for example vom Lehn et al., 2010; Grinter 

et al., 2002; Brown et al., 2003; Ferris et al., 2004; Damala 

et al., 2008; Hornecker, 2010; Ciolfi and McLoughlin, 

2012). The main focus has been for a long time on a tradi-

tional view of heritage, where an official institution offers 

visitors certain content and interaction for interpretation and 

education purposes, whilst cultural heritage is a much more 

fragmented domain where different communities can play a 

significant role and where new socially inclusive and partic-

ipative ideas of heritage have become widespread (Simon, 

2010). Even within established institutions such as muse-

ums, different communities of stakeholders are involved in 

the preservation, communication and sharing of heritage 

holdings: from the community of professionals managing 

them, to the communities of volunteers, of special interest 

groups and of “friends” and supporters of the institution en-

gaging with them. Technology can feature in a number of 

activities for all these groups, as well as a tool to support 

visitors in their experience of heritage (Giaccardi, 2011; 

Petrelli et al, 2013). Furthermore, there is an increasing at-

tention on civic community-led heritage: tangible or intan-

gible heritage holdings are identified, championed and often 

managed by civic communities where institutional support 

is not present through the use of easily available technolo-

gies such as social media (Giaccardi, 2012; Weilenmann et 

al., 2013). 

The participation of these various communities takes multi-

ple forms. Ciolfi (2013) identifies a set of open issues relat-

ed to the “work” of communities in cultural heritage: 

- The participation of external communities of inter-

est in acquiring and documenting cultural heritage 

holdings for museums and other institutions; 
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- The participation of various communities of inter-

est in generating commentaries and discussions 

around heritage; 

- The role of civic communities in identifying, pre-

serving and communicating heritage. 

Overall, communities of interest around heritage (with dif-

ferent degrees of formality and training) are increasingly 

defining and taking ownership of what is of value for them, 

thus defining and reconfiguring heritage. From cases where 

an established institution and a community of enthusiasts 

work together to consolidate and communicate heritage to a 

wider public – for example the successful “Saving Bletch-

ley Park” campaign in the UK1 where the work of the Brit-

ish codebreakers during the Second World War has been 

brought to public attention and recognition–, to examples 

where ordinary citizens create an informal group for the 

preservation of what they consider to be of value, no matter 

how local or small – such as the Cassiar community initia-

tive in Canada2 for the preservation of the history of a now 

abandoned asbestos mining town and its people -, we see 

that community work in heritage creates rich relationships 

between members and with other stakeholders. The Euro-

pean project “Europa Nostra” (www.europanostra.org) aims 

to involve citizens in the safeguarding of European cultural 

heritage. Conversely, established heritage institutions are 

increasingly open to community outreach (Maye et al., 

2014). 

In this workshop we aim to discuss examples of such multi-

faceted community involvement in cultural heritage and of 

related technology design and use. Issues that we wish to 

explore further with the workshop participants include: 

- The emergence of communities of interest and of 

practice in cultural heritage and how technology 

mediates this; 

- Studies of communication and interaction within 

and among heritage communities; 

- Practices of participation and cooperation by herit-

age communities in technology design; 

- Crowdsourcing, participatory science initiatives 

and community engagement in cultural heritage  

- Technology design and evaluation for heritage 

communities; 

- Challenges and opportunities for community in-

volvement in cultural heritage. 

 

                                                           

1 http://savingbletchleypark.org/ 

2 http://www.cassiar.ca/ 

IMPORTANT DATES 

Subject to acceptance of the workshop proposal, a call for 

participation will be circulated during March 2015. Notifi-

cation to accepted participants will be sent by early May 

2015, in time to allow participants to organize travel to Ire-

land and to avail of the early registration rate. All the work-

shop submissions will be reviewed by the group of organis-

ers.  

AGENDA 

The workshop will run over 1 day. The call will request the 

submission of short position papers including the authors’ 

bio sketch. The positions papers will be shared with the 

group ahead of the workshop. During the workshop, we 

will foster debate moving away from traditional paper 

presentations, and by facilitating discussions on shared arte-

facts. We will invite the participants to contribute to the 

workshop presenting either posters illustrating a con-

cept/framework, or samples of data collected during field-

work, or demos/prototypes, and these materials will be the 

main subject of the show and tell and of the discussion.  

In the afternoon session, we will lead more focused small-

group discussions on specific questions/issues, and practical 

brainstorming exercises if the number of participants al-

lows. A workshop blog will be used during these exercises 

to aid and document the event, and to disseminate results to 

the wider Conference.  

Agenda outline: 

09:00-09:30 Welcome and introductions 

09:30-10:30 Participants’ show and tell (20 mins each incl 

Q&A) 

10:30-11:00 Break 

11:00-12:00 Show and tell ctd. 

12:00:12:45 Discussion on main issues emerged, setting 

agenda for afternoon 

14:00-15:30 Hands-on work in small groups 

15:30-16:00 Break 

16:00-17:00 Groups report back; final discussion and future 

plans 

MARKETING STRATEGY 

A call for papers will be sent to the main distribution lists 

such as CHI Announcements and BCS HCI, and we will 

also address more recently established communities as for 

example the EUSSET list, relevant social media outlets 

(e.g. CHI and CSCW Facebook group, etc.) and our own 

institutional websites. We will also target cultural heritage 

forums and lists (such as the Museum Computer Group 

mailing list and the Museum 3.0 online community) in or-

der to encourage participation from the cultural heritage 

domain. Furthermore, we will contact directly a number of 

researchers and designers who are working in this field and 

http://www.europanostra.org/


encourage their participation. We will create a workshop 

website including a blog to share information and increase 

visibility. 

We are aiming at having no more than 10 participants in 

order to make in-depth discussion possible. 

We are planning to produce an edited publication as even-

tual workshop outcome, thus encouraging participants to 

join and subsequently submit a contribution for review to-

wards the publication. 

CONTRIBUTION TO C&T 2015  

We hope to use materials that will be produced during the 

workshop, such as posters and a blog, to give the workshop 

visibility during the main conference, if space and facilities 

will allow it. The blog will also be created for the workshop 

as part of our website; pre-workshop, this blog will act as 

an online workspace for the workshop participants and as 

an initial discussion forum, also making preliminary mate-

rials available to conference delegates and other interested 

parties. Post-workshop, the blog and website will serve to 

disseminate themes discussed in the workshop, summarise 

its outcomes and act as a platform for future develop-

ments/dissemination. 

ORGANISERS  

The organising group brings together expertise in studying 

various aspects of cultural heritage technologies and of pro-

cesses of community participation and engagement, both 

from the point of view of informing the design of heritage 

technologies through studies of community practices, and 

of developing novel interaction modalities for a variety of 

end users. The organisers are all members of the EU project 

meSch – Material Encounters with Digital Cultural Herit-

age (www.mesch-project.eu), which is investigating the use 

of tangible and embodied technologies for cultural heritage 

through a process of co-design with heritage communities. 

The work on the meSch project and the insights gained by 

the organisers through this will be valuable resources in co-

ordinating the workshop discussion. Members of the organ-

ising group have also significant experience in organising, 

promoting and running workshops and other international 

events. 

Luigina Ciolfi 

Luigina is Reader in Communication in the Communication 

and Computing Research Centre, C3RI, Sheffield Hallam 

University (UK). Her main research interests focus on peo-

ple’s experience of technology in the physical world, no-

tions of space and place and situated conduct, and practices 

of mobility in context. She has worked on several research 

projects exploring interaction with technology in public 

spaces, heritage settings, and practices of work and life on 

the move. Having studied cultural heritage technologies for 

almost 20 years, she is now interested in exploring practices 

of collaboration and co-design involving various cultural 

heritage stakeholders. 

Areti Damala 

Areti is Research Associate in Experience Design and User 

Studies in the Department of Computer and Information 

Sciences, University of Strathclyde, Glasgow, UK. She 

holds a BA Hons in History of Art and Archaeology, an 

MPhil in Cultural Informatics and a PhD in Human Com-

puter Interaction. Her main research interests lie at the in-

tersection of Experience Design, Interaction Design, muse-

um learning, evaluation, and museum and visitor studies. 

Areti has collaborated and worked with museums, galleries, 

museum visitors, CH professionals and New Media Artists 

in Greece, Spain, France, Italy, the UK, the Netherlands and 

the USA. 

Eva Hornecker 

Eva is a Professor of HCI in the Faculty of Media at the 

Bauhaus-Universität Weimar (Germany), and a lecturer at 

the University of Strathclyde. Her research investigates 

people’s interaction with physical and embedded technolo-

gies, e.g. with tangible or UbiComp systems or gestural and 

embodied interaction. Her work often focuses on the social 

interactions that evolve around such systems, in particular 

in public settings, such as museums, heritage sites or in ur-

ban settings. She has worked with museums and heritage 

sites in Germany, England and Scotland on the develop-

ment and evaluation of museum technologies and installa-

tions.  

Monika Lechner 

Monika is Quality Manager, Digital Cultural Heritage at the 

DEN Foundation (The Netherlands). She holds a BA in 

Dutch Studies and an MA in Books & Digital Media Stud-

ies. Her main expertise includes assuring quality and evalu-

ation for digital heritage projects and disseminating the re-

sults to the heritage sector. She focuses on bridging the gap 

between technically detailed texts and easily understandable 

documentation of standards that should be applied in digital 

heritage projects 

Laura Maye 

Laura Maye is a Research Assistant and PhD Candidate at 

the Interaction Design Centre, University of Limerick. Her 

current research is concerned with co-design in cultural her-

itage and the use of interactive digital technologies and 

toolkits in cultural heritage sites. This is her main focus 

within the meSch project. Her thesis topic explores how 

digital technologies are used within museums during the 

process of creating and adapting museum activities. 

Daniela Petrelli 

Daniela is Professor of Interaction Design at the Art & De-

sign Research Centre, C3RI, Sheffield Hallam University 

(UK). Her research interests have always stretched across 

boundaries and her publications contributed a human-

centred perspective in novel research themes such as cross-

language information retrieval, knowledge search and visu-

alization; personalization of cultural heritage, tangible and 

embedded interaction. She started working within the con-



text of cultural heritage in 1996, specifically on personalisa-

tion of museum guides and mobile systems. She now coor-

dinated the meSch EU project that aims at enabling cultural 

heritage professionals to create tangible, personalised and 

interactive experiences for their audiences. 
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