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Abstract

This paper illustrates the innovative approaches proposed by the AthenaPlus project in valorising
digital cultural heritage through a set of creative open source tools. In particular, we will describe
CityQuest (dedicated to the discovery of cultural heritage) and MOVIO (enabling the creation of
cultural narrations). Both address cultural institutions, educators, and tourism organisations who
want to create digital exhibitions, thematic paths, and tourist routes, valorising both tangible and
intangible heritage preserved in GLAMs (Galleries, Libraries, Archives and Museums) and on the
territory.

The article describes the current state of development of the tools, summarizing their features
and illustrating some case studies carried out by the project partners in the first phase of the
projectafter being trained on how to best take advantage of them.

Moreover, the workflow for monitoring the progress and results of the pilots is desctibed,
illustrating the methodology cartied out in the virtual living labs set up for the project.
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Introduction

AthenaPlus stands for “Access to cultural heritage networks for Europeana”. It is a CIP
(Competitive and Innovation Programme) best Practice network coordinated by the Union
Catalogue of Italian Libraries (ICCU - www.iccu.sbn.it) and is composed of 40 partners from 21
Member States whose main goal is to supply Europeana, the European portal of digital cultural
resources, with almost 30.5 million records. The AthenaPlus partners are also developing
software applications for the creative reuse of digital cultural resources and the enhancement of
multilingualism in digital environments.

In particular, the AthenaPlus consortium set up a complete cultural workflow: initially, cultural
partners collect content items to be made accessible on Europeana; meanwhile, technical
partners develop innovative tools for creating digital exhibitions and narrations to be published
for their audiences (the educational community, tourism audiences and the general public). Some
of the cultural partners, who are creating content collections for Europeana, also use the ready-
made tools to build pilots and reuse authoritative collections (for example, connecting to their
resources on Europeana). Finally, quality monitoring activities and training workshops guarantee
long-term consolidation. The pilot’s results will generate knowledge and experience for the entire
community as best practices to be emulated and followed by others, thanks to training courses
and seminars held all over Europe, open to a vast public of GLAMs experts, researchers, and
students.

AthenaPlus is developing tools to enable curators to valorise either tangible or intangible cultural
heritage in a creative way through technology. As stated by UNESCO, “The term ‘cultural heritage’
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has changed content considerably in recent decades [. . . | Cultural heritage does not end at monuments and collections
of objects. 1t also includes traditions or living expressions inberited from our ancestors and passed on to onr
descendants, such as oral traditions, performing arts, social practices, rituals, festive events, knowledge and practices
concerning nature and the universe, or the knowledge and skills to produce traditional crafts.””.

Cultural institutions store, preserve, and manage large and invaluable amounts of documentation
of human history and cultures (photographs, manuscripts, audio and video recordings, etc.): they
have broad and, in general, standardised approaches for preservation and collecting. In addition
to preserving their cultural resources, curators now need adequate instruments to communicate
and valorise their collections: thanks to new digitization campaigns, a lot of material is being
made accessible day after day to the users, offering them opportunities for learning, edutaining,
carrying on new research studies, and generating new culture.

Cultural content can be presented through infinite paths but, most importantly, it can be guided
logically and personalized according to the needs of the audiences. In fact, a collection of digital
items such as images, videos, audios, and documents does not constitute intelligible knowledge.
Such collections require careful selection and organization to illustrate and narrate events and
facts. They need to be tied together in a narrative or a logical itinerary. Ours is an age of moving
from encyclopaedic knowledge collection into storytelling knowledge narration. Digital
narration can be edited in such a way as to provide alternative or denser experiences for the
understanding of a topic, involving the user in the process of discovery, knowledge acquisition,
and learning of tangible and intangible cultural heritage.

In this article we will present two tools - CityQuest and MOVIO — aiming at valorising cultural
heritage in a creative way.

CityQuest is a software program developed by the Belgian competence centre PACKED
(www.packed.be) that allows the creation of paths through the town with riddles and narrations.
MOVIO, developed by the Italian Company GruppoMeta (www.gruppometa.it), is an innovative
application for creating digital exhibitions and thematic routes as well as telling stories by means
of different kinds of digital media (text, audio, video, and images), interlinked through paths
elaborated by experts and curators. The user can navigate through different paths and interact
with the stories created by professional curators. The tool was conceived to satisfy the needs of
different end users, from the more superficial to the researcher. Although still very new, both
tools seem to be very effective in valorising tangible and intangible heritage in educational,
tourism, and research contexts.

Thanks to its user friendliness and widespread dissemination and training, dozens of curators are
already experimenting with MOVIO on a large scale, while CityQuest has just been launched. Itis
very interesting to collect feedback and analyse case studies, because each curator uses the tools
differently, discovering and applying new ways of presenting the digital cultural content to the
users.
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