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Digital resources supporting arts organisations in creating, delivering and capturing value

Digital communication and information technologies, software and services are important resources for organisations to create,
deliver, and capture value. These have the potential to positively impact on the way in which cultural organisations produce
their products and services, target customers, access knowledge and networks and generate revenue.

The majority of arts organisations have websites, email, digitised management systems and use website ticketing services.
Some organisations are using blogs and other social media services to document and promote their activities as well as to
engage customers.

A few organisations take this one step further and use these technologies to engage customers as users and co-producers of
their products or services, challenging previous notions of audience, authorship and ownership. The impact from using such
digital resources comes in many forms and is in a constant state of evolution, driven by technological change, market
innovation and, increasingly, audience demand. It is vital for organisations to consider how this affects their operation, their
engagement of audiences, and the way in which they create new art works or support artistic practice itself.

According to Ofcom (2010) consumers spend almost half of their waking hours using media and communications technologies
with the increase being lead by growing popularity of smartphones.

In MTM'’s (2010) recent report on audience engagement with the arts and culture online, on behalf of Arts Council England, they
identify that half of the online population have used the internet to engage with the arts and cultural sector in the last 12 months.
They state that people currently use digital media primarily as a complement to, rather than a substitute for, the live experience,
finding out information, watching or listening to a clip of an arts performance or exhibition, buying tickets or in some cases
participating in the making of art online.

Ofcom (2009) state that a significant trend indicates that consumers are spending more and more of their time and money on
online leisure pursuits, cutting spending on traditional ‘bricks and mortar’ arts activities, but this is mainly impacting on recorded
artforms such as film and music, where the online experience and recorded art can be close substitutes.



With audio, video, text and pictures reaching consumers via a range of consumer devices, it is evident that cultural
organisations must explore and integrate digital communication, information technologies, software and services in their
offering.

Organisations must build deeper relationship with their customers, encouraging active participation, personalisation and
tailoring of cultural goods and services. There is by no means a ‘one-size-fits-all’ solution, the range of resources available is
dependent on the organisations needs, such as; governance, direction and vision, value offering, market/customer, art form,
planning, people/culture, finances, risk management, processes and systems.

A selection of digital resources is outlined in the following report. These are not conclusive as the territory is rapidly changing
and new and innovative solutions continue to emerge. They are a signpost to digital resources, which can be explored by arts
organisations in the UK. The report contains the following four sections which include links to further information.

Part 1 - Getting to grips with the basics (understanding your needs and expanding your knowledge of digital

resources)

Part 2 - Digital resources for creating value (the making of art and related products and services)

Part 3 - Digital resources for delivering value (distributing art and reaching audiences)

Part 4 - Digital resources for capturing value (supporting sustainable, resilient and innovative business models)
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Part 1 - Getting to grips with the basics

(Understanding your needs and expanding your knowledge of digital resources)
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1 The basics

Many organisations, initiatives and projects offer support and training for artists and arts organisations. Through the Arts
Council Digital Opportunities programme such resources have been identified to support the sector.

Resource - Getting to grips with the basics

AmbiTion provides support and information to arts organisations wanting to build their digital capacity. This is a good
starting point for those organisations with relatively limited experience of integrating digital resources into their
operation and artistic practice. It offers a range of guides and case studies on how to get started with integrating and
capitalising on digital opportunities in your organisation.

The AmbITion toolkit is specifically designed for arts organisations offering an easy to follow step-by-step approach to
understand the digital capacity needs of your organisation, supported by a wide range of templates, tips and resources
to implement digital resources into your operation.

Building Digital Capacity for the Arts is a partnership project between Arts Council England and the BBC skills academy
to offer a programme of seminars and master classes to support arts organisations to create and distribute digital
content. The initial programme will run from March 2011 - August 2012.



http://www.getambition.com/
http://toolkit.getambition.com/
http://www.artscouncil.org.uk/about-us/conferences-training/building-digital-capacity-arts/

2 Expanding your understanding

The type, characteristics, benefit and availability of digital resources continue to change with new solutions emerging and others
becoming redundant. Keeping up to speed is time-consuming but there are some key online sources that can offer an overview
of technological developments to keep you informed.

Most of these take the form of blogs (shared on-line journals), information or news that can be accessed by visiting the blogs
web address (URL (Uniform Resource Locator) in internet jargon) or by subscribing to its news feed. Feeds (usually an RSS
(Really Simple Syndication) feed) allow subscription to regular updates, delivered automatically via a web portal, news reader,
or email.

If you need a feed reading application (news aggregators) you may want to try Google’s FeedBurner or to find out more about
news feed, visit Google’s support pages’ FeedBurner Help.

Resource — Expanding your understanding

The Guardian newspapers technology blog offers the latest technology and media developments.

Mashable is a key source for news in social and digital media, technology and web culture. With more than 30 million
monthly page views, Mashable is the a prolific news site reporting breaking web news, providing analysis of trends,
reviewing web sites and services, and offering social media resources and guides.

ReadWriteWeb provides web technology news, reviews and analysis, covering web apps, web technology trends, social
networking and social media.

TopRank’s Online Marketing blog provides insights, resources and commentary on a range of digital marketing and
public relations topics including.



http://www.feedburner.com/
http://www.google.com/support/feedburner/bin/answer.py?answer=79408
http://www.guardian.co.uk/technology/blog
http://www.mashable.com/
http://www.readwriteweb.com/
http://www.toprankblog.com/

3 Website Links

AmbiTion - http://www.getambition.com/

AmbITion’s toolkit - http://toolkit.getambition.com/

Building Digital Capacity for the Arts - http://www.artscouncil.org.uk/about-us/conferences-training/building-digital-capacity-
arts/

FeedBurner - http://www.feedburner.com

Feed Burner Help - www.google.com/support/feedburner/bin/answer.py?answer=79408

The Guardian Newspapers Technology Blog - http://www.guardian.co.uk/technology/blog

Mashable - http://www.mashable.com

ReadWriteWeb — http://www.readwriteweb.com/

TopRank — http://www.toprankblog.com



http://www.getambition.com/
http://toolkit.getambition.com/
http://www.artscouncil.org.uk/about-us/conferences-training/building-digital-capacity-arts/
http://www.artscouncil.org.uk/about-us/conferences-training/building-digital-capacity-arts/
http://www.feedburner.com/
http://www.google.com/support/feedburner/bin/answer.py?answer=79408
http://www.guardian.co.uk/technology/blog
http://www.mashable.com/
http://www.readwriteweb.com/
http://www.toprankblog.com/
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Part 2 - Digital resources for creating value

(The making of art and related products and services)

Digital technologies, software and services are having an impact on arts practice, both in how ideas are researched, tested and
produced, as well as on the role of the artist and the intended audience or participants. These digital resources open up access
to knowledge and partnerships and enable participation from professionals, as well as audiences or users. Such technologies,
software and services are rarely specifically intended to support artistic practice, but have been re-purposed or re-appropriated
by artists, technologists and creatives through experimentation, practice based research and development. There is potential
for increased innovation in the development of art forms, value creation and audience reach, though increased transparency
and participation in the artistic process and by allowing for the convergence of knowledge and practices from other disciplines.
Some examples of digital resources supporting such practices are outlined below.
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1 Pervasive technologies

Pervasive technologies use sensors and/or mobile/wireless networks to bring location sensitive (where you are, how you feel,
or who you are with etc.) content (film, music, images, a game...) to users. To learn more visit Pervasive Media Lab, a
pervasive media research lab in Bristol.

GPS & Mobile Phone Apps

GPS (Global Positioning System) is a space-based global navigation satellite system which provides positioning, navigation,
and timing services to worldwide users on a continuous basis. This makes it possible for people with ground receivers to
pinpoint their geographic location with location accuracy anywhere from 100 to 10 meters. GPS receivers are consumer

products and widely integrated in smartphones. This technology alongside mobile phone apps (custom software applications for

smart phones that users can purchase or download for free) enable mobile devices with specific location based functions and
services.

Example - The use of GPS and mobile apps

‘Dance Through Your City’ is a project by OK Go the Los Angeles quartet with Fantasy Interactive that uses an iPhone
app to track a user's GPS coordinates in real-time and plot them out on a map. The band has asked its fans to "be part
of this global GPS art project" by using the app, taking pictures and video, and submitting it for compilation into "one big
celebratory video." Users can download the free Range Rover Pulse of the City app to track their journey and then see it
brought to life by the app’s visualisation function. User can plan their journey and spell out a word by generating a linked
line of GPs coordinates. Together the users become co-creators of the band’s music video with the iPhone as their paint
brush, and the streets as their canvas.
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http://www.pmstudio.co.uk/
http://www.helloevoque.com/okgo/home/howto
http://www.okgo.net/
http://www.helloevoque.com/
http://www.itunes.apple.com/us/app/range-rover-pulse-of-the-city/id398471586?mt=8

RFID & NFC

RFID (Radio Frequency Identification) is an identification technology that provides a way to link, or embed, information to
physical objects. RFID tags are fairly discreet and can be embedded in most materials. Tags come in a range of sizes and
shapes, require no power source and are fairly durable. An RFID reader is required to read (collect the data) from the tags.
RFID systems can only read a tag that is in close proximity of the reader (about 10 cm). A common mainstream use is the
London Underground’s Oyster card.

Near field communication (NFC) is a short range high-frequency wireless communication technology that enables quick
exchange of data between devices up to 10cm away. NFC can be used for various purposes and is one of the latest
technologies to be included in mobile phones and is capable of receiving and transmitting data at the same time.

Example - The use of RFID

Fortnight by Proto-type Theatre was a two-week long performance experience where participant (audience) used RFID
tags to unlock and explore spaces, narratives and experiences. The performance also incorporated SMS, QR Codes and
Twitter. It was commissioned by Watershed's national commissioning scheme for theatre makers Theatre Sandbox 2010,
with Bristol Old Vic.

QR Codes

A QR code (Quick Response) is a two-dimensional bar code, which is readable by dedicated QR barcode readers and camera
phones. The code consists of black modules arranged in a square pattern on a white background. The information encoded can
be text, URL or other data. QR codes storing addresses and URLs may appear in magazines, on signs, business cards, or on
just about any object which users might need information. Users with a camera phone equipped with the correct

reader application can scan the QR code to display text, contact information, connect to a wireless network, or open a web
page in the phone's browser.
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http://en.wikipedia.org/wiki/Machine-readable_medium
http://en.wikipedia.org/wiki/Barcode_reader
http://en.wikipedia.org/wiki/Camera_phone
http://en.wikipedia.org/wiki/Camera_phone
http://en.wikipedia.org/wiki/URL
http://en.wikipedia.org/wiki/Uniform_Resource_Locator
http://en.wikipedia.org/wiki/Camera_phone
http://en.wikipedia.org/wiki/Software#Application_software
http://en.wikipedia.org/wiki/WLAN
http://www.proto-type.org/Proto-type_Theater/Projects/Entries/2010/11/15_Fortnight.html
http://www.proto-type.org/
http://www.watershed.co.uk/
http://www.theatresandbox.co.uk/
http://www.bristololdvic.org.uk/

Example - The use of QR Codes

Street Art Dealer by C6 enables the public to browse street artists either by name, works or location via a Google map.
Works are not available for purchase directly from the website, instead, customers are encouraged to visit a works
geographical location and scan the QR tag. Street Art Dealer aims to minimise the growing layers of commerce between
artists and the purchasing public and promote engagement with the meaning of art in the context of the environment. The
project was commissioned by Media Sandbox 2010, Watershed's national commissioning scheme for new work that
explores rich experiences augmented by open data or mobile, wireless & sensory technologies.

2 Physical Computing

Physical computing can loosely be defined as the activity of building or re-appropriating technologies (hardware and software)
that can sense and respond to the physical world. It focuses on extending the human computer interface beyond the point and
click of a mouse. Physical computing involves programming a computer to process real-world inputs (sensing) and to control
real-world outputs (actuating). This offers exciting opportunities for artists in terms of experimenting and creating new forms of
interaction between computers, humans and the environment. It requires the skills and knowledge of hardware and electronics
as well as coding and software. Within this loose definition practices such as technology hacking and open source hardware
can be grouped. Some examples of this are outlined below.

Technology and software hacking

Traditional consumer electronics companies tend to lock down their products such that the enthusiasts and developers cannot
change the firmware that allows them to run. Technology and software hacking challenges this by making innovative
customisations, combinations or re-appropriation of retail electronic, computer equipment and software.

12


http://www.streetartdealer.com/
http://dot.c6.org/
http://www.mediasandbox.co.uk/

Resource- Technology and software hacking

Dorkbot — Bristol is a group of affiliated organisations across the world that sponsor grassroots meetings of artists,
engineers, designers, scientists, inventors, and anyone else working under the very broad umbrella of electronic art.
The Dorkbot motto is "people doing strange things with electricity”, and activities focus around hacking, modifying and
creating electronics and software. Dorkbot takes place monthly in Bristol, UK at the Pervasive Media Lab.

Culture Hack Day was an event produced by the Royal Opera House and took place over the weekend of 15-16
January 2011 in London. It brought cultural organisations together with software developers and creative technologists
to explore, experiment and hack software and technologies. Everything made during the event is listed on their website
and documentation on_Flickr and ongoing discussion on Twitter.

Open source hardware

Alternatively there is open source hardware, (part of open source culture — appropriation and free sharing of found and created
content), where information about the hardware (such as mechanical drawings, list of materials, integrated circuits layout and
the software that drives it) is shared. These hardware initiatives have been assisted by developments in software that allow

artists to easily interface with the hardware.

Resource — Open Source Hardware

Arduino is an open-source electronics prototyping platform based on flexible, easy-to-use hardware and software. It's
intended for artists, designers, hobbyists, and anyone interested in creating interactive objects or environments. Arduino
can sense the environment by receiving input from a variety of sensors and can affect its surroundings by controlling
lights, motors, and other actuators. Such sensors have become relatively cheap and easy to use electronics components
as part of the Arduino computing platform. As a result it is becoming easier for artists to create their own hardware
solutions without spending a lot of money.

13


http://www.dorkbot.org/
http://www.dorkbot.org/dorkbotbristol
http://www.pmstudio.co.uk/
http://www.culturehackday.org.uk/
http://www.roh.org.uk/
http://www.flickr.com/photos/culturehackday/sets/72157625708350519/
http://www.twitter.com/culturehackday
http://www.arduino.cc/en

Example — Use of Open Source Hardware

Graffiti Research lab is an art collective dedicated to outfitting graffiti writers and artists with open source technologies for
urban or street based communication. The members of the group experiment and develop a range of experimental
technologies and then share the documentation and DIY instructions for each project making it available for everyone.
They have developed the ‘EyeWriter’ project that offers a low-cost and open/shared eye-tracking apparatus and custom
software that allows graffiti writers and artists with paralysis to use their eyes to draw.

3 Data technologies, software & services

Digital technologies and software are enabling the harvesting, storing and visualisation of data generated by individuals,
communities, governments, economies and the environment. Data generates a dynamic mirror image of our world, reflecting, in
sharp contrast and high resolution, our biological, ecological, economic and social activities. Data itself is an abstract and
invisible material however it offers the potential to perceive our reality in new ways, to better understand the world and our
impact on it and to empower individuals to make more informed decisions.

Access to the majority of data has been either controlled or owned by governments and corporations, or individuals have lacked
the technological tools and software to extract share data sets to create meaning. However, with recent moves towards ‘open
data’ (a philosophy and practice requiring that certain data be freely available to everyone, without restrictions from copyright,
patents or other mechanisms of control) governments around the globe are opening up their official datasets for the public to

14


http://en.wikipedia.org/wiki/Copyright
http://en.wikipedia.org/wiki/Patent
http://www.graffitiresearchlab.com/
http://www.eyewriter.org/

reuse. Corporations are starting to build services around the sharing and syndication of content and data and there has been an
explosion in the number of new applications offering these services.

These developments are having an impact on arts practice sparking innovation and novel interpretations, where data itself is
becoming the material of artistic productions, making poignant real-time links and interventions between the art work and the
world around.

Resource — Access to and sharing of data

The UK Government is releasing public data on the Open Data Initiative as part of their Transparency agenda to help
people understand how government works and how policies are made. People are building and sharing applications
that use this data in creating new meaning, services and interpretations.

The Guardian’s Open Platform initiative is opening up their content and data sets for services created by external
parties. It offers a suite of services that enables the build of applications through their Content API, the Data Store,
the World Government Data Store, the Politics APl and the MicroApp framework. The Content API is a mechanism
for selecting and collecting Guardian content (access to over 1M articles going back to 1999). The Data Store is a
directory of key data sets curated by Guardian journalists. The Politics API includes a wealth of information on
Election Day results, candidates, parties and constituencies and the MicroApp framework allows developers to
integrate applications directly within the Guardian network.

Pachube lets you store, share & discover realtime sensor, energy and environment data from objects, devices and
buildings around the world in real time. From this data streams there are a multitude of applications (software) and
services emerging for mobile communication devices and computers, which empower the individual with the tools to
make sense of these data streams, and shared information
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http://www.data.gov.uk/
http://www.guardian.co.uk/open-platform
http://www.pachube.com/

Example — The use of data

Confluence is a collaboration between Appledore Arts, Beaford Arts, North Devon Biosophere Reserve and i-DAT. At the
core of the project is a commission for four artists to develop work that responds to the environment of the River Torridge
and its community, from source to sea, the life it supports and the issues it faces to protect and develop the environment
recognised by the UNESCO designation. Supported by and working with i-DAT the artist commissioned will have the
opportunity to use and respond to real-time and recorded data measuring environmental variables affected by human
and ecological activity collected through using i-DAT’'s ECOIDS (small remote/wireless sensor devices which collect and
transmit live data, such as water levels, sounds, and temperatures). The data will form the material of the artist’s
commission, creating new work which is dynamically linked to the live/real-time environment surrounding it.

4 Cross-platform/transmedia storytelling

Cross-platform or transmedia storytelling is gaining mainstream recognition. This method or practice of storytelling unleashes
new creative opportunities by taking place across multiple media and platforms such as email, mobile, social networking and
media sharing websites. They can be large scale, complex, global franchises or subtle, nuanced immersive experiences, and
often allow audiences to directly participate in the storytelling experience. Currently transmedia forms can be used both as a
creative technique for story extension and as a marketing tool to reach a broader, more diversified, audience. It requires new
production strategies and networks, and with technology advancing so rapidly, the possibilities for storytelling and audience
interaction is continually expanding.

Transmedia presents the opportunity to inspire participants to both think and act in new and different ways connecting deeper
and affecting or encouraging action. It requires a deep understanding of the different media platforms, their capabilities and

environments, and also of how the audience (participants) traverses the media, what they actually see and do when and how.
Transmedia storytelling is all about reappropriating existing media and social media platforms to convey and engage intended
audiences. Some examples of available resources are outlined below, however the resources or media platforms chosen are
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http://www.confluence-project.org/
http://www.appledorearts.org/
http://www.beaford-arts.co.uk/
http://www.northdevonbiosphere.org.uk/
http://www.i-dat.org/
http://www.i-dat.org/
http://www.i-dat.org/eco-os-workshop-ecoid-prototype/

dependent on the narrative context and framework and, as a result of technologies like RFID, augmented reality and
geolocation (as mentioned above), it possible to tell stories not only across online media platforms but also with connected
elements and objects in the real world.

Blogs

Blogs are read and written online journals or regular entries of commentary, descriptions of events, or other material. Most
blogs are interactive, allowing visitors to leave comments and even message each other via widgets on the blogs. It is this
interactivity that distinguishes them from other static websites. Many blogs provide commentary or news on a particular subject;
others function as more personal online diaries. Blogs can be used to support character building in transmedia narratives or
build contextualising frameworks around the narratives

Resource - Blogs

Blogger or WordPress are commonly used free blogging software.

Facebook is a social networking site focusing on building and reflecting of social networks or social relations among
people. It can be used to set up ‘actors’ / characters as part of a transmedia narrative.
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http://www.blogger.com/
http://www.wordpress.com/
http://www.facebook.com/

Examples — Transmedia story telling

Pandemic 1.0 is a story research and development project, the first step in a larger transmedia build by Lance Weiler a
US filmmaker and story architect, which fuses online and real-world events through feature film, live performance, mobile
interaction and online gaming. It enables the audience to discover and expand elements of the story, moving them from
one platform to the next in the process. Over a period of 120 hours, Pandemic 1.0 unfolds in a mixture of online and
offline events. Users or participants were able to interact through a “social experiment,” one that harnesses various social
and emerging technologies to impact the spread of a pandemic. How people choose to respond and collaborate directly
affected whether the pandemic spread or slowed.

5 Virtual reality

Virtual Reality (VR) is a difficult term to isolate from contemporary gaming environments and the preoccupation with 3D
television and cinema. Traditionally associated with computer simulation and visualisation, VR creates immersive, computer-
generated three-dimensional environments in which a person is immersed. Most current virtual reality environments are
primarily visual experiences, displayed either on a computer screen or through special stereoscopic displays, but some
simulations include additional sensory information, such as sound through speakers or headphones and some advanced haptic
systems include tactile information. Virtual reality is often used to describe a wide variety of applications commonly associated
with immersive, highly visual, 3D environments. Artists have explored and created navigable virtual worlds since the 1970s.
There are three core technologies which enable VR environments; head mounted displays (has a small display optic in front of
one or both eyes enabling the perceived immersion in virtual worlds), CAVEs (use projected images on three to six walls and
floor and special stereoscopic glasses to make everything appear as 3D and to track the path of the user's vision) and domes (a
high-definition projected and immersive dome shaped environment). The development of content for these environments uses
high-resolution screens that can offer a limited sense of the immersive experience. These technologies furthermore require a
range of software to create visualised virtual and immersive environments.
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http://en.wikipedia.org/wiki/Stereoscopy
http://en.wikipedia.org/wiki/Haptic_technology
http://www.hopeismissing.com/
http://lanceweiler.com/

Traditionally these technologies have been extremely expensive and not mainstream, requiring significant capital and building
costs (certainly for CAVE’s and Domes). However partnerships can be established with academic institutions, which have
access to such technologies, software and related research. Increasingly technologies for producing content for these systems
are becoming more readily available through the development of game engines and 3D software (such as Unity 3D and
Blender). Also, the increase in general computing power is opening up alternative hardware for general use (such as multiple
screen support for desktop machines, portable inflatable domes and video glasses for iPod’s).

Some virtual environments are also available online and are built as game engines (software systems designed for the
creation and development of video games). These are accessible without VR technology through computer screens, and
give the illusion of ‘being’ within a virtual world through representative avatars (a digital persona that can be create and
customized by users). A few examples of organisations developing technologies and researching in this area is listed below,
alongside an example of a virtual world; Second Life.

Resource - Virtual Reality

The Mixed Reality Lab (MRL) at the University of Nottingham are experts in the area of VR and have a range of VR
technologies within the university.

i-DAT have a Fully Immersive Vision theatre / dome where they conduct interdisciplinary research into the potential use
and impact of immersive spaces across sciences, art and technology. They also offer residencies and partnership projects
within the arts using these facilities.
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http://en.wikipedia.org/wiki/Software
http://en.wikipedia.org/wiki/Video_game
http://www.mrl.nott.ac.uk/
http://www.nottingham.ac.uk/
http://www.i-dat.org/

Example - Use of virtual reality

Continuum by Paul Grimmer, developed in collaboration with Chris Hudson at Centre for Life, is an immersive fulldome
video-audio work created specifically for immersive planetarium environments. The work is a meditation on notions of
beauty, perfection and difference, focusing on a body, physically and digitally modified and transformed. The work was
developed during residencies with the Medical Research Council, Virology Unit (Glasgow 2008), Allenheads
Contemporary Arts (Northumberland 2009) and Dance City (Newcastle upon Tyne 2009).

Resource - Second Life

Second Life_is a free 3D virtual world where users can socialise, connect and create using free voice and text chat.
Online worlds such as Second Life is increasingly being used by artists to explore new forms of practice which take
places within virtual reality environments and in some cases, cross over to mixed reality environments (superimpose
computer generated graphics, audio, haptic feedback and other sensory enhancements over a real-world environment in
real time). Increasingly such online environments are being used to perform and exhibit new work, which exists virtually
and is often projected back into reality. Second Life offers artists an emergent space to explore a virtual environment and
test new ways of creating art. There is already a vibrant arts community in Second Life, with thousands of artists creating
works in the diaital realm

20


http://www.secondlife.com/
http://www.paulgrimmer.co.uk/2010/06/continuum_26.html

Example - Use of Second Life

The Australia Council for the Arts offered a $20,000 grant for a collaborative artist residency in Second Life enabling a
team of up to three artists, including a writer, musician/sound artist and digital visual media practitioner to collaborate on
the development of inter-disciplinary artwork in this virtual world. The project took place online and required the artists to
explore the possibilities of literary, music/sound art and real time 3D arts practices within the virtual realm. The aim was
to ultimately develop new, experimental artistic practices and observations on the social and cultural layers that have
evolved in Second Life. As part of its overall strategy, the successful team of artists was required to harness both Second
Life and ‘real life’ audiences, as well as develop a public exhibition for the artwork in Australia.

6 Mixed Reality

Mixed Reality (MR) superimposes computer generated graphics, audio, haptic feedback and other sensory enhancements over
a real-world environment in real time. On the spectrum between virtual reality, which creates immersive, computer-generated
environments, and the real world, mixed reality is closer to the real world. It has the capability to add the user’s current
perception of reality as data or information about the environment and its objects can be overlaid on the real world. The

term Augmented Reality (AR), where the computer graphics are superimposed over the real world, fits within the loose category
of Mixed Reality.

MR can encompass both elements of Augmented Reality and Virtual Reality and refers to the merging of real and virtual
worlds to produce new environments and visualisations where physical and digital objects co-exist and interact in real time.
There are several ways of experiencing augmented reality: you can wear a see-through head-mounted display, point a
handheld display at a physical object; or see digital information mixed with a video view of a remote environment. In each case,
the computer system needs to be able to track where you are looking and possibly determine what you are seeing in order to
augment your view.
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http://en.wikipedia.org/wiki/Augmented_reality
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Previously head—mounted MR kit was required that places images of both the physical world and registered virtual graphical
objects over the user's view of the world. With the arrival of powerful smartphones and computers with built-in video capabilities
means that users can get location and context sensitive information overlaid on top of a pictures or video. Location-based
augmented reality is another variation where GPS technology in a smartphone super-imposes useful data on a view of the real

world.

Building your own MR software is resource heavy and requires skilled and experienced production teams. A good starting point
for expanding your knowledge of this type of work is to explore the research and developments of specialist research
institutions, practitioners and firms in the area. There are also range of applications for computers and phones available.

Example - A mixed realty game

Blast Theory is a group of seven artists who have been making work across mixed reality gaming (and other arts practice)
since the 1990s. They have developed a range of mixed reality games and experiences working closely with The Mixed
Reality Lab (MRL) at the University of Nottingham. They developed You Get Me which is a documentary game played
between Mile End Park and the Covent Garden in London. It was commissioned for Deloitte Ignite, a weekend festival at
the Royal Opera House from 12-14th September 2008. It creates game play between players in the virtual space and the
real space.
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Resource - Layar

Layar is a mobile phone app (IPhone, Android and Symbian) that enables the user to add filters or “layers” to overlay on
top of your real-world view. These can be Wikipedia entries, bars and nightlife nearby, Twitter users nearby, YouTube
videos etc. By pointing the phone camera on the surroundings you will get a visual overlay of relevant results close to
you, determined by a range filter you can adjust in your settings. For those living in USA, it will also pull in details from
the government's economic Recovery Act — so that if you're on Wall Street and want to see how many billions went into
which building, it will show you where and how much. Layar is one of the most interesting augmented reality apps to date
because of its breadth, continually adding new types of layers featuring different types of data.

Example - Using Layar AR

In April 2011, (Un)seen Sculptures, a mobile 3D augmented reality art was staged in Surry Hills, Sydney (as part of

the Surry Hills Festival) and around the Melbourne CBD through using the Layar app. Situated in these locations will be
virtual digital works; hidden from the naked eye but visible to anyone with an iPhone, Android or Nokia smartphone and
an app that can be downloaded for free from iTunes, the Android Market or the Ovi Store. Once users have downloaded
this app, they can simply open it up, search for “unseen sculptures”, then hold up their phones at the designated
locations and they will see 3D artworks that they can walk around, explore from any angle and even interact with.
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Resource - Skype

Skype is a software application that allows users to make voice calls over the Internet. Calls to other users within the
Skype service are free, while calls to both traditional landline telephones and mobile phones can be made for a nominal
fee using a debit-based user account system.

Example - Using Skype

Austin company the Hidden Room and London company Look Left Look Right are working on a cutting edge theatre
project together via Skype; You Wouldn't Know Him, He Lives in Texas / You Wouldn't Know Her, She Lives in London
This is a live performance which links US and UK actors and audiences live via Skype. Users are invited to interact with
the characters (actors) on Facebook and Twitter pre and post the performance to establish relationships.
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7 Website Links

(Un)seen Sculptures - http://www.unseensculptures.com

Appledore Arts - http://www.appledorearts.org

Arduino - http://www.arduino.cc/en

Beaford Arts - http://www.beaford-arts.co.uk

Blast Theory - http://www.blasttheory.co.uk

Blogger - http://www.blogger.com

Bristol Old Vic - http://www.bristololdvic.org.uk

C6 - http://dot.c6.0org

Confluence - http://www.confluence-project.org

Continuum - http://www.paulgrimmer.co.uk/2010/06/continuum_26.html
Culture Hack Day - www.culturehackday.org.uk

Dance Through Your City - http://www.helloevogue.com/okgo/home/howto
Dorkbot - http://www.dorkbot.org

Dorkbot Bristol - http://www.dorkbot.org/dorkbotbristol

EyeWriter - http://www.eyewriter.org

Facebook - http://www.facebook.com

Fortnight - http://www.proto-type.org/Proto-type Theater/Projects/Entries/2010/11/15 Fortnight.html

Graffiti Research lab - http://www.graffitiresearchlab.com
i-DAT - http://www.i-dat.org

Lance Weiler - http://lanceweiler.com/

Layar - http://www.layar.com

Look Left Look Right - http://www.lookleftlookright.com
Media Sandbox 2010 - http://www.mediasandbox.co.uk
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North Devon Biosophere Reserve - http://www.northdevonbiosphere.org.uk
OK Go - http://www.okgo.net

Open Data Initiative - http://www.data.gov.uk

Pachube - http://www.pachube.com

Pandemic 1.0 - http://www.hopeismissing.com

Pervasive Media Lab - http://www.pmstudio.co.uk

Proto-type Theatre - www.proto-type.org

Royal Opera House - http://www.roh.org.uk/

Second Life - http://www.secondlife.com

Skype - http://www.skype.com

Street Art Dealer - http://www.streetartdealer.com

The Australia Council for the Arts http://www.australiacouncil.gov.au
The Guardian’s Open Platform - http://www.quardian.co.uk/open-platform
The Mixed Reality Lab - http://www.mrl.nott.ac.uk

Theatre Sandbox - http://www.theatresandbox.co.uk

Watershed - http://www.watershed.co.uk

WordPress - http://www.wordpress.com

You Get Me - http://www.blasttheory.co.uk/bt/work yougetme.html
You Wouldn't Know Him, He Lives in Texas / You Wouldn't Know Her, She Lives in London
http://www.roundhouse.org.uk/whats-on/productions/you-wouldnt-know-him
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Part 3 - Digital resources for delivering value

(Distributing art and reaching audiences)

Digital communication, information technologies, software and services are not only being integrated into arts practice itself, but
also in supporting the effective delivery of arts organisations products and services. Such resources can enable arts
organisations to connect with audiences in new ways, bringing them into a closer relationship with the arts and creating new
ways for them to take part. The level of engagement varies from purely advertising products and services, to conveying
information about these, to offering a deeper experience through interaction with media content and blogs, to personalisation of
the art experience. Some of these technologies, software and services equip organisations with the ability to innovate the way
they deliver their value by inviting their customers or users to become participants and co-producers. Some examples of these
digital resources are listed below.
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1 Digital resources for advertising and conveying information about products and services

Websites
Organisations can use websites as an online digital space to advertise and promoting their ‘live’ arts events and experiences.

This will enable potential audiences to find out where, when and how they can access their preferred art works and
performances offline. Many individuals also use the Internet to find more information about their favourite art works,
performances and artists, perhaps using this to inform their decisions on whether or not they will attend an arts event. Such
sites may be separate from the organisations offering the events, like Google and Wikipedia. It is important to be clear on
exactly which audiences you want your website to target. It is also vital to make sure the content on your website is up-to-date
and relevant for your target audience. You should develop concise search-term-rich content that speaks directly your target
audiences, making your site an authoritative information resource that will be favoured by the search engines.

Websites are usually best designed and programmed by professionals, however there are free website building applications
that can be used with limited previous experience and some which require a bit more experience.

Resource - Websites

Moonfruit is a free web based application which requires little or no previous experience in building websites. It is allows
you to drag and drop styles and pictures to create basic websites.

NVU is a free and open source website application which enables users to build websites from scratch.

Wordpress is an easy to use online website creation tool, also used to set up blogs. The flexibility and openness of the
system allows the construction of highly visual, easily updated websites that support a variety of media and plugins
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http://www.google.com/
http://www.wikipedia.com/
http://www.alliedinternetproductions.com/target-audiences.html
http://www.moonfruit.com/
http://www.nvu.com/
http://www.wordpress.org/

Resource - Websites

Web traffic trackers

You should analyse the traffic to your website to make sure it is attracting your target audience and that they are
spending time browsing your content. Most website hosting companies will offer users statistic services; there are
also free web trackers available like Stascounter or more advanced services (charged) such as Open Tracker.
Google Analytics is another enterprise web analytics solution that gives you rich insights into your website traffic and
marketing effectiveness.

Search engine optimization

To enable users to find your website and information easily in search engines you need to ensure you implement
search engine optimization (SEO). This is the process of improving the visibility of a website or a web page in search
engines by using key words. Your first step is to find out what people type in to get to your web pages. This keyword
research is the foundation for understanding what the customers’ think they are looking for. In the arts sector many
organisations will be using the same generic terms such as theatre, plays, drama, so it is necessary to be specific to
your organisation and What’s On. It is important to know which exact search terms you want to target on your
homepage and on each of your other pages.

Google AdWords

Some arts organisations are using Google AdWords. AdWords ads are displayed along with search results when
someone searches Google using one of your keywords. Ads appear under 'Sponsored links' in the side column of a
search page, and may also appear in additional positions above the free search results.
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Example — Use of websites

Theatre Royal’s, Plymouth, website is an example of using a website largely to advertise: visitors to this site can find
information on upcoming shows, when they are on, who is performing them and how to book tickets.

Dshed’s website to offer a deeper layer of information offering an online showcase of creative work, talks, commissions,
innovation, artist journals, festival diaries and archive projects. It gives users the option to research things in their own

time and subsequently make more informed decisions about which aspects of the projects and events they want to
Annane mare deenly with

2 Digital resources building customer relationships through personalised and deeper experiences

Many organisations are starting to use social media to initiate and build deeper relationships with their customers and using
web-based and mobile technologies to turn communication into interactive dialogue.

This can be achieved through using blogs (online journal writing), forums (online discussion boards), streaming video (content
sent in compressed form over the Internet and displayed by the viewer in real time), social networks (an online service,
platform, or site that focuses on building and reflecting on social networks or social relations among people) and social media
sharing websites (sharing of online media that expedites conversation as opposed to traditional broadcast media).

Organisations can offer visitors a chance to experience art works and performances on their websites or through social media
sharing sites. These can be live or pre-recorded, interactive or linear, and take the forms of audio, video, text, images,
code/software etc. The proportion of audiences who currently consume art in this way is small, however the uptake and use of
digital resources enabling this type of consumption is increasing, driven both by the rapid growth in the smartphone market and
consumers growing familiarity with technology. These experiences do not necessarily replace the ‘real’ performance or artwork,
but enhance and create new opportunities for personalised and depend experiences. In some cases there are artworks that are
only available accessible online.
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With social media software and services, organisations have the tools to be transparent and share their information. To ensure
the widest distribution of the information generated inside an organisation, the organisation must open up access and
accessibility, supporting openness and transparency. It is not only about publishing and broadcasting, but about sharing data or
information. Consider a social media strategy to establish and nurture mutually beneficial online relationships. Through
developing a social media strategy, a long-term commitment to establishing and nurturing mutually-beneficial online
relationships can be established. It will help you improve your products and services, strengthen your reputation, and drive
traffic to your site and engage audiences in new ways, potentially building stronger and more meaningful relationships. Some
key digital resources and examples of their application are listed below.

Blogs

Blogs are online journals or regular entries of commentary, descriptions of events, or other material. Most blogs are interactive,
allowing visitors to leave comments and even message each other via widgets on the blogs and it is this interactivity that
distinguishes them from other static websites. Blogs can be used to enable organisations and artists to develop relationships
with audiences, offer an insight into arts practice and generate debate and awareness.

Resource - Blogs

Blogger is popular free online blogging software.

WordPress is commonly used free online blogging software.

Microblogging

Microblogging is a broadcast medium in the form of blogging, but differing from a traditional blog in that its content is typically
shorter or of limited number of characters, individual images, or video links. It is transforming the way information is shared and
consumed, enabling users to share what they observe in their surroundings, information about events, and their opinions.
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Resource — Microblogging

Twitter is an instant messaging system that lets a person send brief text messages to a list of followers. Messages can be
sent and received via mobile text messaging (SMS), the Twitter Web site or a third-party Twitter application. To follow a
Twitter feed, the Twitter site and feed name become the URL,; for example, the Royal Opera House’s Twitter feed is
www.twitter.com/royaloperahouse and the feed ‘@RoyalOperaHouse’. They have 17,440 people tracking them on twitter
and use it for connecting with customers and giving a heads up (promotion) of upcoming events and activities.

Social Networks

Social networks are websites which enable people worldwide to connect and “meet” every day; exchange viewpoints, links,
videos, photos, opinions, join activities, invite each other to events, share tastes, and much more. Many cultural and artistic
organisations create a facebook group to further promote their activities, to share news and events with their community,
supporters and members and stimulate discussions and listen to diverse opinions.

Resource - Social Networks

Facebook has the largest user base (500 million) of all available social networking sites and focuses on building and
reflecting social networks or social relations among people. It is used mainly for social and informal connections.

Linkedin is a professional social networking site with over 100 million users focusing on building and reflecting of
professional networks and connections. Individuals and organisations can also set up groups to discuss topics, share
knowledge, or to promote its activities. It is also a good place to identify and source new talent for your organisation.
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Location-based social networks
Location-based social networks add the function of mobile positioning in social networking services. It enables users to

share their location as well as get information on venues and activities in their geographical area. Some services also
enable users to share reviews of venues with other users. Arts organisations that have a presence in these networks
can ensure they are visible to visitors; this could also be used to highlight public art and similar activities that are not

venue based.

Resource — Location-based social networks

Foursquare is a web and mobile application that allows registered users to connect with friends and update their location.
Points are awarded for "checking in" at venues. Users can choose to have their check-ins posted on their accounts

on Twitter, Facebook, or both.

Example — Using location-based social networks

Edinburgh Festivals have released their “Edinburgh Festivals Guide” as an iPhone application, which comes complete
with full listings for the whole programme. It uses GPS to locate the nearest shows and venues, showing results on a map
with simple directions straight to the venue door from where its users are. It sorts results by location, start time or
popularity rating. Additionally, users can read reviews of shows and write their own, call box office direct from the listings
to book tickets, view photos of events and venues (and upload their own in the next version) and find out which tickets are
on sale at The Fringe Half Price Hut. The iPhone app costs £1.79 and is delivered in partnership with HedOut.
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Social media events promotion
Social media events promotion is social networks that enable users to promote, search for, track, and share information about

events. They often allow for peer-reviews, and are powerful tools in enabling your customers ‘to create customers’ (or critics).

Resource - Social media events promotion

Eventful enables users to search for events worldwide by time, location, performer, and descriptive keyword. Users can
create private or public calendars, including "smart" calendars, which automatically update when events matching search
criteria are added or existing events are modified. Eventful Demand allows users to declare an event or performance
they would like to see locally, and then campaign for others to join their "demand"”. With enough declared interest a
targeted performer might then decide to plan an event. The charge to promote an event online or in their newsletter

starts at $15.99/week.
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Social Media Sharing and documentation
Social media sharing websites enable users to share content with each other. Such websites are a good way for arts

org

anisation to distribute live video and audio (live streaming) or documentation, e.g. video, text, images and audio from events

and art works.

Resource - Using social Media Sharing and documentation
Vimeo is an online platform to discover, watch, upload and share videos.

Flickr is mainly photosharing service but also now offers video sharing. An arts organisation can set up ‘portfolios’
documenting images from arts events or art works.

ccMixter is a community music site that makes samples, remixes, and a cappella tracks licensed under Creative
Commons (licenses which allow creators to communicate which rights they reserve, and which rights they waive for the
benefit of recipients or other creators) available for download and re-use in creative works. Visitors are able to listen to,
sample, mash-up, or interact with music in a variety of ways including the download and use of tracks and samples in
their own remixes.

Live streaming
Recent technological developments have enabled high-quality broadcast or streamed transmission of live performances in real

tim

e; these have been presented in alternative formats and at widely diversified presentation venues. Live streaming services

offer a range of options for delivery of live, linear and on-demand video and audio broadcasts to online computers and mobile
platforms. Often such services are integrated with social media blogging, microblogging and network services to enable

di*’

Resource — Live streaming

Livestream is a live streaming video platform that allows users to view and broadcast video content using a camera and a
computer. It offers a free ad-supported service, multi-tiered premium services and wireless HD broadcasting in the form of
a device combination called Livepack, described as "a satellite television truck in a backpack”.


http://www.vimeo.com/
http://www.flickr.com/
http://www.ccmixter.org/
http://en.wikipedia.org/wiki/Creative_Commons
http://en.wikipedia.org/wiki/Creative_Commons
http://en.wikipedia.org/wiki/Waive
http://www.livestream.com/

Example - Use of live streaming

In March, 101 musicians from 33 countries, chosen by YouTube, made up the YouTube Symphony Orchestra 2011 which
converged on Sydney for a weeklong festival of musical collaboration and participation. The culmination of the weeklong
festival, a Grand Finale concert, was streamed live on YouTube from Sydney Opera House. The YouTube Symphony
Orchestra 2011 was, according to the company, streamed 33 million times in 189 countries, (it included 2.8 million mobile
live-streams) making it one of YouTube's most watched videos.

Online collection and archiving

Cultural organisations are experimenting with online collections, or exhibiting art works online, with the aim of enabling
audience engagement with the work rather than just sharing information about the work. Such initiatives vary from virtual guides
to real galleries where objects have been reproduced in 3D and include 360-degree room views. Virtual environments can be
created (as in Second Life) and exhibitions held where the work is intended only to be viewed online. It may also allow for users
to create online personalised spaces where they can create their own favourites, tag objects and share and debate the work

with others.

Inherently related to showing art works online is the notion of online archiving, a much debated topic in the arts. With the wide
uptake and integration of digital resources such as social media sharing tools, blogs and social networks, new opportunities and
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practises for archiving are emerging. However, there are important issues around rights and archive content, which must be
considered by organisations which intend to offer online collections or archives of art works. A few examples of relevant
practises are outlined below.

Example - Use of online collection and archiving

The Poetry Archive is an online collection of recordings of poets reading their work. It's free and aims to make poetry
accessible and relevant to a wide audience. They also enable users to personalise their experience and create lists of
their favourite poems and poets and share these with friends, further extending their engagement with audiences
through their Facebook presence.

Google Art Project is an online compilation of high-resolution images of artworks from galleries worldwide, it also
includes a virtual tour of the galleries in which they are housed. The project was launched on 1 February 2011
by Google and includes works in the Tate Gallery, London; the Metropolitan Museum of Art, New York City and
the Uffizi, Florence. The "walk-through" feature of the project uses Google's Street View technology.

MOMA is a good example of an organisation that's uses multiple layers and access point for users to interact with their
artwork, the organisation, artists and other users/customers online. They have a presence on social media platforms
Facebook, Twitter and Foursquare, distribute content on YouTube, Flickr and iTunes U and also offer a mobile app of
their collection and activities.


http://www.poetryarchive.org/
http://www.googleartproject.com/
http://en.wikipedia.org/wiki/Google
http://en.wikipedia.org/wiki/Tate_Gallery
http://en.wikipedia.org/wiki/London
http://en.wikipedia.org/wiki/Metropolitan_Museum_of_Art
http://en.wikipedia.org/wiki/New_York_City
http://en.wikipedia.org/wiki/Uffizi
http://en.wikipedia.org/wiki/Florence
http://en.wikipedia.org/wiki/Google_Street_View
http://www.moma.org/

3 Accessibility

When considering implementing digital technologies, software and services in an arts organisation it is vital to consider
accessibility. As you encourage more people to experience and be inspired by the arts through digital platforms, you must also
remember that for some individuals access to the arts online is not a possibility as a digital divide still exists. This is not just an
issue for potential audiences, but also for artists who face barriers in engaging with digital opportunities online. Whilst the
majority of people in the UK have access to the internet 10 million people do not. Of these people, 4 million are the most
socially and economically disadvantaged in the country.

Accessibility is also not only about those without access to digital technologies and the internet, but also about making sure that
your organisations website is “accessible”. As part of the Disability Discrimination Act, this is now a legal requirement. The arts
are often at the forefront of considering the needs of audiences who might otherwise be excluded and it is vital this is
considered when exploring digital opportunities for audience engagement.

Get Ambition has a good guide which takes you through the basics of web accessibility, and gives you an understanding of the
issues involved, so that you can take a look at your own website and ensure that it follows best practice.
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http://resources.getambition.com/3_how-do-i/guides/how-to-be-accessible/accessible

4 Website Links
AdWords - http://www.google.co.uk/AdWords
Blogger - http://www.blogger.com
ccMixter - http://www.ccMixter.org
Dshed - http://www.dshed.net
Edinburgh Festivals Guide - http://www.edinburghfestivals.co.uk/iphone
Eventful - http://www.eventful.com
Facebook - http://www.facebook.com
Flickr - http://www.flickr.com
Foursquare - http://www.foursquare.com
Get Ambition - http://resources.getambition.com/3 _how-do-i/guides/how-to-be-accessible/accessible

Google - http://www.google.com

Google Analytics - http://www.google.com/analytics
Google Art Project - http://www.googleartproject.com
HedOut - http://www.hedout.com

Linkedin - http://www.linkedin.com

Livestream - http://www.livestream.com

MOMA - http://www.moma.org

Open Tracker - http://www.opentracker.net
Stascounter - http://www.statcounter.com

The Poetry Archive - http://www.poetryarchive.org
Theatre Royal’s - http://www.theatreroyal.com
Twitter - http://www.twitter.com

Vimeo - http://www.vimeo.com

Wikipedia - http://www.wikipedia.com

WordPress - http://www.wordpress.com

YouTube Symphony Orchestra - http://www.youtube.com/symphony
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Part 4 - Digital resources for capturing value

(Supporting sustainable, resilient and innovative business models)

The use of digital technologies, software and services has the potential to impact on the way in which organisations capture
value by effectively delivering products and services. Digital resources can become a useful tool to support the sustainability of
arts practice by maximising access to funding, developing new business models (such as online box offices), providing
environmentally conscious methods of distribution of content and information, the exploitation of intellectual property, and how
these activities can work for social, cultural and economic public gain. Most arts organisations are already using a range of
digital resources to support their operation. However, some digital software and services have recently emerged that could
greatly benefit the way in which arts organisations capture value. Some of examples of these are outlined below.
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1 Customer Relationship Management

Customer Relationship Management (CRM) is a widely-implemented strategy for managing an organisation’s interactions
with customers. It involves using digital technology and software to organise, automate, and synchronise activities such

as sales (ticketing), marketing, customer service, and technical support. This enables the gathering of customer data so that
activities can be targeted at specific customer groups. Get Ambition has a good guide that takes you through CRM. There is a
range of solutions available on the market; each is dependent on the size of your organisation and your specific requirements.
Some examples are outlined below.

Resource — Customer Relationship Management

Really Simple Systems provides hosted CRM to small and medium sized organisations, or divisions of larger
organisations, who want sales, marketing and support systems that are easy to use and work immediately. They also
offer a Free Edition for limited users.

AudienceBase is free audience development software for cultural organisations. It is a simple but powerful software
package, allowing you to record customer data quickly and easily, run targeted mail or email campaigns and record
event booking details and financial information. The software is for Windows and is available freely for use and
customisation under the standard terms of GNU GPL licensing

43


http://en.wikipedia.org/wiki/Customers
http://en.wikipedia.org/wiki/Sales
http://en.wikipedia.org/wiki/Marketing
http://en.wikipedia.org/wiki/Customer_service
http://en.wikipedia.org/wiki/Technical_support
http://resources.getambition.com/3_how-do-i/guides/how-to-implement-crm
http://www.reallysimplesystems.com/
http://www.hi-arts.co.uk/audiencebase
http://www.gnu.org/licenses/gpl.html

2 Project management instrument / change tool

Digital resources can support your organisation in the effective management of projects as well as the close evaluation of their
impact and outcomes.

Resource - Project management instrument / change tool

Basecamp is a project management tool, which focuses on communication and collaboration. It provides web based
task and time management, team collaboration and reporting. They also offer a version for mobiles.

Change! Tool is an automated online project management instrument that has been developed to enable practitioners
to evaluate the impact of community engagement projects, programmes or interventions on sustainable behaviour. The
tool provides a simple, automated questionnaire that tracks participant change over the duration of a project. It supports
projects to integrate community engagement, behaviour change and project management into a streamlined delivery
process and enables practitioners to simply and effectively evaluate the impact of their own projects through automated
data analvsis reportina
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3 Generating finance and revenue

Financing

There is a growing awareness of digital resources potential to secure financing from the general public through social media
sites. Get Ambition has a good guide to using social media to secure financing online. Some examples of successful initiatives
facilitating this are outlined below.

Resource - Generating finance and revenue

WeDidThis is a crowdfunding (financing raised from the public) platform for arts projects only. It is a space for arts
organisations to bring their audiences and supporters together to form a 'critical mass' of funders of the arts. By
rewarding every donation (however small) with a personalised gift that brings audiences and supporters closer to the
creative process, the website creators believe arts organisations can become more open and resilient.

Kickstarter is a funding platform for artists and creatives. It facilitates the collection of monetary resources from the
general public, a model which circumvents many traditional avenues of investment. Project owners choose a deadline
and a minimum target of funds to raise. If the chosen target is not gathered by the deadline, no funds are collected.

AudienceView offers a fully branded customer experience across traditional and emerging touch points such as the
internet and mobile phones. Clients benefit from integrated customer relationship management (CRM) that tracks
customer data, interactions and preferences and supports enhanced marketing and sales initiatives.

TicketLeap is an online ticket-selling platform offering a more social media-heavy experience to users and provides
free ticket sales to individuals, nonprofits and small businesses alike. Integration with popular social networking sites
like Facebook and Twitter is in the new platform.
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Sale of art work and related products online

Online software and services are increasingly enabling arts organisations and artists to sell art work and related products
online. Some enable users to set up ‘online shop fronts’ and others acts as a dealer on behalf of the users to promote and sell
their art work. Some of examples of such resources are listed below:

Resource — Sale of art work and related products online

CafePress is an online retailer of stock and user-customized on demand items, customers can upload their own
graphics design, logo or text, to be printed on the products. They also offers print on demand services for books and
music CDs. The site also allows the user to have a virtual CafePress "shop”, you can create and sell a variety of
customisable products with zero upfront costs and zero inventory investment.

Lulu enables anyone to publish a printed book, CD or DVD. They can help you get your products listed for sale on
Amazon, Barnes & Noble and in bookstores, and offer tools to help you sell and promote your work through social
networks like Facebook.

Blurb also creates print on demand books, but with a high quality finish. They specialise in creating photo books and
the site has attracted many artists and photographers. They also make it easy to automatically create books with your
content from social media sites such as Flickr, SmugMug, and TypePad.

CDBaby is an online music store specialising in the sale of CDs and digital music downloads from independent
musicians to consumers.

Etsy is a community and market place for arts and crafts products.

Zatista is an online marketplace for selling and purchasing art. It’s free to sign up, with a flat commission of 18% when
you sell a piece, and there are no upgrade options or premium memberships like one often see on other sites.
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4 Intellectual Property

A fundamental challenge for arts organisations when distributing content online, is intellectual property rights in particular
copyright (and in some cases design, patents and trademarks). The Intellectual Property Office is the official government body
responsible for Intellectual Property (IP) rights in the United Kingdom. They can offer you further guidance on intellectual
property issues and related services, some with a specific focus on online environments. This is a poignant issue within the
digital realm, where work can be duplicated and distributed with a click of a button. Beyond these traditional intellectual property
models there are several alternative licensing models which are well suited for online environments and which gives the author
the opportunity to choose what level of protection and / or sharing they would like to set. Two key such licensing initiatives are
listed below.

Resource - Intellectual property

Creative Commons (CC) offers a standardised way for individuals and companies to keep their copyright while allowing
certain uses of their work. This licensing model is developed with the Internet in mind. The combination of CC tools and
CC users has generated a vast and growing digital commons, a pool of content that can be copied, distributed, edited,
remixed, and built upon, all within the boundaries of copyright law.

Copyleft is a play on the word copyright to describe the practice of using copyright law to offer the right to distribute
copies and modified versions of a work and requiring that the same rights be preserved in modified versions of the work.
In other words, copyleft is a general method for making a program (or other work) free, and requiring all modified and
extended versions of the program to be free as well.
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5 Website Links

AudienceBase - http://www.hi-arts.co.uk/audiencebase
AudienceView - http://www.audienceview.com

Basecamp - http://www.basecamphg.com

Blurb - http://www.blurb.com

CafePress - - www.cafepress.co.uk

CDBaby - http://www.cdbaby.com

Creative Commons - http://www.creativecommons.org

Etsy - http://www.etsy.com

Flickr - http://www.flickr.com

Get Ambition- http://resources.getambition.com/3 _how-do-i/guides/how-to-implement-crm/
Kickstarter - http://www.kickstarter.com

Lulu - http://www.lulu.com

PatronBase - http://www.patronbase.co.uk

Really Simple Systems - http://www.reallysimplesystems.com
SmugMug - http://www.smugmug.com/

The Change! Tool - http://www.community-engagement.org.uk
TicketLeap - http://www.ticketleap.com

TypePad - http://www.typepad.com

WeDidThis - http://www.wedidthis.org.uk/

Zatista - http://www.zatista.com/
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We are committed to being open and accessible. We welcome all comments on our work. Please send these to our Regional
Planning Assistant (south west office) Catriona Hunter at the address above.
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