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Reflec%on	on	the	role	of	co-design	in	a	
large-scale	interna%onal	collabora%on		



•  The	meSch	project	
•  The	role	of	co-design	in	meSch	
– Co-design	workshops	
– Exploratory	labs	
– Case	studies	
– Authoring	feasts	

•  The	meSch	outcomes	
•  Reflec2on	on	the	co-design	process	



•  BSc	in	Cyberne2cs	(1981)	
•  Career	in	soOware	development	
•  PhD	focusing	on	the	Evalua2on	of	Informa2on	Systems	in	

2001		(Bucharest,	RO)	
•  How	do	people	learn/know/share	in	communi%es?	
•  SoOware	Engineering,	Open	Source,	Global	SoOware	

Development	(2003-2008)	
•  Social	Media,	Communi2es,	Loca2on-Based	Social	Media	

(2008-2010)	
•  Civic	engagement,	DIY,	Community	gardens,	biodiversity	

(2010-2013)	
•  Cultural	Heritage	(2013-2017)	
•  Collabora2ve	Economy	(2017-2021)	





Material	EncounterS	with	digital	Cultural	Heritage	
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To	 bridge	 the	 gap	 between	 physical	 and	 digital	 collec2ons	
and	 enable	 cultural	 heritage	 professionals	 to	 create	 novel	
experiences	that	best	convey	the	value	of	their	ins2tu2ons	to	
their	visitors	onsite	and	online.	
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•  My	team	knew	licle	about	these	prac2ces;	
•  We	started	with	interviews	and	observa2ons	in	
Ireland	and	in	Europe.	

•  PhD	student	embarked	on	ethnographic	work.	
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Partners	collabora2ng	with	local	heritage	ins2tu2ons	
and	with	the	meSch	heritage	partners	
	
Early	prototypes	to	try	out	ideas	and	generate	
�templates�	of	interac2on	(�recipes�)	
	
Func2onality	just	one	aspect,	design	and	look	&	feel	
equally	important	
	
Portability:	what	is	the	interac2on	concept?		
	









•  Mari%me	Museum	
•  Dordrecht	Museum	



-  Sheffield	General	Cemetery	

	



•  The	Hunt	Museum,	Limerick	



Co-design	at	Centro	de	Arte	Dos	5	de	
Mayo	

Co-design	at	MediaLab	Prado	



Riverside	Transport	Museum,	
Glasgow,	UK		



The	Weimar	Historical	Cemetery	













-	co-design	in	context	
-	crea2ng	shared	understandings	
-	working	with	actual	museum	artefacts	



hcps://youtu.be/q8NdtIYZgw8	



•  Star2ng	from	an	open	brief	–	the	Compass	
•  Star2ng	from	a	working	prototype	–	the	Egg	

•  Publica2on:	
Ciolfi,	L.,	Avram,	G.	,	Maye,	L.,	Dulake,	N.,	Marshall,	M.T.,	
VanDijk,	D.,	McDermoc,	F.(2016)	“Ar2cula2ng	Co-Design	in	
Museums:	Reflec2ons	on	Two	Par2cipatory	Processes“,	In	
Proceedings	of	the	19th	ACM	Conference	on	Computer	
Supported	Coopera2ve	Work	&	Social	Compu2ng	(CSCW	’16).	
ACM,	New	York,	NY,	USA,	pp.13-25	



Understanding	the	needs	of	cultural	heritage	
professionals	and	co-designing	the	tool	

Publica2on:	
Mar2n	Risseeuw,	Dario	Cavada,	Elena	Not,	Massimo	Zancanaro,	Mark	T.	
Marshall,	Daniela	Petrelli,	and	Thomas	Kubitza.	2016.	Authoring	Augmented	
Digital	Experiences	in	Museums.	In	Proceedings	of	the	Interna(onal	Working	
Conference	on	Advanced	Visual	Interfaces	(AVI	'16),	Paolo	Buono,	Rosa	
Lanzilos,	and	Maristella	Matera	(Eds.).	ACM,	New	York,	NY,	USA,	340-341.	





Case-studies:	long-term	museum	exhibi2ons	integra2ng	meSch	
technology,	in	the	hands	of	heritage	ins2tu2ons:	

	
•  	�	The	Hague	and	The	Atlan2c	Wall:	War	in	the	City	of	Peace�	

exhibi2on	at	MUSEON,	The	Hague	(April-November	2015);		
•  �Feint:	Unravel	the	Illusion	of	Movement	in	Greek	Art�	

exhibi2on	at	Allard	Pierson	Museum,	Amsterdam	(June-
August	2015);		

•  �Voices	from	Forte	Pozzacchio�	at	Museo	della	Guerra,	
Trento	(September-November	2015;	March-July	2016)	





hcps://youtu.be/sK3AdQU9kkc		



hcps://vimeo.com/146224161		



hcps://youtu.be/DReu2J7eWx4		





hcps://youtu.be/q2qw6N9X7rM	



hcps://youtu.be/9XQtAssUm50	







hcp://mesch-project.eu/Co-design/	
	











•  Ac2vity	or	process?	
•  Ethos	of	the	project	
•  Long	term	(4	years),		large	distributed	team	
•  During	the	case	studies,	sustaining	the	co-design	process	

outside	of	dedicated	�ac2vi2es�	required	effort	and	mediated	
communica2on	

•  Crea2on	of	a	project	team	shared	language	(from	‘brief’	to	
‘blidget’)	

•  Relying	on	each	other�s	exper2se	-‘transac2ve	
memory’	(Wegner	1985)	

•  Language	groups		
•  Pusng	2me	aside	to	reflect	on	the	process	



•  Par2cipant/non-par2cipant	observa2on	
•  Documen2ng	each	ac2vity	retrospec2vely;	postmortem	aOer	

each	co-design	ac2vity;	
•  (facilitator:	part	of	the	group	or	impar2al?)	
•  Interviews	with	par2cipants	involved	in	co-design	before	and	

aOer	the	case	studies	
•  Curators	documen2ng	the	co-design	process	during	the	case	

studies	
•  Observa2on	during	and	ques2onnaires	aOer	the	authoring	

feasts	



•  The	brief	sets	the	tone,	the	power	rela2onships;	
•  Who	benefits?	How	do	we	‘configure’	par2cipa2on?(Vines	et	

al.	2013)		
•  Co-design	takes	2me,	while	unilateral	decisions	are	quick	
•  Intricacies,	poli2cs,	lack	of	specific	skills,	lack	of	con2nuity	
•  The	priori2es	of	the	project	vs	the	priori2es	of	the	cultural	

heritage	ins2tu2on	
•  Mo2va2ons	of	cultural	heritage	professionals:	

–  control	over	installa2on	and	content;		
–  repurposing	and	reshaping	interac2ve	installa2ons;	
–  tangibility	-	the	role	of	replicas	
–  use	of	exis2ng	already	digi2sed	content;	free	content	

•  Is	co-design	feasible	in	a	museum	team?	What	is	needed?	



•  Co-design	ac2vi2es:		
–  the	kick-off	dedicated	to	team	building	and	sesng	the	
tone	

–  co-design	workshops	for	understanding	curatorial	
prac2ces	and		the	affordances	of	the	technology	

•  Co-design	of	the	evalua2on	framework	
•  Co-design	of	the	authoring	tool	
•  Co-design	of	the	co-design	resource	



•  Data	analysis	-	s2ll	ongoing;	
•  How	are	skills	and	knowledge	transferred	across	professional	

boundaries?	Can	we	replicate	this?	
•  How	is	the	culture	of	the	organisa2on	influencing	this	

process?	
•  Is	there	a	way	to	support/scaffold	team	dynamics?	Who	

creates	the	brief?	
•  How	do	we	make	the	co-design	process	sustainable?	
•  Where	do	we	go	from	here?	
•  Will	cultural	heritage	ins2tu2ons	be	able/willing	to	embrace	

co-design	–	while	adop2ng	(or	not)	the	meSch	plaxorm?	



The	project	(2013-2017)	receives	funding	from	the	European	Community’s	Seventh	
Framework	Programme	‘ICT	for	access	to	cultural	resources’	(ICT	Call	9:	FP7-
ICT-2011-9)	under	the	Grant	Agreement	600851.	

Thank	You!	


