B Ref. Ares(2022)7202808 - 18/10/2022

European
Commission

RelnHerit
Redefining the Future of Cultural Heritage, through a
disruptive model of sustainability

l‘gl
%

RelnHerit

Redefining the Future
of Cultural Heritage

www.reinherit.eu

This project has received funding from the European Union’s Horizon 2020 research
and innovation programme under grant agreement No 101004545




Project

Project Number 101004545
Project Acronym RelnHerit
Project Title Redefining the future of cultural heritage, through a disruptive model of

sustainability

Starting Date

01/03/2021

Duration in Months

36

Funding Scheme

Coordination and Support Action

Call (part) Identifier

H2020-SC6-TRANSFORMATIONS-2020

Topic TRANSFORMATIONS-19-2020
Culture beyond borders - Facilitating innovation and research cooperation
between European museums and heritage sites

Website www.reinherit.eu

Deliverable

Work Package 6

Task

Deliverable D6.2-6.7

Dissemination Level Public

Type of Deliverable Brochure

Leader Graz Museum
Due Date 30.09.2022
Submission Date 1710.2022

Keywords

Exhibition, Open Call, Call for Contribution

Version History

Version

Date

Authors Notes

V1.0

1710.2022

Nefeli Bantela, Catalin Betz,
Sibylle Dienesch, Helene
Godl, Irini Khenkin, Martina
Schiller, Rainer Stadlbauer,
Chiara Zuanni

Review by: Paolo I\/Iontgmurro
(MateraHub), Susanne Adahl (ARCADA),
Dr. Panayiotis Charalambou (CYENS)




‘@Jﬁ :
BN S
= s

@@ -ﬁi Bank of Cyprus

T
¥,

ﬁﬁ

¥
ECTN

EUROPEAN
CRLITUYEAL
TOURISM
M ETWORK

' 2 Cultural Foundation

N\

UNIVERSITY
of NICOSIA

SCHOOL OF LAW

CYENS

CENTRE OF EXCELLENCE

¥SS&enible

UNIVERSITA
DEGLI STUDI

FIRENZE
MICC

Centro per la Comunicazione
e I'Integrazione dei Media

1)
[=])
MUSEUM
m LS g OF CYCLADIC
industrie ART
materahub o=, . ‘! NICHOLAS AND DOLLY

W ARCADA




RelnHeri

ion Brochure

ib
t your own

Digital Exh

- Make

]

%
_|
-
_|_
_
L
=
-,
-
o
-
‘—
¢
-
‘—
C
_|
L
o

—

N
b

e
—

p—

———

-—p——— - .-7__-_—_— -

———
Y.
~N

-_———

N

N
N

</
JN
/ N
7N
N

——
~
AN
N
N
/
N
|
S T‘\—

\’

=i
|
— - L - _

?:_f'

—_



< Digital Exhibitions >

( The Digital Collection >< Call for Contribution >

< ReThinking CONFLICTS >

< Technical Implementation >< Digital Visitors Engagement >

( Design >< Whats's Next >< Imprint >




< Digital Exhibitions )

( The Digital Collection >< Call for Contribution )

( ReThinking CONFLICTS >

( Technical Implementation )( Digital Visitors Engagement )

( Design >< Whats's Next >< Imprint >

ReThinking IDENTITIES, CONFLICTS and CRAFTSMANSHIP

A collaborative Digital Exhibition on Social Issues

RelnHerit ReThinking Digital Exhibition expands the concept of the ReThinking Travelling
Exhibition into the digital world. It can be viewed as complementary to the exhibition in the
analogue space and it can be experienced as a stand alone exhibition.

RelnHerit ReThinking has been created and implemented by the three museums “Museum of
Cycladic Art” in Athens, “Bank of Cyprus Cultural Foundation” in Nicosia and “Graz Museum”,
with different collections. with different collections. Every museum has developed a narrative
around a Thematic Area related to the meta-topic social issues. All narratives are based on
objects shared by the three museums. The exhibition will offer an engaging visitor experience,
which is achieved by working with interactive elements.

Furthermore, the exhibition will be complemented by a collection of digitised objects. Any
museum or Cultural Heritage institution can contribute by uploading relevant objects to the
Thematic Areas and thus contribute to a collectively growing international digital collection.
Different visualisations along a time and space continuum and filtering options will allow

for differentiated analysis of the contributed digital objects in the collection. Possibilities to
download the objects for professionals and visitors support the concept of the project's claim
#make it your own.
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What is the project about ?

The Horizon 2020 project RelnHerit focuses on current challenges in the heritage sector
across Europe and aims to foster further communication and exchange opportunities bet-
ween actors of the cultural heritage sector. This includes the networking of Cultural Heritage
Sites and museums, the transfer of knowledge, and the exchange and sharing of collections
and contents.

Based on the results of the primary and secondary research conducted in the RelnHerit pro-
ject the three partner museums, Bank of Cyprus Cultural Foundation, Museum of Cycladic Art
and Graz Museum have developed three Travelling and three Digital Exhibitions and a Digital
Collection in a co-creative process.

Social Issues and the three Thematic Areas

The topic “Social Issues” serves as the basis for the three overarching Thematic Areas. Socie-
tal challenges in the changing context of times are of equal concern to societies worldwide.
The Thematic Areas “Conflicts, Conflict Handling and Conflict Resolution”, “Gender Roles,
Diversity and Discrimination” and “Craftsmanship, Production and Environmental Issues”
have emerged from this context, taking into account the respective collections.

The subjects and concerns of this exhibition are at its core the different cultural skills and
abilities that we cultivate in order to deal with social issues and social topics. If we look at
how these skills and abilities are articulated through objects, museum collections can act as
a starting point for the display, interpretation, and contextualization of social issues through a
pan-European lens.

By having each museum supplement the other’s topic through the open sharing of their
collections, the Thematic Areas are no longer separate from each other but in reality, share
many commonalities. This collaboration highlights different ways of approaching social
issues which fosters multidimensional perspectives and invites other museums to join the
discourse.
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The Exhibitions

One Travelling and an online Digital Exhibition will be dedicated to each of the three Thematic
Areas. All Thematic Areas will be on display at the three venues in Athens, Nicosia and Graz,
with the respective objects, as well as the changing narratives, travelling exclusively digitally.
The three exhibitions can be taken over digitally, built up in physical space and expanded by
interested museumes.

Digital Collection

As an integral part of the exhibitions, a Digital Collection is being created within the three
Thematic Areas. In addition to the three project partners, other museums and Cultural
Heritage Sites will be invited to contribute their objects to the collection. This growing
collection serves as the basis for the exhibitions, and it aims to simplify the exchange of
collection objects between museums in the future. It will be hosted on the RelnHerit Digital
Hub provided by the University of Graz.

Digital Exhibition Target Groups

The RelnHerit Digital Exhibitions will be made available online to the target groups through
the Digital Hub. Given the fact that no physical space will be provided, there is special focus
on the following target groups, which as the RelnHerit research suggests are more willing to
engage and interact in a digital environment of cultural heritage, leisure, and life-long
learning, namely:

- Cultural Heritage professionals

- Students

- General public: Young audiences and particularly, digital natives (Generation Z, Millennials
and digital heritage tourists).
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The Digital Exhibitions will foster digital communication with the target audiences through
co-creation and narration of their own stories and personal experiences. Social media
channels will also play an important role in target groups’ engagement especially Instagram
(target group age: 18-34) as well as activities and online special events and workshops
tailored to the needs of these younger target audiences.
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Digital Exhibitions

The Digital Exhibitions comprise three theme-based digital and interactive exhibition secti-
ons and a growing Digital Collection. Each of these theme-based exhibitions is developed by
one of the partner museums and made accessible to the users on the RelnHerit Digital Hub.

Implementation

The Digital Exhibitions of the RelnHerit project aim to expand the concepts of the Travelling
Exhibitions into the digital world. In doing so, they specifically make use of the varied possi-
bilities that digital spaces offer rather than simply digitising the Travelling Exhibitions as they
are. They will focus on creating an engaging visitor experience, which is achieved by working
with interactive elements that can adapt to the Thematic Areas of the Travelling Exhibitions.
Implementing the Digital Exhibitions with these interactive elements requires the content
framework to support a variety of media - such as photos, videos and 3D objects - as well as
different interaction activities — for example, quizzes or branching scenarios. One option for
designing interactive experiences is to use H5P, a cross-platform content collaboration
framework that is often used in online learning content. HoP is designed to be user friendly
and easy to incorporate into other platforms. This facilitates diverse approaches to the inter-
active elements in the digital exhibitions.

Three-dimensional Objects in Digital Space

The ideal form of incorporating three-dimensional objects into digital exhibitions is to create
3D models. Evolving technological developments continually make the tools for creating
these models more accessible. 3D models allow the audience of Digital Exhibitions to explore
and interact with the objects in a more tangible and comprehensive way compared to

objects represented through traditional photographs. These models enable the visitor to spin
and move the object, zoom into its structure and view it from any angle. This leads to a more
engaging interaction with the object, even compared to seeing it in a traditional analog exhi-
bition. Additionally, 3D models with multimedia metadata enable museums to exchange and
share objects from their collections more easily. Therefore, contributing to an ever-growing
inventory of 3D models in the museum context is an important endeavour for the future of

museum practices. A Webinar on how to produce 3D models will be created and uploaded on
the Digital Hub.
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A growing Digital Collection

Many collection objects gather dust in depots and archives and are never used in museums
because they do not fit thematically with the given exhibitions or they simply fall into

oblivion due to the lack of digitisation. This experiment of a general, digitally growing
collection intends to put a stop to this and to mark the beginning of a new age for collections
and their objects worthy of protection.

The aim of the Digital Collection is to network and make the already existing collection items
visible and accessible to the museum world. Three Thematic Areas are available as examples
to illustrate the diversity of objects on different topics.

This particular collection is characterised by the fact that it is located in digital space and thus
has the possibility of general visibility and can expand and continue to grow through all
participating museums. It is intended to integrate as many 3D objects as possible in order to
come closer to a modern way of exhibiting step by step.

On one hand, the collection serves curators to find objects that fit their exhibitions, and on the
other hand, it provides insights to the general public about the many valuable and interesting
objects that are stored in the museum depots.

A simple overview of all the objects welcomes the user to the collection. This low-threshold

access invites the user to dive deeper and to interact with a variety of filters leading to
different visualisations and enabling a theme-based browsing.

11
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Download to make it your own

The Digital Collection also serves as a basis for the upcoming Travelling Exhibitions. Cultural
heritage institutions and museums who will host an Exhibition are invited to download digital
objects to implement them into their own exhibition narrative. The collection offers a growing
pool of museum objects from all periods and from different museums that support each other
by sharing and showing a variety of digitised cultural heritage in their institutions.

Filter Possibilities

The Digital Collection contains two layers of filters. The first layer is already visible on the
landing page and leads to three different visualisations.

- The three Thematic Areas
- A map with the institutions, showing objects they contributed
- A list of the objects that is sorted by different tags

The second layer is located within the visualisation of the Thematic Areas. The user is invited
to operate with the filters that are curated by the museums. The narrative of the subjects
embraced in the exhibitions is the base for these curated filters. Therefore they constitute a
connection between the exhibitions and the objects and give a glimpse on how these
exhibitions are curated.

12
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What is the Call for Contribution about?

For a growing collection, all museums and heritage sites are encouraged to contribute
objects and artefacts to the respective Thematic Area “Conflicts, Conflict Handling and
Conflict Resolution”. In the context of increasing digital challenges for museums, the collec-
tion can facilitate and enhance future work and collaborations with other museums. This
digitally worldwide accessible collection facilitates the finding and display of objects and
opens up new possibilities for representation and a variety of possible perspectives.

An expansion of the collection could support future museum management in creating exhibi-
tions with a rich variety of suitable objects and in connecting analogue with digital objects. By
bringing together objects from all over Europe and establishing unexpected connections, an
extraordinary experience can be created.

How and what to contribute?

Contributions from museums and Cultural Heritage Sites make the collection complete. To
create a variety and diversity, all interested parties are invited to contribute objects to the
three Thematic Areas. Each of these brochures presents one of the themes. To enrich the
experience of the objects in digital form, we aim to include as many 3D objects as possible in
the collection. The objects, as well as the object description and a short text of 600 charac-
ters, can be uploaded via an online form on the Digital Hub (see section “Technical Implemen-
tation”) from January 2023 on.

14
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ReThinking CONFLICTS

Conflicts have accompanied mankind from the very beginning. They are an intrinsic part of
social systems. They manifest themselves in different forms such as fight, dispute, classism
and competition, strike and industrial conflict, class struggle/class conflict and rebellion, war
and civil war.

Conflicts can have different functions for society: they can relieve social tensions and, under
certain conditions, even become the decisive motor for necessary social changes. Conver-
sely, conflicts can escalate to such a high level and be carried out so destructively that they
have fatal consequences for the people (societies) affected.

In the present, we experience multiple forms of crises. We cannot foresee where they will
lead us, as individuals, on a national and on a global level. It is only clear that the world is un-
dergoing a massive process of change. In this situation, conflicts are a normal and inevitable
consequence.

Post-modern, individualistic societies that exhibit only weak social cohesion can cope less ef-
fectively with conflicts. It is therefore important to gain a deeper understanding of conflicts,
their dynamics, the underlying systemic issues and the roles of each and everybody. The ex-
hibition will support this insight with objects that mirror conflicts from different times and pla-
ces and allow various perspectives. They will

4 N

- Represent/depict the conflict
- Show the consequences of a conflict or the result of reprocessing it
- Be part/ object/ trigger of the conflict

\_ /

The exhibition explores objects in terms of what they reveal about conflicts across history and
in a global context.
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The objects in the collection on the Thematic Area of "conflicts” are very diverse and address
different sub-topics. The following three objects deal with rising food prices and the effects
of wars, with geopolitical conflicts and social hierarchies. These subcategories can be expan-
ded by the objects added to the collection and thus open up a range of different perspectives
from different times.

Cherry Rage, 1920

Ax| Leskoschek, 1955
Woodcut

(: Graz Museum :)

Cipro

Nicolo Nelli
Venice, 1570 (first appearance)
Loose-sheet map

(: Bank of Cyprus Cultural Foundation :)

Pyxis

clay vessel with lid
760-750 BC.NG 1103

(: Museum of Cycladic Art :)
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Implementation on the Digital Hub

The Digital Hub hosts the resources produced within the RelnHerit project. Documentation
and instructions for contributing digital objects to the Digital Collection are available in the
professional area of the Hub. The collection will be shown separately, addressing a broader
public. On the backend, the Digital Hub is conceived as a static website, developed in React
and built on Gatsby - paired with the Netlify content management system. The digital objects
contributed via the online forms will be added to the Hub and stored in it. Externally-hosted
3D models can be embedded.

Necessities

An online form is used by museums to easily contribute collection objects. This form includes
information about the objects, the possibility of uploading photos, and the embedding of 3D
visualisations from external platforms. The data from the form will be uploaded and stored in
the Digital Collection section of the RelnHerit Digital Hub. A thesaurus helps to enter the in-
formation more consistently, enabling a choice among predefined options. The form helps to
ensure consistency across the descriptions of the objects, thus facilitating their indexing and
findability in the Digital Collection.

RelnHerit Thesaurus

In order to establish a metadata structure that facilitates the technical functions of the Digital
Collection, the contributors will receive guidance for their data entries in the form of a thesau-
rus. This thesaurus will provide a general base structure and a content based core vocabu-
lary to follow for entering and tagging objects in the digital collection. The structural guiding
elements aim to optimise search and retrieval functionality in the database. In addition to the
base vocabulary, the thesaurus will be equipped with the possibility to expand the predefined
vocabulary. This serves the purpose of encouraging a larger variety of entries and avoids the
issue of excluding potential entries that might not find themselves represented in the core
vocabulary. The aim of this open and adaptable design is to generate a vocabulary through a
collaborative process and to create a draft for a new thesaurus in the field of cultural heritage
as an additional outcome of the RelnHerit project.

19
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Networking Functions

The Digital Hub includes a networking area, in which a forum enables professionals to con-
nect and share information. The forum is implemented through Gitter, and it requires authen-
tication via GitHub or Twitter. Different ‘rooms’ can be created according to the needs of the
community; the RelnHerit core team will be responsible for ensuring a safe environment for
all participants. Here, professionals interested in hosting a Travelling Exhibition or in contribu-
ting objects to the Digital Collection will be able to ask questions and receive support,
reporting back on their experiences.

20
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Engagement of the Users within the Digital Exhibitions and the Digital Collection

- The Digital Exhibitions will be presented within an interactive tool, which relate to the
content and support the subject and its narrative. The users can explore the contents in a
game-like setting.

- Within the Digital Collection users can explore the objects by the use of different filters to
experience various visualisations. Annotated 3D objects foster an interaction with the object
itself.

Digital Engagement in the Travelling Exhibition and its connection to the Digital Exhibitions

- The visitors of both the Travelling and the Digital Exhibition will be integrated by an encou-
raging discourse tool, which fosters a reflection on the respective topic. This content will be
transformed into a virtual overview where visitors may compare themselves with others in the
world. Results will be shown online and in the exhibition. In this way the audiences and the
Exhibitions will be connected and find a common ground.

- The audience of both forms of the exhibition will be invited to take part and collect

virtual content, which will be represented in the exhibitions (live broadcast). The implementa-
tion works through Social Media and specific, theme-based Hashtags. Therefore they shape
and expand the exhibitions with their content.

- The Travelling Exhibition displays mainly digital objects. These objects will be represented
in different kinds of representation forms (3D objects, animations). Showing digital objects
also provides an interaction e.g. through gesture control or by having the choice to "inter-
vene” in the narrative. The audience of the Thematic Area of "ReThinking CONFLICTS” for
example may choose a specific perspective at the entrance and will be guided through the
exhibition by following this narrative.

22
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Interface Design

The Travelling Exhibitions, the Digital Exhibitions and the Digital Collection share a common
design basis to appear as one unit and to ensure the coherence between the different appli-
cations. Typography and colors, but also the organisation of information follow the same de-
sign guideline.

The interface of the Digital Exhibition is as intuitive as possible to show the objects to their
best advantage. Usability is put first and consequently the interface design is restrained and
very clear. It is equally important to make the interface work across multiple devices. Within
the development of the interface the focus lies also on a mobile and responsive version.

Relnlerit

( Topic )( Place )( Time ) Rotr

The RelnHerit proposed model will be based on the development of a digital cultural heritage ecosystem, where all the key stakeholders
(museums, heritage sites, policy makers, professionals and communities) will have an open and collaborative space to experiment, share
and innovate. This will be achieved through the creation of an innovative Digital Hub. Tools and resources (on training, tourism, conser-
vation, preservation, knowledge creation, content use reuse, illicit trafficking of goods) necessary for sustainable management will be
shared through the digital platform that will host the ecosystem. This ecosystem will also be the experiential open-ended space that will
support and generate entrepreneurial initiatives, knowledge produced through co-creation, curation of digital content and visitor expe-
riences. The proposed work plan includes a variety of key activities that will enable the collaboration of museums and cultural heritage
sites, real-time. The proposed work plan includes a variety of key activities that will enable the collaboration of museums and cultural her-
itage sites, real-time. 1000 CHARACTERS
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Sorting Objects and Information

The Digital Collection gives an overview of all the objects available so far. Therefore the
landing page itself works as a canvas showing all the items in the collection in an unsorted
way. It is up to the visitors to make use of the filters to sort this collection based on their own
interests. Every object in the collection has an object label and object texts, which will be
supported by 3D models and object photos.

Relnherit
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When will it be possible to contribute objects?
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From January 2023 on. ﬁt

G =
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When will the Digital Exhibitions be displayed?

[=]
[=]

[=]

From January 2023 on.

Are my contributed objects protected and who can use them?

In order to support the goal of simplified access and exchange of objects between museums,
we recommend the use of a Creative Commons licence for all contributions to the Digital
Collection. The specific recommended licence type for licensing the objects in the Digital
Collection is the Creative Commons Attribution - No Derivatives 4.0 International licence. It
allows reusers to copy and distribute works in any medium or format in unadapted form only,
and only so long as attribution is given to the creator. The licence also allows for commercial
use. This makes it possible to use the objects in exhibitions and other presentation formats
while protecting it from any modifications and guaranteeing that the original creator

receives credit for their work. For further information on the Creative Commons licences,
visit the Creative Commons website at the following link:
https://creativecommons.org/about/cclicenses/
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Contact

Graz Museum
www.grazmuseum.at/en/

Catalin Betz
catalin.betz@stadt.graz.at
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Exhibition Design

studio-itzo
www.studio-itzo.com

Licence

Project Partners
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ﬁ@ ¢ Cultural Foundation

www.boccf.org
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www.cycladic.gr/en

This brochure is licensed under a Creative Commons Attribution NonCommercial
NoDerivatives 4.0 International Licence. It allows reusers to copy and distribute the material
in any medium or format in unadapted form only, for non commercial purposes only, and only

so long as attribution is given to the creator.

https://creativecommons.org/licenses/by-nc-nd/4.0/deed.en
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