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1. KE Hub Achievements
Over its four-year funding period, a partnership of Lancaster University, Newcastle
University and the Royal College of Art built a dynamic knowledge exchange
programme called the Creative Exchange (CX) to stimulate the creative economy in
the UK, with a particular focus on the North of England.
Through novel partnerships of academic, industry, public and third sector expertise,
and creative applications of digital media and technology in social and cultural
contexts, the CX Hub explored new ground in terms of method and approach. It
catalysed a series of paradigm shifts in the sector and delivered value through its
outputs.

Four Paradigm Shifts
•

•

•

•

A shift to a more integrated, cohesive and effective approach to working with
small and micro creative and digital business, which have not traditionally
engaged with academic research
A shift from the concept of Digital Public Space as an online cultural archive, as
initially proposed by the BBC, to a series of interactive digital public spaces with
broader scope for business innovation
A shift beyond traditional models of PhD research to a more flexible and
dynamic approach better suited to working with creative and cultural SMEs in
the sector
A shift from Knowledge Exchange to Creative Exchange, focusing on the
distinctive quality and value of cross-sector collaboration in the Arts &
Humanities.

Value
The CX Hub:
• Invested £333,237 in 94 projects (core and associated), generating significant
value for a network of 176 contributors from 107 connected organisations as
well as attracting leveraged funding of more than £1.8 million
• Generated more than 100 concepts and prototypes for new products and
services, creating new IP and 45 new jobs in creative and digital SMEs and in
academia
• Produced 21 highly skilled people at Doctoral level who can lead new ‘hybrid’
thinking both in academia and industry in the creative economy
• Engaged with 150 academics across the Arts & Humanities and other fields and
signed up 42 academics to collaboration agreements, developing new models
of collaboration that have subsequently been adopted outside the CX Hub
• Secured further research funding of more than £17.5 million by CX partners to
address related topics in the creative and digital sector.
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The major achievements of the CX Hub can be summarised under four headings, as
shown in the diagram below: New Thinking on Innovation in Digital Public Space
(industry-theory sphere); New Product, Service and Technology Development
(industry-practice sphere); New PhD Models and Capacity (academia-theory
sphere); and New Forms of KE (academia-practice sphere).

New Thinking on Digital Public Space
The CX focused from the start on the innovation potential of Digital Public Space
(DPS), initially working with core partner the BBC at MediaCityUK in Salford and its
creative hinterland in the northwest to explore the Corporation’s vision of openaccess online national cultural archives. An achievement of the CX project as a
whole has been to radically broaden the concept of DPS to embrace the valuecreation opportunities in a range of additional digital public spaces resulting from
social, civic, health and co-working flows of data. Through papers, events and think
tanks, the CX started a profound debate about the future of DPS in the UK, built an
autonomous expert forum comprising representatives from such bodies as the BBC,
British Library, Wellcome Trust, Wikipedia and Ofcom, and is set to catalyse a
Charter for Digital Public Space. This will define and seek to protect the public
interest in DPS and will be of huge benefit to the many small creative firms seeking
to innovate in this area.
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New Products and Services
A key achievement of the CX Hub has been to develop new products, services and
technologies designed to create new opportunities for creative businesses while
bringing benefits to communities in the North of England and beyond. We have
evidence of new apps, games and software, alongside spin out company formation
and job creation in micro firms. Four service and product development themes
emerged over the life of the Hub:
• Heritage, place and tourism: novel applications of digital technology were used
to re-envision heritage/tourism offers
• Citizen participation: creative digital technologies were adopted to encourage
more open democratic processes in local communities
• Public service redesign: open data and other technology resources were coopted to improve local services, from transport to health
• Entrepreneurship: there was particular emphasis on working with hard-to-reach
micro-businesses
Case studies in this report will expand these themes. A common feature across the
CX was the involvement of public-facing and publicly funded arts organisations in
the North (such as FACT Liverpool, English Heritage, BBC MediaCity, and Tyne and
Wear Archives and Museums) to facilitate public field trials as part of projects. This
proved to be a successful, high-value strategy, although we also recognised that
traditional university models of ‘tech transfer’ and IP management need to be
revised in the light of the new creative economy of digital flows, and in the context
of social engagement and co-creation with communities.

New PhD Model
A distinctive achievement of the CX Hub lay in the recruitment and supervision of a
cohort of 21 PhD students across the three institutions. These PhDs engaged in a
series of mini-projects with academics and companies as innovation collaborators
and facilitators. To effectively combine doctoral work with innovation practice and
KE required a new mixed-mode PhD model between theoretical enquiry and realworld application to be developed. The result is a new ‘hybrid’ cohort of
researchers in KE who add capacity in the field and will, as they take up new roles,
help to re-calibrate approaches across the sector in the future. The PhD cohort also
played a significant role in a deliberate shift of strategy during the project to
introduce more informal, iterative and organic models of engagement with the
creative economy.

New Forms of Knowledge Exchange
The CX’s final major contribution lies in its work on new KE platforms and models,
leading to our promotion of the idea that the digitally enabled creative economy
requires swift, agile and networked ‘Creative Exchange’ and not simply a linear
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‘tech-transfer’ model of knowledge exchange which presumes a simple bidirectional transaction along a single axis of demand-produce-supply. This new
approach was first crystallised in a major two-day KE conference at Lancaster
University in September 2013, and subsequently developed in PhD theses,
academic papers, further projects and other outputs. In this context, the CX
achievement lies in piloting new approaches that demonstrate the different and
distinctive qualities that the Arts & Humanities bring to KE, in addition to
challenging both academics and supporting university systems to be more
responsive and flexible in how they operate. These new forms of KE are now
evident in the three partner institutions in the CX Hub.
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2. Knowledge Exchange for Arts and Humanities
The CX approach to facilitating knowledge exchange between Arts & Humanities
researchers and the UK creative economy followed three main stages:

Business Mapping: Identifying the Needs
Recruitment of digital and creative businesses by each partner HEI via launch
meetings and forums was followed up with an initial scoping study to identify
needs. Researchers visited all companies recruited to the network to conduct
interviews and develop a ‘needs roadmap’, which was analysed to identify key
themes and shared interests. An output of this phase was a special tool to map
business needs (see CX website: http://thecreativeexchange.org).

CX Labs: Building Teams and Projects
Themes arising from the mapping of business needs were then developed as
subjects for a series of formal one-day CX Labs led by the senior CX research team.
There were six CX Labs in total (two led by each partner HEI) on the following
themes:
• Public Service Innovation and Democracy
• Performance, Liveness, and Participation
• Making the Digital Physical
• Rethinking Working Life
• Stories, Archives, and Living Heritage
• Building Social Communities
These CX Labs were designed specifically to bring together academics, businesses,
CX PhD researchers, other experts, and community groups around the identified
themes. A collection of dedicated KE tools was designed for these fast-track
innovation events to aid rapid idea generation and selection, prioritisation of
potential projects and formation of collaborative teams. In some cases, public arts
institutions either joined or hosted these events as a prelude to hosting co-creation
activities and public field trials. The CX Lab method of generating mini-projects
formed the dominant platform for years 1 and 2 of the network. A total of 42
projects were generated through this process.

PhD-led Projects: Enhancing the Network
With a network of partners and projects in place, and with the PhD cohort
acquiring new skills, perspectives, and confidence over the first two years of the CX
programme, the Hub switched its approach for years 3 and 4. This was a deliberate
strategy to test alternative models of KE. The rapid-fire, ‘big bang’ project
formation of the CX Labs was replaced by KE methods that were slower, more
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organic and more reflective. Engagement with partners was led, not by the PI and
Co-Is of the CX Hub, but by the 21 Doctoral students in the cohort, who designed
customised KE tools to suit different research and innovation contexts. This
approach resulted in a deeper connection with partners and a further series of CX
projects. Formats included ‘creative lounges’, hackathons, public gallery workshops
and ‘citizen science’ engagements. The tools used in this work have been critically
analysed and fully documented in the PhD theses.

National KE Conference
A major milestone in the CX Hub’s KE journey was a national KE peer reviewed
conference at Lancaster University in September 2013. This generated 21 peer
reviewed papers exploring innovative knowledge exchange. We also used the event
as an opportunity to radically redesign the conference as an experimental KE
platform. Four new modes of ‘Conference Exchange’ were developed, each one
supported by new tools and approaches. The modes exploited Arts & Humanities
values and capabilities, utilising for example the politics of the coffee shop,
performance, singing and movement, creative facilitation, and boundary object
theory.
A strategic outcome from this two-day conference was a manifesto for KE that
proposed replacing knowledge exchange – a transactional term still in thrall to
‘tech transfer’ – with creative exchange, a term better suited to the distinctive
contribution of Arts & Humanities research to the creative industries.
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3. KE Hub Demonstrable Impact
a) Demonstrable impact on the creative economy
Through collaboration with more than 100 public and private sector organisations
over four years, the CX Hub developed and piloted concepts and prototypes for 61
artistic and creative products and 42 software and technical products, thus
expanding the creative economy in the UK. Through this activity, we also developed
capacity and capability in creative businesses and developed public service
innovation. The demonstrable impact of the CX Hub can be described under three
headings – economic impact, social impact and cultural impact.
Economic Impact
A key contribution of the CX network was to work with hard-to-reach micro
businesses in the UK creative and digital sectors – fledgling enterprises that had
either poor or no experience of working with academia. A total of 46 micros were
engaged in this way (see Appendix C, p78). The CX PhD cohort acted as mini R&D
departments for these creative entrepreneurs, mirroring their agile and often
improvisatory ways of working.
Liverpool-based tech micro Red Ninja, for example, multiplied its staff from three
to 15 and boosted its turnover six-fold following a CX engagement, Open Planning,
to use digital technology to give better public access to local planning processes.
Red Ninja collaborated with Liverpool University academics, Liverpool City Council
and two CX doctoral researchers from Lancaster University on the project; the
company’s CEO Lee Omar described the impact as giving confidence and credibility,
and opening avenues to new clients and sectors: “The Creative Exchange process
was fantastic for us.” (See Red Ninja case study, p43).
At the other end of the scale, the CX’s KE ecosystem also focused on stimulating
innovation within the in-house development teams of large organisations such as
the BBC and Microsoft. For example, the CX led to a collaboration on the Past Paths
project between Newcastle University, Tyne and Wear Archives and Museums
(TWAM) and Microsoft, developing new techniques and encouraging new thinking
within the tech giant. As Professor Richard Harper, Principal Researcher at
Microsoft Research Cambridge, explained: “This project pushes the boundaries of
where people can use and experience the treasures to be found in museums. It does
so with some really novel approaches to search and interface design.” (See Past
Paths project listing in Appendix A, p73)
In January 2016 we conducted a survey of businesses engaged in the CX network to
evaluate economic impact. From 45 responses, 73% said that the CX Hub built new
networks and contacts; 35.6% said it helped them develop new products and
services; 33% said they had a new understanding of business and markets; and 20%
said it enabled them to get further funding.
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Social Impact
A key contribution of the CX Hub was to reach out to community and third sector
groups and bring them into the innovation network as collaborators alongside
businesses and academics. Several CX projects focused on aspects of social
innovation such as health and wellbeing, active transport, local democracy, and
community-based media, thus creating social impact. For example, a collaboration
between Lancaster University PhD researchers, academics at Westminster
University and Goldsmiths, Resonance FM, and product development business
Blaze on the Near Miss project used digital technology to collect data on cycling
accidents and near misses in London. This created a platform for a national
campaign for safer cycling and, in the words of Diana Danova of Blaze, expanded
“the definition of what counts as cycle safety research”. (See Near Miss project
listing in Appendix A, p64)
Cultural Impact
A key contribution of the CX network was to work with publicly funded and publicfacing arts institutions, with gallery programmes and outreach activities that could
be used to conduct co-creation activities and public field trials of CX prototypes and
concepts. FACT Liverpool, English Heritage, and Tyne and Wear Archives and
Museums were among those arts institutions that joined core partner the Future
Everything festival in Manchester in contributing to the CX programme, which in
turn influenced these cultural venues and institutions.
FACT Liverpool, for example, hosted a one-day CX Lab on the theme of redefining
working life. This led directly to the Royal College of Art’s PhD cohort collaborating
with a range of UK academics and creative businesses on a trio of projects
(Rhythmanalysis, Where Do You Go To? and Hybrid Lives – see CX project listings in
Appendix A, p67, p70, p62 respectively). These projects were then included in
FACT’S public exhibition called Time & Motion: Redefining Working Life, which used
artworks, research projects, archival materials and interventions to track human
journeys through the world of work, examining the impact of digital technology on
the ways in which people work, and setting up a co-working space open to local
business which piloted innovations.
“FACT has been a major collaborator with the Creative Exchange network. Right
from the start, we recognised the potential value of bringing academic and research
expertise into the dynamic environment of innovation in the digital arts… the CX has
been instrumental in FACT’s development of its own innovation labs including
FACTLab. Focusing on and integrating artists’ issues like health, wellbeing and work
has lent resonance to our programme and provided plenty of content and ideas for
further development.”
Professor Mike Stubbs, Director, FACT
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b) Contribution to economic impact and leveraged funding
Impact

Total amount /
number

Regional
impact?
(Y/N)

Summary and location

International
impact?
(Y/N)

Where?

Amount of
leveraged
funding to
directly
support
Hub
activities

£1,837,852 *

Y

Y

*includes
£929,600 time in
kind
contributions
calculated based
on average rate
of £400 per hour,
8 hour day
£17,559,170

Leveraged funding was across
51 projects covering all UK
regions but focussed on
North East England and North
West England.

Projects were
undertaken with
partners in The
United States,
Germany, China,
Japan, France,
India and
Switzerland

Y

Further funding is across all
UK regions but focussed on
North East England, North
West England and Greater
London, as well as a major
Scottish project.

N

45*

Y

Jobs created significantly in
North West England

Y

*Includes 13
Industry created
jobs plus posts on
further funding
projects
1

Y

North West England

N

Y

SME partners across 51
projects covering all UK
regions but focussed on
North East England and North
West England.

N

Amount of
further
funding
related to
or affiliated
with Hub
activities
Number of
jobs
created
directly
resulting
from Hub
activities
Number of
spin outs or
companies
formed
from Hub
activities
Number of
SMEs
engaged
with Hub
activities

130 microbusinesses and
SMEs engaged
with the hub, of
which 44 went on
to participate in
CX projects.
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c) Anticipated impact from Hub’s activities after funding period
We anticipate that the impact from the CX Hub’s activity with its partners will be
broad-based and diffused over time. Here are some specific activities that we know
will result in further impact:
• Red Ninja is working with a CX intern to develop the Open Planning software
application and implement with city councils 2016-17
(contact: Lee Omar, Red Ninja, lomar@redninja.co.uk)
• NHS Preston Hospital is working on phase two of the Blood Data Visualisation
app through to full trials 2016 -17
(contact: Jeremy Davenport, j.davenport2@lancaster.ac.uk)
• Development of SME digital engagement with the Digital Catapult Centre in the
North East January 2016 –June 2016
(contact: David Dunn, david.dunn@sunderlandsoftwarecity.com)
The CX programme has led to further research investment and will result in
significant and wider impact on industry and society in general:
• EPSRC IOT PETRAS grant (announced January 2016) in collaboration with UCL,
Imperial, Oxford, Warwick and 40 companies includes our partners in CX, BBC
and Microsoft, Cooper and Coulton (a CX collaborating academic) are leading
on adoption and acceptability, design and behaviour in relation to privacy,
ethics and trust (all research topics covered under the CX programme)
• EPSRC Digital Civics (Wright and Olivier). This Centre for Doctoral Training is
supporting 55 doctoral students over eight years in the design, deployment and
evaluation of community-driven digital technologies and services through, for
example, the redesign of local services with communities, and the development
of at-scale platforms which allow citizens to engage with local government, and
commission their own services (http://digitalcivics.org.uk )
• AHRC LEAPFROG (Cruickshank). Co-designing new tools and approaches to
facilitate new creative engagement activities in the public sector.
The models of Creative Exchange are now being applied to the N8 consortium
programme driving clusters of KE and Research under the Urban Living theme
(Cooper lead for N8) and Creative and Digital theme (Coulton lead for N8) with
support for KE from Professor Cruickshank (director KE on CX).
Furthermore, the PhD model is now embedded in the partner organisations and
will be further developed and applied. Anticipated impact is also international as
we continue to share the model with other universities, for example Gothenburg
University and IE University Madrid via staff visits.
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4. KE Hub Engagements
a) Overview of engagements with the Creative Economy
The CX Hub was set up in January 2012 to deliberately engage with the changing
landscape of the Creative Economy in the UK, and in particular to respond to trends
in citizen-led (user-generated) content experience, interactive narrative, and
radical personalisation.
These emerging trends, identified in our original bid document, became established
over the duration of the CX Hub, as the ‘experience economy’ – in which the
broadcast, performing and visual arts, digital media, design and gaming sectors are
prominent – expanded. The launch of the CX Hub was accompanied by a prediction
of a ‘paradigm shift in content creation and modes of distribution in a digitally
connected world, which has a profound impact for the arts and humanities’. This
proved to be the case.
To respond to such profound emerging needs in the Creative Economy, the CX
identified key challenges in the sector that it aimed to address. In particular we
wanted to confront the lack of scale and managerial aspiration that were identified
as barriers to success for the Digital and Creative Industries in the Northwest
(Creative Lancashire Report April 2008), as well as plugging a ‘skill gap’ in the role
of leaders and managers in digital firms in exploiting the potential of digital
technology advances (Skillset Report Jan 2010).
A three-stage engagement process (described in Section 2 – Knowledge Exchange
for Arts & Humanities, p8) enabled us to engage effectively with the UK Creative
Economy over the course of the CX Hub. Throughout, there was a commitment to
engaging with a ‘mix’ of large and small digital and creative businesses, including
hard-to-reach micros, so that small firms could scale their ideas and large media
and tech giants could refresh their ideas. Initially, the CX focused on the dynamic
North-west region with its specific creative ‘ecosystem’– an internationally
competitive cluster of businesses built on innovation with BBC Media City as the
flagship – and later more widely across the North and elsewhere.
Giving small digital and creative companies access to both grassroots local
communities and to the galleries of large public-facing arts institutions for cocreation and piloting activities was a strength of the CX’s engagement with the
Creative Economy, creating strategic networks and alliances beyond the scope of
the collaborative projects themselves.
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b) A summary of the Hub’s significant engagements with external
stakeholders
For a full list of the 103 partner organisations involved in Creative Exchange
activities please see Appendices B (p76) and C (p78). We provide examples below.
Partner
Organisation

International
?
(Y/N)

FACT
Liverpool

N

Sector
third,
public
or
private
Third

Size
micro,
SME or
large

Level of
engagement

Summary of
engagement
including
outcome

New or
existing
relationship?

How will you
maintain this
relationship?

SME

Key
Partner

Project partner:
Time and Motion,
States of Mind,
Fabricating FACT,
Sound Spaces.
Host for CX
exhibitions,
events.
Connection with
associated
network of
entrepreneurs and
creative
practitioners.
Involved in various
projects and
activities including
Physical Playlist,
Perceptive Media
and CX Showcase
Project developed
from initial
engagement at CX
Lab. Successful
grant application.
Secondment of CX
PhD students to
develop software.
Development of
digital ‘silk library’
platform

E

Ongoing work
and
collaborations
resulting from
CX projects.
Hosting and
co-curating CX
final showcase
event.

BBC

Y

Public

Large

Key
partner

Tyne & Wear
Museums

N

Third

Large

Joint
project

Tufts
University
Boston

Y
USA

Private

Large

Joint
project

Imperial
College
London

N

Public

Large

Joint
project

Internet of Things.
Development of
digital ‘silk library’
platform.

E

Kinicho

Y
Germany

Private

Micro

Project
partners

SME partner in
Sound Spaces
project. Provided
technical
resources and
expertise.
Developed new
markets and
became creative
collaborator.

New
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Ongoing
strategic
partnership
and research
work

N

Further
application of
the software
developed
during
collaboration

N

Ongoing
design and
science
collaboration
Collaboration
on Internet of
Things 3 year
project
Ongoing
projects with
CX
collaborators

15

The visualisation below shows the variety of organisations the Hub has engaged with, across
sectors and of varying size.
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c) A summary of the Hub’s significant engagements with policy
makers and/or influence on policymakers or policy making
Organisation
/ individual

Type /
location

International?
(Y/N)

Policy
Connect
Parliamentary
Event

National
Government

N

Helsinki
Masterclass:
Engendering
Empathy in
Design
Procurement

Local
government
– international
reach

Open
Planning,
Liverpool City
Council,
Engage
Liverpool

Local
government

New or
existing
relationship?
New

Level of
engagement

Summary of
engagement
including outcome

How will you
maintain this
relationship?

National
Policy
Event

Parliamentary event.
A panel discussion and
reception with Chi
Onwurah MP, Shadow
Minister for the Digital
Economy; and Ben
Howlett MP, which
presented some case
studies generated from
the project and
explored the value of
creativity in education,
artistic practice,
industry and local
commissioning.
Focussing on the
concept of the DPS.

As the project
reaches its
conclusion, we
want to
showcase the
value created
by the network,
and to debate
the implications
for digital
public space,
the creative
industries and
public policy.

YHelsinki

New

Consultancy /
joint
project

Emma Murphy of
Imagination Lancaster
and Jussi Sorsimo of
Culminatum Innovation
worked together on
building prototypes and
landscapes of design
procurement. Together,
they ran a Masterclass
with the City of Helsinki
on what good
procurement looks like,
and put a challenge to
the participants: what's
your vision for good
procurement and
what's your role in
making this happen?
This project was in
collaboration with
PROUD, who are
exploring the notion of
the masterclass as
knowledge exchange
tool.

Relationships
built through
this work are
being
maintained via
the LEAPFROG
project.

N

New

Joint
project

Working in consultation
with Liverpool City
Council to look at
improving public
engagement in the
urban planning process

Continuing
work on open
data
management
for public
bodies.
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Organisation
/ individual

Type /
location

International?
(Y/N)

Peterborough
City Council,
Peterborough
Civic Society,
Department
for
Communities
and Local
Government

Local
government

Age-friendly
City,
Newcastle
City Council

Level of
engagement

Summary of
engagement
including outcome

How will you
maintain this
relationship?

N

New or
existing
relationship?
New

Joint
Project

Continuing
development of
the LocalNets
app for policy
makers

Regional

N

New

Joint
Project

This project developed
and tested the potential
of LocalNets, an
innovative social media
digital analytics tool
created by CX PhD
researcher Jimmy Tidey,
to drive community
action and promote the
take up of community
rights in Peterborough.
CX PhD researcher Clara
Crivellaro used
methods/tools
developed in CX project
in collaboration with
MyPlace project

Ed Vaisey,
Digital
Economy
Minister

National
Government

N

New

Ministerial
visit to CX
project in
South East
London

In October 2015 Digital
Economy Minister Ed
Vaizey visited Erith Park
housing development in
East London to see the
outputs of the CX
project Erith Park: Walk
the Talk (in
collaboration with
Microsoft Research and
Orbit Housing
Association).

Birmingham
South Central
Clinical
Commissionin
g Group
Digital
Participation

Regional

N

New

Joint
Project

This project used the
Localnets.org Twitterbased public
consultation software
tool created by CX PhD
researcher Jimmy Tidey
to gather public opinion
and inform
recommendations on
how local NHS services
should be delivered.
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My Place
project is
ongoing, also
follow-on
projects in CDT
Digital Civics
(NCL).
Orbit Housing
Association are
using the
digitallysupported
model of
community
engagement
developed in
the CX project
(“travelling
digital
suitcases”) in
their “2020
Journey”
project.
Ongoing
collaborative
activities.
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Organisation
/ individual

Type /
location

International?
(Y/N)

Policy Event
at Work
Foundation
DPS/Bill
Thompson

Policy

N

New or
existing
relationship?
Existing

Level of
engagement

Summary of
engagement
including outcome

How will you
maintain this
relationship?

Joint
project
discussing
future
policy

The intention is to bring
in new voices to have a
discussion under the
framework of CX and
look to make an
intervention, around
three aspects:

It was proposed
that the
Creative
Exchange work
with others on
an initiative to
create a
Charter for the
DPS that would
seek to define
the public
interest, free
from
commercial and
political
interests.

1. Try to formulate what
we mean by DPS. For
example games have
not been fully
represented in the
thinking to date so
there is scope to make
sure that games as
culture is fully
represented.
2. Think about the
public service objectives
that such a model might
have. Continuing
tension, DPS does not
have to be a solely
commercial non
publically run
space. How this is
manifested is a live
question.

Scottish
Government
(Creativity
Team)
Scottish
Government
(Creativity
Team)

Devolved
Government

N

N

Workshop

Devolved
Government

N

Y

Workshop

Scottish
Government

Devolved
Government

N

Y

Workshop

The Creative Exchange Final Report to the AHRC

3. Ask how those
objectives might be
applied to the current
debate on the scale and
scope of the BBC going
forward that we could
position it as an
intervention.
Delivered a workshop
on innovative KE tools
and approaches for
policy

Ongoing
partners in the
Leapfrog
project

A ‘design confessional’,
expert workshop on KE
between service design,
public sector frontline
staff and policy makers.
Evaluation of KE activity
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Organisation
/ individual

Type /
location

Interna
-tional?
(Y/N)

Scottish
Government
(democratic
engagement
and
participation
team)

Devolved
Government

Scottish
Government
(GIRFEC: Get
it right for
every child)

Level of
engagement

Summary of
engagement
including outcome

N

New or
existing
relationship?
N

Workshop

Co-Design of sites for
democratic
Engagement part of
the Scottish
Government's
participation week
2015

Devolved
Government

N

Y

Workshop

Scottish
Government
(Creativity
Team) and
Dutch Design
Foundation

EU representatives from
Regional and
national
governments

Y

Workshop

A co-design
masterclass on
creative KE in the
civil service, codeveloped with the
creativity team in the
Scottish
Government.

RCA
involvement
in policy
maker events
(Brody &
Myerson)

French
Regional
Government
and
international
policy makers

Held as
part of
Dutch
Design
Week,
Eindho
ven
2014
YFrance
&
others

NA presenta
tions to
audience
s that
included
policy
makers

Conference
Presentations

Myerson, J. (2014)
‘Designing
Tomorrow’s
Networked
Workplaces’, LIFT
France conference,
Marseilles, France

New

Consultancy

Near Miss

Advice to
local and
national
government
on cycling
policy

YPhase
2 will
cover
interna
tional
partne
rs
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Myerson, J. (2013)
‘Thinking Space’ at
Work Tech Helsinki
conference, Helsinki,
Finland
The project asked
people across the UK
to tell us about their
cycling experience
on a particular day –
the One Day Diary.
We had over 1500
people report all
cycle trips and any
incidents happening
on their diary day.
We want our
findings to be used
by planners and
policy-makers; to

How will you
maintain this
relationship?

Continuation
into Phase 2 of
the project to
extend study
into cycling
near misses.
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Creative
Industries
Council

Advice on
creative
industries
engagement
with HEI

UK
Govern
ment

New
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Advice to
Board

inform street design,
for example. We‘ll
work to engage the
public in an informed
debate and help all
road users better
understand how a
minor incident might
affect a person
cycling. The second
stage of the project
will include
international cyclists.
Attendance at Board
of Creative Industries
Council

Membership of
the Regional
Clusters subcommittee
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5. Supporting Innovation
a) How the Hub has facilitated the processes and outcomes from
new and innovative interactions
The CX Hub supported its ‘innovation ecosystem’ of companies, academics, PhD
researchers and community and arts partners in the following ways:
•
•

•

•
•

•

A three-stage engagement process with creative and digital businesses (See
Section 2, p8)
The introduction of 21 PhD students researching at the forefront of their
disciplines to the innovation process, who worked directly with companies
alongside experienced academics (See Section 1, p4)
A flexible and partner-friendly project framework establishing legal, financial
and operational protocols for each project in the CX programme, enabling swift
resolution and delivery
A clear and consistent Intellectual Property strategy with uniformity of
approach across the CX network
A strategy to piggyback on larger commercial, public, third sector or community
initiatives to amplify the impact (for example working with the RSA, local
authorities and NHS Citizen on the localnets.org project – see Appendix A, p63)
A focus on public engagement, with field trials and co-creation activities, thus
adding community and consumer voices to the innovation process. Over the
course of the CX programme, considerable expertise was developed in this area
(see below).

Co-Creating Heritage, Tourism and Culture Offers
Several projects used co-creation processes (such as exploratory workshops, pilot
studies and rapid prototyping) to re-envision heritage, tourism and culture offers,
establish new partnerships with academic researchers, businesses, heritage,
museum and library professionals, and develop novel digital interaction
technologies and display systems.
These projects produced new technologies to enhance visitor experiences for
heritage organisations (Playful Narrative Realms, Sea Breeze), new digital games to
engage children in playful digital storytelling (Department of Hidden Stories), new
digital platforms to encourage people to explore museum archives (Past Paths) and
new hybrid digital/physical systems for use in museums and galleries to engage
visitors with exhibitions and performances (TILO, Being There, States of Mind,
Shakespeare in Shoreditch).
Co-creation processes were also used to enhance the capacity of cultural
organisations to engage public audiences in topical issues relating to digital public
spaces through co-curating major exhibitions (Time and Motion, Sound Spaces).
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Citizen Participation in Digital Public Spaces
A number of projects supplemented co-creation processes used between
professional project partners with participatory methods to engage the public in
the development and/or testing of new or prototypical products, services,
technologies and resources. These included creating public co-working spaces to
develop new apps and software plug-ins for digital working (Hybrid Lives, Where do
you go to?), public ideas labs to develop tools and activities for services engaging
citizens in local social change or activism (Community Data Journalism, Intangible
Assets), hackathons for co-designing new devices (Numbers that Matter,
HackLancaster), workshops for developing and testing new web platforms
(Polyphonic Futures), digital platforms for beta testing new games (Cold Sun), and
public sector and community consultations to test new apps and digital tools for
enhancing local government practices (Open Planning, Bretton Buzz, Birmingham
NHS Commissioning Digital Participation, Erith Park, Tuning into T Dan Smith).
Co-Designing Personal Tools for Digital Public Spaces
Several projects focused more specifically on the development of personal tools for
living with digital public spaces, including apps and devices to support individual
health and wellbeing (Visualising Blood Test Results, Ageing Playfully, Near Miss,
Numbers that Matter), technologies to facilitate data privacy, storage and/or
retrieval (A Walk in the Park, Indie Data, Hybrid Lives), and personalisation of
heritage and culture experiences (On the Precipice). These projects used co-design
processes to engage individuals in the development of new methods, technologies,
devices and/or policy. This work not only informed the creation of new or
enhanced products and services but also gave the project partners valuable new
insights into user behaviours.
Broader Uptake of Collaborative Practice
A range of processes were used to facilitate the broader uptake of collaborative
practice derived from the CX Hub, including events involving academic and nonacademic partners to develop networks and share collaborative practice (CX
knowledge exchange conference, AHRC 4 Hubs symposium, AHRC new PhD model
seminar). Collaborative practices and approaches developed by the Hub were also
presented in UK digital technology events including the 2014 inaugural Best of
British conference hosted by the Royal Institution, and political contexts including a
parliamentary event organised with the All Party Parliamentary Design &
Innovation Group.
Alongside feeding directly into the commercial, charitable or social practices of
non-academic partners, project outcomes were also presented in academic
conferences, publications and other dissemination contexts (e.g. CHI, DRS). Many
projects outcomes were presented in public venues. These helped to establish
opportunities for businesses to demonstrate design and/or technology expertise to
new audiences in parts of the UK in which they had previously not been businessactive. For example, on the CX’s States of Mind project, Nexus Productions was able
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to develop and demonstrate a technology to model and visualise people’s mental
health as part of the FACT Liverpool’s exhibition Group Therapy: mental distress in
a digital age. Such CX collaborations helped FACT to expand its own FACTLab for
innovation.
See Public Making case study, p44.

b) Examples of where changes in practice within HEIs, creative
enterprises and other organisations have enhanced capacity
During CX, typical HEI practices were modified to ensure that commercial partners
could more easily develop any ideas produced. For example, a new collaboration
agreement template was developed that provided an IP structure allowing IP to be
shared between partners, with flexibility for partners to protect prior IP when
joining collaborations.
Initially, using these agreements was a slow process due to unfamiliarity of HEI
research offices with fast-paced, fluid projects of the type that were supported by
CX. By refining our process and undertaking direct liaison with HEI research offices
we were able to make positive changes in the facilitation of such small-scale KE
projects. The CX collaboration agreement template was also used in the
development of a number of associated projects, which engaged CX researchers in
a breadth of co-financed collaborations with industry partners. The changes in
practice that arose during the course of CX will inform improvements in university
practices to enable academic-industry partnerships on a range of scales.
CX projects also developed new digital tools and platforms that enable new
relationships between citizens and public services. These relationships open up
new markets and service models, which the partners involved are now exploring.
For example:
• The model of community-led commissioning of mobile apps developed in App
Movement is being further developed with the Digital Catapult Centre,
Sunderland into Event Movement as a platform for software businesses to
commission training courses and invited speakers (See App Movement, Event
Movement case study, p45)
• The LocalNets web app developed by CX PhD student Jimmy Tidey through the
Bretton Buzz and NHS Birmingham Digital Participation projects has been used
by a number of organisations, including Peterborough and Hounslow councils,
the RSA and companies associated with the NHS Citizen programme to develop
community consultations
• Research on the challenges of accessing public data in the Open Planning
project is being used by SME Red Ninja to develop new processes and platforms
that facilitate access to public data, allowing organisations such as utility
companies to use this data in, for example, capacity planning (See Red Ninja
case study, p43)
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•

•

•

The method of digitally-supported community consultation developed in the
Erith Park: Walk the Talk project are being adopted by partner Orbit Housing
Association in their ‘2020 Journey’ national consultation project
The Being There project developed guidance documents for use by local
councils, which facilitates the engagement of digital artists to engage the public
effectively with archive content
The model and tools developed through the Community Data Journalism
project were taken up by industry partner Design for Social Change and used in
citizen engagement projects.

c) Key examples of where the Hub has developed its own
capacity and the sharing of practice across Hubs
In summary, the CX Hub supported innovation by bringing together a diverse range
of individuals with backgrounds in art, architecture, design and media, human
computer interaction, computer science and software engineering, biology, social
science, health, music, psychology, creative writing, history, transport, public
planning, cultural commissioning and broadcasting, heritage and local government,
and employing a diverse and novel range of processes and methods to create more
than 100 innovation outputs.
This body of collaborative practice has been shared across the Hubs, via Director of
Hubs meetings and forums. Both common and divergent experiences have been
identified to build a more comprehensive national picture of the challenges and
opportunities of Arts & Humanities academics working to expand the UK creative
economy.
In October 2014 Lancaster University provided the venue for a two-day conference
bringing together expertise and learning from across the four KE Hubs. Various
members of CX presented experience, learning and findings from knowledge
exchange work being carried out. This included the following:
•
•
•
•

A Critical Framework For Analysing Participatory Projects (Pete Wright)
The CX PhD Model (Tom Simmons, Naomi Jacobs)
Research design of the second phase of CX, the Creative Lounge (Naomi Jacobs)
Mode 2 Research: crossing the boundary between new knowledge production
and knowledge exchange (Leon Cruickshank)

The interactive digital tool developed via CX was also used at this event to
workshop policy for the Hubs.
(See Creative Exchange Conference on Knowledge Exchange in the Arts and
Humanities and follow on tools, a cross Hubs activity case study, p46)
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6. New Knowledge Assets Created or Facilitated by the Hub
Research through, for and into the activities of the CX Hub has been maintained at
a high level throughout the programme: 31+ publications, 60 conference
presentations and 102 other assets have been produced, and further assets are
expected during the course of 2016.

A summary of the key new knowledge assets created or
facilitated by the Hub
Detailed information is in Researchfish (RF), unless otherwise specified.
Assets relating to academic research outputs created
Number of Journal articles related to the Hub’s activities

Total number
14

Number of Monographs related to the Hub’s activities

4

Number of Edited books related to the Hub’s activities

3

Number of Book chapters related to the Hub’s activities

12

Number of Policy Briefing Reports related to the Hub’s activities

1

Number of Consultancy Reports and Working papers related to the Hub’s activities

2

Number of Presentations at research conferences

59

Databases, resources and other records gathered during workshops and other Hub activities

1

Anything else arising from the Hub relating to academic research outputs

Other Assets
Assets relating to new or
improved products or
services created
New or distinctive products or
designs

Total number

According to the categories used by ResearchFish, CX has produced:
61 Artistic & Creative Products:
• 23 Artefacts (including digital)
• 6 Artistic & Creative Exhibitions
• 4 Artworks
• 21 Films/Videos/Animations
• 7 Performances (Music, Drama, Dance etc.)
42 Software & Technical Products:
• 7 Physical Models/Kits
• 14 Software
• 21 Web Tools/Apps
See ResearchFish and Appendix E (p82) for further details on products and
designs.
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Service formats or other
delivery mechanisms

The Knowledge Exchange Conference Format developed and used in the CX
KE conference 2013 has been subsequently developed into a set of online
tools to assist others in planning and delivering similar events. (See:
http://cx.tools) (See case study, p46)

New processes and or
organisational policies being
taken forward by an external
stakeholder

Details have been provided in sections 5.a. and 5.b. Here, we note:
Public Making (see case study, p44)
Citizen participation in digital public spaces (see section 5).

Brands being formulated or
introduced

Several of the above products have included the creation of associated
brands. Including:
App Movement (see case study, p45)
Near Miss (see description in Appendix A, p64)
LocalNets (http://localnets.org/ )

New apps or other software
which has been written

See numbers above, which include several Apps, software and web tools
(and note the inevitable overlaps between these categories).
Individual assets are recorded in ResearchFish and Appendix E (p82). Here,
we note:
App Movement (digital platform)
Past Paths webtool
The Wild Man Game
Let’s Talk About Sex
Labella
LocalNets
Indx plug-ins
Mydex plug-ins
Where do you go to?
Cold Sun
Good Day at Work

See case studies for States of Mind (p47), Icosahedron Sound System (p48), Made
with Glove (p50).

Assets relating to the process of knowledge exchange
Assets relating to the process of knowledge exchange
Number of non–academic publications, manuals or guides relating to the Hub’s activities
Anything else arising from the project and relating to knowledge exchange in which the Hub
(directly or via delivery partners) considers it holds copyright
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number
7
1
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7. Talent Development
a) Career development opportunities directly associated with the
Hub
Career development as a result of the CX Hub activities can be categorised in the
following three ways:
The development of our PhD researchers has been a significant outcome of the
programme. Throughout their engagement in CX they have been exposed to
industry, public, and private sectors. They worked almost continually with external
agencies, while not specifically on secondment. However two CX PhD students did
suspend their studies to undertake two-month paid industrial internships at
Microsoft Research, Cambridge; and two CX PhD students took up (unpaid) twomonth industrial placements at the BBC.
This type of training has created a new generation of interdisciplinary KE
professionals who can work in the dynamic and challenging environment that
digital technologies are enabling, both within and beyond the creative economy.
Individual students learnt entrepreneurial skills and independence, also how to
shape research with relevance to industry, how to manage projects and work in
teams. They developed skills that enabled them to combine practice and theory
and apply it rapidly with industry and public sector partners. This has made them
highly sought after for new types of research jobs that are interdisciplinary and
involve industry and citizen engagement, for example:
• Lara Salinas: Early Career Researcher in Service Design - University of the Arts
London. This is a new initiative linking Camden Council directly with the
university to co-design new public services
• Hannah Stewart: Research Associate, EPSRC project 'Future Make spaces in
Redistributed Manufacturing' one of the Redistributed Manufacturing
networks at Royal College of Art www.futuremakespaces.rca.ac.uk
• Joel Porter: Research Associate for Resolving Multiparty Privacy Conflicts in
Social Media (RePriCo), School of Computing and Communications, Lancaster
University http://www.lancaster.ac.uk/staff/suchj/reprico/index.html
• Dan Burnett: Research Associate, Stories 2 Connect With (S2CW) Stories 2
Connect is a project that is training young researchers to work with
academics http://www.stories2connect.org
• David Green: Research Associate, EPSRC-funded Design your own Future. Open
Lab, Newcastle University
• Bettina Nissen: Research Associate, ESRC After Money, Edinburgh College of
Art, University of Edinburgh
• Clara Crivellaro, Andrew Garbett, Gavin Wood: Research Associates, EPSRC
Digital Civics Research Centre, Newcastle University
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Other CX PhD candidates will, on completion, apply their knowledge directly to the
education of a new generation of students:
• Ben Dalton: Principal Lecturer in the Faculty of Arts, Environment & Technology
at Leeds Beckett University
• John Fass: Course Leader of the new BA (Hons) Interface and Information
Design at the London College of Communication, University of the Arts London.
See also Lara Salinas’ PhD Journey case study (p51).
The development of our Knowledge Exchange Associates has involved
redefining the role of the research associate, placing it equally in the world of
research and the world of engagement with creative practice, industry and
communities. A significant part of the activities of the KEAs was to mentor the PhD
students to find their feet in terms of the PhD project while at the same time
coordinating projects with companies and academics. This has nurtured skills of
negotiation, trust building and people management, and has been coupled with an
active engagement in the research undertaken in CX. The KE Associates have
achieved career progression during the course of the project, as a reflection of their
skills and responsibilities.
The professional development and experience gained by two Co-I’s on CX
has directly contributed to their career progression. Dr Roger Whitham used his
experience and participation in CX in his successful application for promotion from
Visualiser to Lecturer at Lancaster University. Similarly Dr Leon Cruickshank was
awarded a Chair at Lancaster University supported by his role as Director of
Knowledge Exchange in CX; Cruickshank is now the first Professor of Design and
Creative Exchange.

b) Nurtured and developed entrepreneurial capacity in the
Creative Economy
As described elsewhere in this report, much of the work undertaken by the Arts &
Humanities academics and CX PhD students supported micro businesses by
providing early research and development that most would not have had access,
time or expertise to undertake. This in turn enhanced the R&D capacity and
entrepreneurial capability of these emerging companies.
In addition, work on the development of products and services led in some cases to
the academics developing entrepreneurial capacity by prototyping and
commercialising product concepts. Development of entrepreneurial capacity also
extended to stimulating innovation in large companies such as Microsoft and large
public sector bodies such as BBC and NHS.
See Walk in the Park case study (p51).
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8. Academic Successes
The academic successes of the CX programme can be categorised by:
• Moving beyond traditional models of PhD research to a more flexible and
dynamic approach better suited to working with creative and cultural SMEs in
the sector
• Moving from the concept of Knowledge Exchange to one of Creative Exchange,
thus focusing on the distinctive quality and value of cross-sector collaboration
in the Arts & Humanities
• Moving beyond the concept of Digital Public Space as an online cultural archive,
as initially proposed by the BBC, to framing a whole series of digital public
spaces with broader scope for business innovation
• Developing new research insights and identifying fruitful areas of investigation
for the researchers and the wider academic community
• Specific benefits to individual academics working on projects

The CX PhD Model
The PhD model that has developed can be described as follows:
1) Real world research jointly owned by the researchers, industry and
communities, with the aim of stimulating learning in all three directions
2) A hybrid approach that marries elements of the traditional theory driven thesis
with the practice based approach; however a key distinction is the use of
multiple innovation orientated, practice based projects with industry over the
life of the PHD, and the technique of interrogating projects from multiple
theoretical perspectives
3) Experiential learning embedded throughout the PhD period that produces
people with a diversity of skills that enable mobility across academic and
industry boundaries
4) A platform to enable PhD students to reach and work with micro creative firms,
who would not normally have the experience and resources to work with
academia.
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Shown below is a diagram setting out the PhD model developed for CX. Note the CX
Mini Projects (typically 2 to 4 for each student) that sit at the centre of the study’s
framework of theory, practice, training and supervision and form the PhD’s ‘spine’.

Shown below is a diagram that illustrates a complex ‘eco-system of relations’ in the
CX PhD model. Unlike a traditional PhD in which the student and supervisory team
are the central relationship, this model expands in many directions to include the
CX Knowledge Associates, and the academic and industry partners for each CX Mini
Project.

The challenge with this model is preparing an examinable and rigorous thesis whilst
responding to a complex tapestry of partner and industry imperatives; also, in an
experimental and collaborative network of this type, there is the challenge of
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defining precisely who, in the network of relations, has contributed to the new
knowledge. This is also PhD research that is not hidden in the lab or in the library
but played out in public facing exhibitions and forums – platforms built through the
CX mini projects.
The benefits of this model are described in sections 3 (Impact), 4 (Hub
Engagement), 5 (Supporting Innovation) and 7 (Talent).
The model is having a broad impact on the partner HEIs. For example, the Digital
Civics Doctoral Training Centre at Newcastle University (http://digitalcivics.org.uk)
has led to a Digital Civics Masters research programme:
http://www.ncl.ac.uk/postgraduate/courses/degrees/digital-civics-mres/#profile
See New PhD programmes case study (p46).

KE Knowledge and Tools
In moving from KE to Creative Exchange, the KE knowledge relevant to the creative
economy has been developed and expanded. This has occurred at programme level
through the development of facilitation tools (see http://cx.tools) for workshops
and project activities – and also through a national conference with a focus on the
fundamental issues of KE in the creative economy. This event was attended by
more than 80 delegates, addressed a range of the topics with 21 peer-reviewed
papers and developed a manifesto for KE in the creative economy.
(http://thecreativeexchange.org/tkex).
The feedback from the conference was positive and demonstrated that people
were thinking about knowledge exchange in a new way. As one academic
commented:
“I have spent the last two days being surprised, delighted, intrigued and provoked
at every turn. It was professional and seamless and the supporting tools and visual
materials were beautifully put together and easy to use. I feel like I have a much
deeper understanding of something I was sketchy about before and have plenty of
food for thought to take away.”
Following on from the Lancaster University conference in September 2013, further
activity consolidated the shift from KE to Creative Exchange:
• Co-Is from CX ran a seminar for Humanities academics on knowledge exchange
and research with impact, and further workshops and presentations on KE were
given
• A series of tools for knowledge exchange that can be used and adapted by
anyone to make their KE activities more effective can be accessed at
http://cx.tools (see case study, p46)
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•

•

A book on Open Design and Innovation looking at the design of knowledge
exchange approaches and a publication in the Journal of Innovation through
Impact
Extension of the work via AHRC project LEAPFROG, with an additional group of
academics in Scotland

Digital Public Space
The original concept of the Digital Public Space (DPS), as expressed at the start of
the project by the BBC, was interrogated in depth by all the CX participants,
individually through PhD dissertations and collaboratively through workshops with
industry. Further categorisation developed DPS into a series of digital public spaces
for health, working life, culture and public governance. Also work on the
relationship between the Digital Public Space and the physical public space and
human behaviour is being taken forward in the EPSRC PETRAS project. This CX work
has resulted in industry forum meetings led by John Howkins and Bill Thompson at
the Digital Catapult and Work Foundation. Academic outputs shedding new light on
an expanded notion of DPS will include a book to be published 2016 by Ashgate, a
DPS Forum Report for the industry, the publication of papers and PhD theses.

New Research
Each of the projects led to specific research and dialogue on a variety of topics
resulting in various outputs including exhibitions and publications. Our KEAs
worked with the PhD students to categorise the research domains explored. These
include:
• New experiences of place
• New experiences of culture
• Citizen participation
• Redesigning services in digital public space
• Health and wellbeing
• Sensory engagement
For example, the Tynemouth Outdoor Pool, Tuning into T.Dan Smith, and Erith Park:
Walk the Talk projects (see descriptions in Appendix A, p75, p70, p61 respectively)
were part of a broader investigation of citizen activism and the role of digital tools
within it. These projects produced three high-impact publications that contribute
both rich user studies and examples of tools for citizen engagement and activism
that, beyond digital systems, emphasise the design of socio-material artefacts and
processes (see ResearchFish: Crivellaro et al., 2014, 2015, 2016).
Projects such as Numbers that Matter, Ageing Playfully, Blood data visualisation
focused on wellbeing research and contributed to the ongoing debate about how
digital design can enable societal and individual benefits. Academic publications
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resulting from this work include the forthcoming contribution to a special issue of
the Journal of Mobile Media (See ResearchFish: Lujan & Boyko, 2016).

Benefits to individual academics working on projects
Many early career researchers from across Arts & Humanities disciplines
participated in collaborative work with creative industry partners. The small buyout of time provided by CX gave important research experience and opportunities
that may not have otherwise been available at this stage in their careers.
“I valued the experience of working within the context of a project influenced by a
third party organisation. This enabled me to develop skills in working with agendas
not normally encountered in my own academic research. I thus developed new
methodologies of planning, undertaking and producing research. In addition, the
involvement of technological disciplines provided me new insights applicable to me
own discipline but which (without this project) I was previously unaware of.”
Oliver Wilkinson, Research Assistant in History, University of Central Lancashire
participated in the CX Project Being There
In addition, more established academics engaged in work in which they would not
normally have undertaken and provided inspiration for further work and research,
for instance:
“The development process that went into producing the app, including heritage
professionals, academics from a number of disciplines, CX personnel, and members
of the public provided a marvellous demonstration of co-design research methods in
action, and led to a product that was technologically innovative at the same time as
it was attentive to the history of the place in which it was embedded, the logistical
limitations of a fragile historic environment and remote site, and the wishes of its
users. The whole project has inspired me to develop such research further, and I am
planning a new, much larger project which will take what we learned from Belsay
Hall and develop it in a range of different heritage contexts.”
Matthew Grenby, Professor of Eighteenth-Century Studies in the School of English
at Newcastle University, participated in the CX Project Playful Narrative Realms
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9. Academic Disciplines
Whilst the majority of the academic disciplines involved in CX projects came from
Arts and Humanities we found most project crossed science and social science
boundaries. Our database recorded academic self-classification as follows:
Discipline Classification

Number of People

Computer Sciences

12

Biological Sciences

3

Creative Arts And Design

28

Social Studies

7

Subjects Allied To Medicine

1

Architecture Building And Planning

8

Education

1

Engineering

1

Historical And Philosophical Studies

3

Linguistics Classics And Related Subjects

2

Mass Communication And Documentation

1

(Classifications according to the Joint Academic Coding System (JACS) Version 3.0)
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10. Cross-disciplinary/ Interdisciplinary Collaborations
The whole premise of the CX programme has been interdisciplinary. The diagram
below visualises the range of disciplines and how they worked together:

A dynamic version of this visualisation is available here:
http://thecreativeexchange.org/reporting/#organisations (password: pragmatic)
Also see Cold Sun (p53), Polyphonic Futures (p54) and Playful Narrative Realms
(p55) case studies.
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11. Lessons Learnt
a) How the work of the Hub has evolved, the barriers faced and
mitigated, b) Reflections and Lessons learnt
It is easy to reflect on the Hub and say what could have been done better, but if it
had not been done we would not have learnt how to do it better. The CX Hub was
an evolutionary process, with a great deal of learning; we now have significant
knowledge of building a hub, working with PhDs and setting up collaboration. There
is no agreed format, but the table below sums up the major challenges, action and
mitigation and the lessons learnt.
Challenge

Action

Lessons learned

Defining the Digital
Public Space and its
potential for innovation
to ensure the CX
programme of activity
worked off a common
‘spine’

The BBC model, as presented by
keynote speaker Tony Ageh at a launch
event, was followed up by extensive
debate, publications and by a DPS
summit of key players to broaden the
definitions of the DPS in the light of
collaborative practice in the CX

In the fast-moving digital era, building an
innovation programme around a fixed
notion based on one public body’s view
was too narrow. Extensive discourse was
required. As the CX developed, so our
understanding of DPS became much
broader

Developing a new joint
PhD programme across
the three partner
institutions

We worked closely with doctoral
students to co-design training
appropriate to specific CX needs

Practice-based PhDs require
multidisciplinary skills including project
and people management – it is
important to plan carefully but enable
flexibility and change

Engaging creative and
digital SMEs in the CX
Hub

Individual researcher visits to
companies to map needs, invitations to
join project teams in CX labs and, later,
closer connections with the PhD cohort
were the tactics of engagement

We discovered that, contrary to
expectation, academics and PhDs were
often better placed to lead innovation
projects given that SMEs were hardpressed for time and sometimes bound
by market conventions in their thinking,

Managing a cross
regional KE hub with
partners in different
parts of UK

We programmed a series of
Management Board and Leadership
Board meetings (see 12 Hub
Management), foregrounded by a
series of conceptual workshops to
agree generic themes for the Hub

Clarity of purpose and shared vision at
the conceptual and theoretical level are
essential to make a cross-regional hub of
this type work. Simply agreeing logistic
and operational protocols is not enough

Managing contracts for
KE projects in the CX
Hub

We developed a simplified
collaboration agreement and worked in
close liaison with legal and financial
departments to minimise delays after
companies initially complained of slow
and bureaucratic processes in the CX

Standard university KE contracts and
agreements are simply not fit for
purpose in the new business era of
digital flows. There needs to be a more
agile and fluid approach, with new
thinking on co-owned IP (as opposed to
tech transfer ownership)
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12. Hub Management
The CX Hub brought together three different innovation labs from three different
HEIs in different parts of the UK. Managing the Hub therefore required careful
planning – not simply to address the considerable logistical challenges but also to
make sure that the CX teams in each of the three partner institutions were ‘on the
same page’ in terms of academic, theoretical and creative approach.
From the start, we resolved that each of the partners should ‘play to their strength’
(user-centred design at RCA, digital making at Newcastle, innovation management
at Lancaster, for example) but that the CX should add up to more than the sum of
its parts. This philosophy required a dual strategy – to reflect the distinctive
contribution of each partner while simultaneously presenting the CX Hub as a
singular entity. This balancing act was not without its difficulties.
The senior research team arranged several in-depth sessions in the early phase of
the CX Hub to agree a coordinated platform for exploring the innovation potential
of Digital Public Space. Rather than this being defined by specific projects or
partners, we negotiated and agreed six generic themes as a management team:
• Personalisation: the personalisation of media for different viewers and
contexts
• Experience: new forms of ‘mass experience’ events and media with the
quality of ‘liveness’
• Participation: different forms of user-generated content supporting
participatory media
• Connectivity: exploring ‘pervasive transmedia’; the increasing digital
connectivity between people and things
• Narrative: exploring storytelling in all its forms, existing and emergent
• Identity: the individual within digital public space; ethical, privacy and
security issues, IP rights and ownership.
These themes subsequently became research strands, enabling the three partners
to work to a common platform as the collaborative projects emerged from the CX
Labs. They also became useful points of reference for the PhD studies, creating a
framework to ensure there was a proper ‘fit’ between the Doctoral work and the
wider aims of the CX. Each PhD study was required to address at least one or two
of the generic themes.
As the CX programme expanded, so the partners learnt to prioritise what should be
discussed and resolved by the CX Management Board (the senior research team
including the three Knowledge Associates – one in each HEI, a vital role) and what
should be pushed up to the Leadership Board (comprising wider industry and
academic representation). We also learnt to quickly abandon ideas that proved
impractical, for example we envisaged a regular conference for businesses but we
discovered fast-moving companies were not interested. The speed with which the
CX network developed, and the constant deadlines with projects, funding, and
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public field trials meant that the management team had to abandon formal
structures and be flexible, fleet of foot and improvisatory on occasions to make it
all work.
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13. Future Plans
The CX Legacy will be sustained through the following activities and actions:

1. Doctoral Training:
Each institution is implementing the PhD model. ImaginationLancaster will continue
to offer work-based PhD support and will be bidding for CDTs on interdisciplinary
themes related to the Social Futures Institute and the Data Science Institute, having
received internal funding from the university for academic posts in collaboration
with these institutes. Newcastle will continue through Open Lab and EPSRC CTD to
follow the CX model, as will the RCA through the School of Communication and the
Helen Hamlyn Centre For Design, where industry funded PhDs are already adopting
elements of the CX model.
At Newcastle, for example, Open Lab has been successful in securing a Centre for
Doctoral Training under the auspices of the EPSRC Digital Economy programme.
The CDT will develop Open Lab’s CX approach to researching Digital Public Space
through PhD-Industry collaborations. The research will take Digital Public Space
concepts and demonstrators (for e.g. AppMovement, and iDocs) and apply them to
the challenges of digital citizenship and urban futures, building on ideas developed
at all three CX HEIs in partnership with regional government in the Northeast. The
CDT for Digital Civics began in 2014 and is an 8 year programme training 55 PhD
students, with a value of £4.7M (award) + £1.75M (RIF match). It is a cross faculty
programme with funding split and students co-supervised from all three Newcastle
University Faculties.

2. KE and Practice-Based Research and Collaboration with
Industry:
•

•
•
•

The public engagement, knowledge exchange and co-creation work with the
public sector is continuing to be developed through the AHRC Funded Leapfrog
project (http://leapfrog.tools)
Lancaster University is deploying the knowledge more widely by applying for EU
Living Lab Registration
The CX partnership is continuing with projects through the Digital and Future
Cities Catapults
As part of the last year of CX funding, Newcastle’s Open Lab is working with the
Northeast Digital Catapult to develop an evolution of the App Movement
platform called Event Movement. The CX iDoc work that began with a CX BBC
R&D placement has evolved into a further iCase studentship with BBC R&D with
additional support from Open Lab’s newly funded Digital Economy Research
Centre (EPSRC £4.1M (award) + £0.75M (RIF match). This collaboration will
develop a concept of object media that will support user-generated metadata
and responsive and interactive video documentary and educational video
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•

•

•
•

Lancaster academics Cooper and Coulton are now Lead Academics for N8
Urban Living and N8 Digital and Creative, developing collaborative research and
public and private sector partnerships across the 8 universities and the North of
England. This is built on the experience of KE and collaboration gained from the
CX project and will be taken further to deepen research with impact relevant to
the North
Relationships that have been established will remain ongoing such as that with
the BBC and FACT. Newcastle University's Open Lab now has a strategic
partnership with BBC R&D and is collaborating with them through a mix of
iCase funding and Digital Civics funding including two CDT students working on
projects related to IoT and metadata for new media objects in DPS
The Storey Institute at Lancaster, Lancaster Arts Partnership and Lancaster Arts
are working with CX to duplicate the CX format for Arts in Lancaster
The RCA is continuing to develop its international programme of design-led
research, knowledge exchange, executive education and innovation
collaborations, drawing on experiences gained through CX. In addition the RCA
has introduced a new executive education unit, again building on CX expertise.

3. Research:
There has been an abundance of research challenges/opportunities arising from
the work by CX. This will be sustained in the following ways:
• CX has been a catalyst for growing an ecosystem of research, knowledge
exchange and innovation across the Schools of Communication, Design, and
Architecture, the Helen Hamlyn Centre for Design and Innovation, RCA. The
Helen Hamlyn Centre for Design is setting up a Social Innovation Lab based on
CX experiences
• Lancaster’s partnership in the £9.8m EPSRC IoT hub builds on the work of CX
and will follow the same approach of practice based research with creative and
digital sector with public engagement
• The AHRC Leapfrog project will continue to develop civic engagement practices
and processes
• Research relating to DPS and Digital Civics will continue via Newcastle’s CDT, as
described above.

4. Product/Project Development:
Specific projects are being taken forward for example:
• Paths of Desire: Using Open Street Maps, we created a map tile server and
renderer that can be used to create such services. In collaboration with
Magnetic North and artist Chas Jacobs, we developed example maps to
illustrate the potential of this approach and they are looking to extend the
project so it can be used across the creative industries
• Blood data visualisation: A second phase of the project is being developed by
the team dietician from Lancashire Teaching Hospitals with University of
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•

Central Lancashire which will enable this prototype to be evaluated and gain
feedback from a wider group of CKD patients and clinicians
Red Ninja has co-funded a research project in collaboration with the Future
Cities Catapult that will go beyond the CX funding term, and we expect further
collaboration for PhDs and research projects as we deepen the collaborative
relationship.

5. Digital Public Space:
The DPS forum is a standalone interest group who will move forward with the
publication of a report with a view to completing the Charter for Digital Public
Space.

6. The CX Legacy Website and Brand:
Created this year, the new website will tell the full story of CX with details of all of
the project's activities, KE resources and tools and publications. It will be
maintained at Lancaster University. In addition we are creating a portable
exhibition as a record and legacy of the programme.
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14. Case Studies
Red Ninja (section 3, 5)
Red Ninja is a Liverpool-based design-led technology company, who collaborated
on the Open Planning project with Liverpool University academics, Liverpool City
Council and two Creative Exchange doctoral researchers. At that point, they were,
in their own words, ‘a bootstrapped tech start up with 3 staff and little track record
of working directly with local authorities and universities’.
Not only did the Open Planning project develop an innovative app for new
perspectives on engaging with the urban planning process, it caused significant
shifts in the business practices of Red Ninja and their approach to collaborative
work.
Lee Omar, the CEO, describes the impact on the company as follows:
“Having direct access to work with a local authority in a paid capacity gave us
confidence and credibility, which enabled us to design and develop a solution that
enables more visibility for citizens living in urban environments.”
“The Creative Exchange process was fantastic for us as we invested much more of
our own time into the project to enable us to produce IP that we could
commercialise. The learning of working with the city data sets as part of the
Creative Exchange has enabled us to design and develop commercial products with
a multinational energy company on a smart energy platform that will enable
sustainable urban developments. Commercially this was valuable to us and is worth
ten times the financial reward than the Creative Exchange project. This validates
the extra work we did on the Creative Exchange project.”
Since engaging with Creative Exchange, Red Ninja employs five times as many staff
and their turnover has increased six fold. The company is also continuing the
collaborative approach to work, sponsoring a programme of PhD students
embedded within their practices and developing their own research arm.
Additionally, as a direct result of things learned from the Open Planning project,
Creative Exchange is funding a new twelve-month collaboration to develop a new
platform by which public data (such as that held by city councils) can be held and
provided back to relevant parties in a way that can be truly open and beneficial. It
will involve working with current data handling companies to develop a new
system, with the aim of scaling it across the country. It will initially be trialled in
three cities: Manchester, Lancaster and Liverpool.
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Public Making (section 5, 6)
Public Making has emerged in CX as a major strategy for managing complex
collaborations and ensuring creative productivity that is public facing from the
start. Our work has been taken up by museums as offering new ways of engaging
publics with collections, by arts organisations to familiarize artists with digital
technologies, and by cultural organisations to foster local entrepreneurship.
Several CX projects have worked directly with the public (for example, On The
Precipice, Red Tales, Erith Park: Walk the Talk, see Appendix A, p57). In each of
these individual projects, CX has had an important impact upon our collaborators
and their publics.
Over the course of CX, this concern for working with the public has developed into
a more ambitious research strategy. We refer to this as ‘Public Making’, with all
senses intended: making with the public, making in public, and making new publics
in the process of conducting our research. This strategy builds on the CX-wide
commitment to knowledge exchange via joint-participation in making (creative
exchange), and develops ways of working in which participants’ diverse concerns
and skill-levels do not create problems to be solved but can be treated as a rich
resource for creative productivity.
In practical terms, we conduct making sessions in and with the public and
encourage a variety of work to emerge. These sessions are provocatively themed to
give a flexible brief for creative work and to explore a design space through the
family resemblance of what is made. These activities occupy a hybrid zone between
workshops, open studios/labs, hackathons, installation and performance making.
This makes them recognizable to collaborating creative practitioners, while also
enabling researchers to conduct bona fide research under their auspices. Where
possible we have secured advertised performance and exhibition times for our
work so as to give a clear public delivery and sense of achievement for participants.
These strategies were first explored in Interglacial/Erratics, and subsequent work
has included a contribution to a WW1 commemoration, hosted by Tyne and Wear
Archives and Museums, War Workings/Sound Mirrors (see Appendix A, p57). The
approach has attracted invitations from international open source arts festivals and
the creative entrepreneurial networks associated with them (e.g. Piksel, Bergen,
Norway). Notably, in 2016, CX researchers have been invited by the International
Symposium of Electronic Arts (ISEA) to create a public making activity in
relationship to their archive of materials. All of these institutions are seeing in our
strategies of public making new ways of engaging publics with archival and
collected content.
Sound Spaces is an exemplary public making project (see Appendix A, p57). This
project has enabled the partner SME to formulate its business in new ways that
extend its range of commercial opportunity, while deepening the ways of engaging
publics available to creative organisations like partner FACT who are concerned
with facilitating local entrepreneurship.
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Shaw, T., & Bowers, J. (2015). Public Making : Artistic Strategies for Working with
Museum Collections , Technologies and Publics. In Proceedings of the 21st
International Symposium on Electronic Art. Vancouver, Canada.
Bowers, J., & Shaw, T. (2014). Reappropriating Museum Collections: Performing
Geology Specimens and Meterology Data as New Instruments for Musical
Expression. In Proceedings of the International Conference on New Interfaces for
Musical Expression (pp. 175–178).

App Movement, Event Movement (section 5, 6)
The App Movement project developed through the CX’s partnership funding with
the Social Inclusion for the Digital Economy (SIDE) programme at Newcastle. App
Movement extended the model of user-led mobile App design employed in the
development of the Feedfinder App to create a digital platform which allows
individuals, communities and organisations to commission and design their own
location-based review App. Hence App Movement transformed the traditionally
top-down app development process into a grassroots, community-driven,
participatory design activity.
Users come to the App Movement website with an idea for a review service and
then use social media to build a community of interested users. App Movement
then moves into design phase where the community collaborates to configure their
app. The new app is then automatically developed and uploaded to the iOS and
Android app stores.
Since its launch in February 2015, 27 apps have been proposed, 11 apps have been
successfully commissioned, and 9 apps are currently live in app stores. App
Movement has 2,300+ users proposing and supporting app campaigns, and 18,000+
users of the various apps.
Throughout CX, we have sought to take products and services developed within
projects and develop them further with new partners for mutually beneficial
impact. App Movement was offered as one avenue to explore during conversations
with the Digital Catapult Centre, Sunderland (DCC). The DCC were initially
interested in polling/surveying tools to better understand the needs of the network
of software development SMEs they served. However, in discussion with CX, the
emphasis shifted from a ‘top-down’ service delivery model of understanding
business needs and then tailoring events and training courses to suit, to a bottomup model through which SMEs could directly commission events according to their
needs (and give the DCC insights into their needs through this process). App
Movement provides a template for how such community-led event commissioning
could work, and a new Event Platform is currently in development toward this end
in collaboration with the DCC and software SME representatives.
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Creative Exchange Conference on Knowledge Exchange in the
Arts and Humanities and Follow On Tools, A Cross-Hubs Activity
(section 5, 6, 8)
As part of our reflection on knowledge exchange we realised that the peerreviewed conference was an important (and dysfunctional) knowledge exchange
mechanism in the Arts and Humanities. We addressed this through the radical redesign of what an academic conference could be resulting in a major conference on
Knowledge exchange for Academics and Industry in September 2013. This was
attended by over 80 delegates; not only did it address the topic of innovation in
knowledge exchange (with 21 papers accepted via peer review) but the whole
conference was seen as a radical diversion from the norm in conferences: see
photographs and comments (http://thecreativeexchange.org/tkex).
The leaders of all the KE Hubs were an important component of this event. They
were generous enough to enter into this process in a very active manner. Rather
than presenting the activities of their hubs in the conference we asked them to
respond to the first day’s activities to provide a series of provocations to a
deliberately boisterous panel session late in the evening.
This helped the conference focus on the fundamental issues of Knowledge
Exchange in the Creative Economy. The feedback from the conference was
extremely positive and also demonstrated that people were thinking about
knowledge exchange in a new way.
The conference also served as a platform for us to advance our thinking on tools for
knowledge exchange. One aspect of this was the creation of a series of tools for
enabling new thinking about KE, but also wider application on for KE in the Arts and
Humanities. These are designed to be adapted by the people using them to meet
their particular needs and aptitudes. Some of these are downloadable, editable
documents that for instance help to draw our hidden assumptions in a group or
help the evaluation of a KE session but also include highly innovative digital tools.
Specifically we created a bespoke piece of software to give us a digital presentation
creation and voting tool. These tools are used by a broad range of Arts and
Humanities academics, community groups and companies. It was also in October
2014 used for the AHRC conference for the KE hubs held in Lancaster. The digital
tool can be used (and other tools can be accessed) at www.cx.tools.

New PhD programmes (section 5, 8)
At Newcastle University the CX PhD model was the foundation for the EPSRC
funded Centre for Doctoral Training (CDT) in Digital Civics. The Digital Civics CDT is
an 8-year programme funding 11 new PhD studentships per year for 5 years. The
CDT has co-investigators across the 3 faculties at Newcastle University, (Humanities
and Social Sciences, Medical Sciences, and Science, Agriculture and Engineering),
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and students are recruited from disciplinary areas representative of the three
faculties.
The Digital Civics programme at Newcastle takes ideas on digital public space
forward into the area of local Government public service provision to explore new
forms of citizen-led service design and commissioning. Our App Movement
platform developed as a joint CX-SiDE effort (see case study) is the archetypal
example of this concept.
Like the CX PhD model, Digital Civics students work with academics across several
disciplines and with (in this case) local government or third sector partners
throughout their PhD. Similarly research also proceeds through a series of case
studies (although the project team and topic remains stable throughout). These
collaborations are formed during a first MRes year together with a project that
serves as a pilot for the PhD that follows.
At the RCA the CX has been a catalyst for the development of an ecology of design
and innovation research activities. It has also provided a context within which to
focus the recruitment of industry funded design and communication innovation
PhD students, and to critically examine cross-sector collaborative research and
knowledge exchange practices. A growing number of doctoral students have joined
the College with funding from industry partners (e.g. Microsoft, Pearson). Building
on the experience of operating the CX PhD model, these students are working with
academic and non-academic partners to develop their PhDs through both small and
large scale collaborative cross-sector projects.
At Lancaster the new success of PhDs within CX has been used as a model for
further research projects. For example the £1.2million AHRC project Leapfrog has a
funded PhD that moves between collaborative projects and higher-level
overarching research. This model is also proving attractive to doctoral candidates
that want to undertake research with a high degree of impact. For example in
addition to the Leapfrog-funded PhD that project also has a self funded PhD looking
for a collaborative, externally facing, high Impact PhD experience.

States of Mind (section 6)
Funding from CX enabled Nexus Productions and FACT Liverpool to work with CX
researchers at the Royal College of Art and the University of Wales Trinity Saint
David to produce an interactive ‘States of Mind’ device for people to use to model
and share their mental health states. Based on a physical interface, the device
provides a platform for people to create digital 3D visual objects representing their
states of mind in physical environments and using digital social media.
By exploring thresholds between private moments and collective responses, the
project provided a framework to reflect on intimate perceptions in the context of
shared physical and digital environments. It has been a key driver in CX PhD student
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Benjamin Koslowski’s research, which tests architectural representation in the
negotiation of private-public thresholds in digital and physical spaces.
The project provided opportunities for Claire Cooke and Brendan Dawes of Nexus
Productions to develop the device within a visitor experience context at FACT
Liverpool, drawing on and expanding their current work with other cultural
organisations in this area. Collaborating with CX PhD student Benjamin Koslowski
provided scope for Nexus Productions to draw on detailed PhD research insights
during this process. The project also provided a platform for Nexus Productions to
present their work to new audiences, developing a new relationship with FACT
Liverpool, and to expand their business networks in the North West of England.
Nexus Productions staff noted the value of the project in “...allowing us to
experiment and try things in a low-risk environment”.
The States of Mind device was produced in parallel with the design of the FACT
Liverpool 2015 ‘Group Therapy: mental distress in a digital age’ exhibition in which
it was initially presented. ‘Group Therapy...’ focused on a key aspect of digital
public space and the exhibition design, which was also produced by Koslowski, was
developed through an associated CX project. Alongside embedding the States of
Mind device within the exhibition design, this part of the collaboration provided
opportunities for FACT Liverpool to engage with PhD research to underpin the
curation, development and production of the exhibition itself. FACT staff noted that
“...the exhibition design was enriched by a wealth of research we would otherwise
not have had access too”.
A drop-in workshop ‘Mapping the emotional landscape of Liverpool’ was produced
during the exhibition, at which museum visitors and workshop participants were
invited to talk about their individual journeys to the exhibition, using tangible and
tactile rapid-prototyped versions of the digital 3D objects to reflect on their
personal mental wellbeing. The States of Mind device was technically enhanced
and featured in the 2015 London Design Festival. Across both events over 2,800
digital representations of people’s states of mind were collected and shared using
the TILO digital display system at FACT Liverpool and social media.

Icosahedron Sound System (section 6)
Through their involvement with CX, micro-business Kinicho have been able to
develop their Icosahedron Sound System, explore artistic applications, and
showcase its value to musicians, artists, producers and the general public.
Kinicho is principally Stefan Kazassoglou, a music producer, sound recording
engineer, and composer. Following the closure of his previous business (Binarycell
Studios), Stefan founded Kinicho (“kinetic audio”) as a small business within FACT
to develop his interests in spatialised sound. Recently, this work included Stefan’s
development of the Icosahedron Sound System – an array of 20 loudspeakers and
associated software that enables the playback and spatial mixing of third order
ambisonic sound recordings.
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In early 2015 Stefan joined conversations between Newcastle University and FACT
Liverpool about developing a collaborative project, initially based around a
contribution to FACT’s “Build Your Own” programme of events. Through these
discussions, the “Sound Spaces” CX project developed where project collaborators
jointly explored the recording and representation of sonic spaces using a variety of
tools, notably including Stefan’s Icosahedron Sound System.
Funding from CX has enabled Stefan to:
• Develop a larger, more advanced version of his Icosahedron Sound System in a
modular form suitable for use by others;
• Create a set of impulse recordings that capture the acoustic characteristics of
particular locations, which can be used in adding spatial effects to recordings
mixed into third-order ambisonics (using the Icosahedron Sound System);
• Showcase the potential of the Icosahedron Sound System to musicians, artists,
producers and the general public via the Sound Spaces exhibition and
performances.
However, this project has enabled more than this technical development work and
demonstration alone. Sound Spaces has intentionally been a creative and technical
collaboration throughout, and Stefan has worked alongside and in collaboration
with CX PhD student Tim Shaw, CX Co-Investigator John Bowers, and CX Knowledge
Exchange Associate Simon Bowen. This collaboration has then also drawn upon and
explored current thinking in (sound) artistic practice, electro-acoustic composition,
public participation in making, spherical photography, and the interactive
possibilities of spatialised sound and image. For Stefan and Kinicho, that has meant:
• A unique sonic composition for the Icosahedron Sound System (by Shaw and
Bowers) that explores its potential as an artistic medium, demonstrated during
the Sound Spaces exhibition;
• Demonstration of the Icosahedron Sound System alongside alternative and
complementary applications of sound spatialisation (exhibits by Bowers, Shaw
and Bowen) within the Sound Spaces exhibition;
• A fully-booked public performance by Bowers and Shaw, and renowned artist
Philip Jeck, using a gallery-sized Icosahedron Sound System (installed by Stefan
at FACT for a parallel installation), which both demonstrated the potential of
the system and its creative application;
• Further work that showcases Stefan’s expertise in third order ambisonics,
including an album of electro-acoustic compositions for third order ambisonics
currently being mixed.
Stefan described working with CX as “creating something exciting with like-minded,
innovative minds.”
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Made With Glove: A Wearable Device Product (section 6)
Numbers that Matter brought together academics, companies and hackers with an
interest in wearables, open data and civic wellbeing. Together they looked at how
to design empathy and community into an open hardware product development
life cycle. The central concern and motivator for the project and its research
approach was civic wellbeing, bringing a new angle to the timely topic of wearable
devices and open data, including demographics outside the usual young technology
aware user base.
There is a lot of data that is about individuals but not a lot of data that is for
individuals and their communities. Numbers that Matter aimed to design more
meaningful ways of accessing and building with that data - not limited to designing
for the tech elite of early adopters and instead responding to the day-to-day needs
and concerns of a locality.
The Numbers That Matter project held a Hackathon in March 2014. The winner of
this hackathon, with financial and business development support from The Creative
Exchange, went on to found a startup company Made With Glove developing
heated glove wearable devices, and was shortlisted for The Pitch top 100, Britain’s
biggest small business competition. http://www.thepitch.uk/shortlist/made-withglove-ltd/220.
After receiving a £5,000 innovation voucher from Innovate UK to conduct prefeasibility studies, the company founder Michelle Hua is now applying for the
SMART funding through Innovate UK and hopes to launch a commercial product
during 2016.
“Creative Exchange have been very supportive in progressing my idea to prototype
stage. While the funding itself was to bring an idea to prototype stage, I have
received more than a prototype which has added great value to my business. The
value, I believe, has been in making the right connections and meeting the right
people to support my business. This is so important in every entrepreneur’s journey.
I was invited to attend and exhibit my prototype at the Prime Conference at the
Royal Institution of Great Britain. I was inspired by all the speakers and made
valuable connections with people from the industry. I was also invited to attend the
AHRC and Innovate UK meeting in London to discuss ways in which AHRC and
Innovate UK can have better relationships and how Innovate UK can better service
its customers. We also addressed the challenges of small and micro businesses'
access to Innovate UK. Being a startup entrepreneur, it was very interesting
learning about the issues of funding from the funder’s perspective. I was invited to
showcase my prototype at the Innovate UK exhibition at Old Billingsgate in London
with over 2000 international delegates, providing me with many opportunities for
my business. The support along the way from the team has been invaluable,
answering questions in relation to funding, business ideas, models and introducing
me to networks of contacts as well as discussing and brainstorming ideas. It has
been a positive experience and I am grateful for the support.” Michelle Hua
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Lara Salinas’ PhD Journey (section 7)
The opportunity to work on digital culture R&D projects at The Creative Exchange
has not only been a great learning opportunity, but a privileged position to be as a
doctoral candidate. Through these action research projects I have gained
experience building and working in partnership with creative companies, local
authorities, citizens and academics from a broad range of disciplines; creating a
valuable and extensive human network.
The Creative Exchange has provided the conditions for me to develop a solid
interdisciplinary practice, explore synergies with other disciplines, and expand my
discourse around socially responsive design through the cluster Public Service
Innovation and Democracy. Collaborative R&D projects carried out under this
cluster, especially with various local governments in areas concerning the built
environment, have shaped not only my doctoral research but also my career.
The experience gained working on digital culture R&D, applying research through
design and participatory action research, creative facilitation and novel forms of
knowledge exchange, awareness of the importance of delivering impact, the
proven ability to communicate successfully with a broad range of audiences, and
the experience working with public sector have been decisive to continue my
career as Early Career Researcher on Service Design at Central Saint Martins,
University of the Arts London, UAL DESIS Lab at the Public Collaboration Lab. The
Public Collaboration Lab project is a one-year AHRC funded research project in
partnership with the London Borough of Camden where I investigate collaborations
between design Higher Education Institutions and local authorities in design for
services. The position builds upon my experience at The Creative Exchange, for
cutting edge design HE working in collaboration with local government, such as
Lancaster University, are the object of our research.
The Creative Exchange has also given my work visibility that has contributed to
secure commissions and consultations with several local authorities regarding
creative engagement and consultation activities.
Finally, digital culture R&D projects have become the seed for future projects
concerning the relation between digital data and everyday life in public services.

Walk in the Park (section 7)
The Walk in the Park project brought together personal data SME Mydex,
University of Southampton computer scientist Max Van Kleek, and RCA CX PhD
researcher Ben Dalton to explore the creation of a 'commons' around shareable
data, and its potential for interaction, serendipity, mapping, storytelling, knowledge
exchange and other human behaviours.
The project sought to explore the question of how digital communal space could be
woven in a new Web, where people own and control their data and their
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interactions with others. The project appropriated the metaphor of a park as a
model for such a public space, defined by local rules, where behaviour is broadlyspeaking socially-determined and which is generally seen as a place for recreation
and relaxation with friends, family or alone – but always amongst others, and with
the possibility of establishing new ties by serendipitously crossing paths with
someone you don’t yet know well.
During the project a set of tools was developed to operate on data captured from
people’s individual journeys through digital media on the web, which were tested
in a collaborative ‘field trial’ workshop context. The project built on existing
personal data projects, creating enhancements for Mydex’s personal data store
platform and the INDX personal data store, developed by the University of
Southampton as part of a larger EPSRC funded project ‘SOCIAM - the theory and
practice of Social Machines’.
These enhancements captured people’s journeys through specific content, e.g. URL
histories, bookmarks, annotations and snippets, and prototyped new visualisation
and curation tools relevant to these personal data store platforms. The personal
data store platform enhancements were discussed during a week-long workshop
held at the RCA, which brought the project team together with design and visual
thinkers to explore concepts associated with the design and use of personal data
stores.
In evaluating the impact of the project, Mydex commented that:
“A Walk in the Park was an entirely alternative use case for the type of data we
envisioned human beings collecting in personal data stores. It took the idea of how
this data might be used forward another level.”
“From an entrepreneurial perspective it provided a left field view of how personal
data could be used to augment human endeavour, understanding and enjoyment.”
“The idea of recording a digital journey and combining it with other people's
experiences was exactly the sort of step we had planned, as a community interest
company, to add value to our services by giving people the ability to capture,
organise, analyse and redistribute data.”
An associated CX project New Cloud Atlas (http://newcloudatlas.org) was also
developed as an outcome of the Walk in the Park project. The Atlas was developed
by CX PhD student Ben Dalton, geospatial developer Tim Waters, and the design
and research studio of Amber Frid-Jimenez and Joe Dahmen. The Atlas maps each
warehouse data centre, Internet exchange, connecting cable and switch of physical
significance in the operation of the cloud in a global effort for everyone to see and
use in an open and accountable way.
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Cold Sun (section 10)
Cold Sun presents players with a futuristic world impacted by climate change, the
narrative is based on the International Panel for Climate Change report 2014 and
the game is influenced by real world weather events derived from the player's
location. The premise of the game was created through a series of participatory
design workshops in which designers, game developers, researchers and climate
scientists shared ideas and interdisciplinary knowledge. The prototype has
produced a number of joint research papers from the team and the game
development company who was a project partner is seeking support to take the
game to full production.
The partners who worked on this project included Mudlark (a full-service digital
product agency creating playful experiences across data, game design and
storytelling) Dr Paul Coulton of Lancaster University (Professor of Speculative and
Game Design), Dr Rob Toulson of Anglia Ruskin University (specialising in digital
innovation), Zoe Jaques of Anglia Ruskin University (Lecturer in Children’s
Literature), Dr Candice Howarth of Anglia Ruskin University at the Global
Sustainability Institute (Researcher in Sustainability and Climate Change).

Also involved in the project was Rachel Jacobs, one of the founders of and a
consultant for Mudlark, who was working towards her PhD during the project and
is now a part-time Impact Fellow at the Mixed Reality Lab / Horizon, University of
Nottingham. Her research is exploring artists using scientific data as part of their
arts practices.
Four CX doctoral researchers also worked on the project. Dan Burnett describes the
interdisciplinary nature of the project as follows:
“We combined the real world climate change data from Anglia Ruskin with the
branching narrative written by Mudlark. This provided a great opportunity to bring
together the scientific nature of the data with the art that is the story to produce a
plausible future world wherein Cold Sun is based”
The Creative Exchange Final Report to the AHRC
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Polyphonic Futures (section 10)
The Polyphonic Futures project brings together world-leading research into the
digital possibilities of the biopolymer silk, developed by Professor Fiorenzo
Omenetto and the SilkLab at Tufts University Boston, software development
expertise in the computational depiction of biomaterials developed by Dr Derek
Huntley at the Imperial College London Centre for Bioinformatics, and speculative
and communication design research developed by CX PhD researcher Veronica
Ranner at the Royal College of Art.
The project focuses on the production of a digital ‘silk library’ platform to
aggregate, visualise and share diverse views from scientific experts and public
participants on the bio-digital material silk and its potential impact on society and
self. Through a series of interdisciplinary workshops organised with UK
commissioning body the Arts Catalyst, the project is developing the digital ‘silk
library’ platform to contextualise and inform scientific research and create artsscience knowledge exchange and transmission.
The interdisciplinary workshops themselves employ a range of new formats,
methods and tools developed by Ranner through research residencies at the Tufts
University SilkLab. The workshops focus on collaboratively exploring the potential
of reverse engineered silk, a process currently confined to scientific research
laboratories. Taking the body as a site for investigation, workshop participants
were asked to consider themselves as living assemblies that could be hacked,
enhanced and patched into using bio-digital materials. Activities involved material
experiments combined with a narrative design process to speculate on possible
future applications of silk.
Organised in London and Zurich with the Arts Catalyst, the University of Greenwich
and researchers at the Zurich University of the Arts, the workshops have informed
both the production of the digital ‘silk library’ platform, and the development of an
international interdisciplinary community of interest/practice. A planned
symposium will conclude the project with the launch and evaluation of the digital
‘silk library’ platform in May 2016.
By establishing a digital platform to support novel arts-science transmission
concepts, methods and outcomes, the project provides opportunities for the Arts
Catalyst to develop a novel model for furthering art/science collaboration. It also
provides opportunities for the Arts Catalyst to activate, visualise and archive
participation through widening access into the digital realm.
The digital ‘silk library’ platform and workshop tools will be transferrable to other
biomaterial contexts in the future. The digital tools developed during the project
also provide opportunities for informing cutting-edge biotechnology research that
has yet to be comprehensively interfaced with society. As such it also serves as a
test bed to widen potential technological trajectories for digital silk itself.
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Playful Narrative Realms (section 10)
In Playful Narrative Realms, English Heritage, a Professor of 18th Century Studies,
an interior design academic, and two games/interaction designers devised The Wild
Man Game that encouraged families to re-imagine an empty heritage site. The
collaborative design of this iOS App drew upon the varied expertise of project
partners (including children’s literature, the history and spatial characteristics of
the heritage site, and research into designing for play) and produced new
knowledge of how to engage families and children in heritage (as those typically
difficult to reach) via collective, imaginative play. This multidisciplinary project has
enabled all participants to develop new work:
• The project is enabling English Heritage to “formulate future strategies on the
use of technology as a means of encouraging site visits, of delivering content
and of broadening the experience of the heritage visit” (Kevin Booth, Senior
Curator North)
• “The development process that went into producing the app, including heritage
professionals, academics from a number of disciplines, CX personnel, and
members of the public provided a marvellous demonstration of co-design
research methods in action, and led to a product that was technologically
innovative at the same time as it was attentive to the history of the place in
which it was embedded, the logistical limitations of a fragile historic
environment and remote site, and the wishes of its users. The whole project has
inspired me to develop such research further, and I am planning a new, much
larger project which will take what we learned from Belsay Hall and develop it in
a range of different heritage contexts” (Matthew Grenby, Professor of
Eighteenth Century Studies)
• The Wild Man Game adds to CX PhD Gavin Wood’s expertise in designing
playful digital technology, which he is sharing via participation in ‘hackathons’
and other collaborative projects, for example his collaboration on the Eye
Resonator digital artwork led to presentations to Korean researchers and
industry experts as part of a British Embassy-supported KE network in Serious
Games & Gamification. The Wild Man Game used combinations of iPhone/iPad
motion, location, visual and audio sensors in game play and Gavin has adapted
this code in a pelvic-floor exercise app (best paper ACM SIGCHI 2016) and made
it available to other software developers.
Publicity on the Wild Man Game (Regional News Article) has also led to new
multidisciplinary projects, including the Sound Spaces collaboration with music
historian Magnus Williamson.
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15. Appendix A: Projects
CX Projects
TITLE

LEAD
INSTITUTION
RCA

PARTNER
ORGANISATIONS
Royal College of Art,
University of
Southampton, Mydex

Ageing
Playfully

Lancaster

Lancaster University,
Age UK

Alpha
Procurement

Lancaster

University of Dundee,
Swirrl, Snook,
Infonomics,
Stardotstar, Glasgow
School of Art,
Lancaster University

App
Movement

Newcastle

Newcastle University

A Walk in the
Park
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SUMMARY DESCRIPTION
This project explored the creation of a commons
around a new class of shareable data – selfobserved/self-curated journeys or trails through
digital media – and the potential within it for
interaction, serendipity, mapping, storytelling,
knowledge transfer and other human behaviours.
The raw data from which these trails are
constructed is familiar: bookmarks, tags, URLs and
browsing histories. What is novel is the ability of
the individual to capture, visualise, curate, create
and share entirely new constructs from their own
digital trails in ways that begin to define a new
public space. The project built on existing personal
data projects, creating enhancements for Mydex’s
personal data store platform and the INDX
personal data store, developed by the University of
Southampton as part of a larger EPSRC funded
project ‘SOCIAM - the theory and practice of Social
Machines’.
This project involved workshops within the Age UK
Lancashire Community (with people at the early
stages of Dementia, their caregivers and Age UK )
with the aim to empower workshop participants to
becoming designers themselves. Through a
number of creative and playful activities workshop
participants shared their aspirations, needs and
experiences and (with the help of designers from
the University) came up with ideas to create plans
or models (prototypes) of these ideas. In a followup stage of the project, these ideas and prototypes
were then taken forward by the research project
team and realised, and given back to workshop
participants to be iteratively tested sharing
feedback in order to improve them
This project explored digital solutions for creative
services to enter public sector procurement. The
project examined current procurement methods
and developed a digital toolkit, proposing new
models for public sector procurement to use when
working with creative and digital services and
allowing for agile, innovative commissioning.
This project explored new territory in digital public
spaces and how the shift from public consultation
in the development of services to public
commissioning of services could be made tangible
via a web platform. The resulting platform "App
Movement," turns the typical model of smart
phone app development on its head. Rather
software companies instigating the development
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Being There
(Cheshire
East)

Lancaster

Lancaster University,
UCLAN, Cheshire East
Council

Blockanomics

Lancaster

Lancaster University,
University of
Cumbria, Our Life
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of Apps, people come together to propose and
design their own apps, which are then developed
by the system. App Movement developed from
another community-led App developed in
Newcastle: Feedfinder, which was built in response
to new mothers’ needs to find and share public
spaces to breastfeed. Via a website, App
Movement makes the collective commissioning of
smart phone Apps available to anyone, free of
charge. To date, this has included Apps for rating
dementia-friendly cafés, housing landlords, and
safe areas for flying personal camera drones.
This project involved Creative Exchange working
with the delivery team from Cheshire East Reflects
(a larger project to commemorate the First World
War) and an academic working in the area of
memorializing history to develop a collection of
explorative designs that illuminate a future artist
brief. It explored how digital technologies with an
emphasis on digital/physical interactions can be
used to engage the public with alternative war
stories, supported by a work with the historian
looking at local archives and museum artifacts, to
(re) represent narratives of heritage and history.
This project will be used in this instance to develop
guidelines for local councils wishing to commission
artists to deliver (digital/physical) participatory
experience around the First World War.
Can we build a bridge between the ‘digital public
spaces’ of two different communities; those of the
decision makers in public service and game playing
young people? Can we use a platform like
minecraft to enable real one-to-one engagement
with city policy making? Can we develop minecraft
tools and protocols to facilitate deliberative
participation within a locally tailored minecraft
world? By creating a prototype infrastructure that
combines the minecraft platform, a website and
associated media together with policy integration
at a local level with our host council (Carlisle city
council), we will create and test the assumption
that using democratic tools and concepts within
minecraft can make a difference to YPs perception
and understanding of local democracy, and equally
expose policy makers to a realistic democratic
voice outside the parameters of traditional
representation. The prototype will result in a
locally tailorable open-source basecode for
creating the minecraft platform within a users local
area. This will include a representative city,
complete with a range of housing, local services
(hospital, police station etc) and local democratic
institutions ie town hall, bank. It will also include
the ability to alter global factors in the game such
as rent, tax and enact specific scenarios to the local
area ie. cost of care to the elderly by increases by
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Blood data
visualisation
(Kendal)

Lancaster

Lancaster University,
NHS

Bretton Buzz

RCA

Tableflip, Royal
College of Art,
Manchester
University, University
of Central Lancashire,
Royal Society for the
encouragement of
Arts, Manufactures
and Commerce,
Department for
Communities and
Local Government
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20% and has implications on other services. This
project has additional funding from the Nominet
Trust.
The project is focused upon exploring the question
of effective Knowledge Transfer and Knowledge
Exchange in relation to the how data is presented
to patients on an online platform. The project’s
immediate objective is to explore and evaluate
different creative options for improving how data
is visualized in support of patient engagement and
understanding. This objective reflect the
proposition borne out of Jeremy Davenport's
experience that the current presentation of data
can be improved (i.e. that the current visualization
maybe a barrier to knowledge sharing). At a
strategic level, the project will identify factors that
contribute to successful knowledge
exchange/sharing outcomes in relation to these
key metrics. Specifically, the patients awareness of
their own blood levels of phosphate and potassium
and whether these levels are within the acceptable
range for their hospital. A patient’s awareness
and understanding of this information provides the
basis for discussion, guidance, negotiation and
collaboration between the patient and the dietitian
in exploring action that can be taken to help
improve any adverse results (this may be based on
both diet and medication). A further dimension of
the project will be to explore creative solutions for
generating digital spaces which provide the
opportunity for patients to provide feedback on
how “they are feeling”, both physically and
mentally at different points in the dialysis cycle.
This feedback loop is currently lacking within the
Patient View platform and has been cited by
medical staff as an underdeveloped area of renal
care.
This project developed and tested the potential of
LocalNets, an innovative social media digital
analytics tool created by CX PhD researcher Jimmy
Tidey to drive community action and promote the
take up of community rights. Working with the
Department for Communities and Local
Government (DCLG), the Royal Society for the
Encouragement of Arts, Manufactures and
Commerce (RSA) and software development
company TableFlip, the project used the app to
stage a series of interventions to improve low
community rights uptake in the Bretton parish of
Peterborough. The RSA has pioneered the use of
offline social network analysis as a means of
achieving social policy outcomes by analysing
people’s social relationships and seeing how they
impact on wellbeing, life satisfaction and other life
outcomes. However, this approach is resource
intensive; the LocalNets tool automated the
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Bundle
Publishing
Platform

RCA

Royal College of Art

Chattr

Lancaster

Dundee University,
Kimchi and Chips,
FutureEverything,
University of Dundee,
Royal College of Art,
Lancaster University

Cold Sun

Lancaster

Anglia Ruskin, Anglia
Ruskin University,
Mudlark, Lancaster
University

Community
Data
Journalism

RCA

Changify/Design for
Social Change,
Graphic Digital
Agency, Royal
College of Art

Department
of Hidden
Stories

Newcastle

The Common People,
Newcastle University
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process of community asset discovery to help
community-focused organisations identify and
understand community concerns and issues more
efficiently.
The premise of bundle publishing is to select a
collection of digital content and then publish it on
a specific date as a single, large file. It is inspired in
part by the Humble Indie Bundle initiative of game
distribution. It draws on the language of traditional
media distribution models such as journals,
compilation albums and magazines, and sits at
odds with the current trend for constantly
updating, live streaming media of twitter feeds and
online video. The motivation for considering the
potential of bundle publishing stems from specific
requirements in support of tools for anonymised
pseudonymity, but grows to suggest a broader
domain of digital distribution, and model for
interaction within digital public space.
Spoken conversations which occur in public spaces
are recorded, transcribed, and published as
indelible text on the internet. The project
highlights the gap between attitudes to privacy in
digital and physical spaces. It investigates whether
a Data Use Policy can be acceptable in exchange
for real world social settings, and records the
attitudes of people as their spoken words become
a shareable, mineable dataset uniquely identified
as a URL.
This project was a highly-interdisciplinary
collaboration, and developed A mobile game
designed to educate about climate change using
real world weather data. The game is influenced by
the physical environment of the player, connecting
physical and digital experiences.
This project developed tools and experiences for
citizens to model the hidden and visible data in
their neighbourhood, creating bottom-up solutions
and challenging top-down local regeneration plans.
A series of crowd-powered workshops, walks,
performances and talks were held in a pop-up
ideas lab and hub for social change that was
established for the project. Examining learning
tools like Google Sketch up and Arduino, the
events focused on the physical modelling of
personal social networks, the creation of
alternative transport plans, mapping the future of
local services, and creating stories from urban
data.
This project explored how mobile games can be
used to encourage interaction with books and
libraries. The project involved the development of
a game and mobile application that challenged
players to find books with defined themes and
thread their own narratives through the books
they find. The mobile app recorded these stories
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Digital Fiction
Factory

Lancaster

Lancaster University,
The Fiction Factory,
Atomhawk

Emoto

Lancaster

Dundee University,
Truth & Beauty
Operations

Erith Park:
Walk the Talk

Newcastle

Newcastle University,
Orbit Housing
Association,
Microsoft Research,
Cambridge
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and attached them to individual books using
barcodes. Rather than attempting to encourage
reading directly, the game enabled children to
serendipitously encounter books that catch their
attention through exploring the library.
This pilot project between Lancaster University,
The Digital Fiction Factory and a number of SMEs
from the North of England delivered three
prototype developments for BBC Learning. At the
heart of each prototype is an innovative digital
format that draws on existing BBC assets to unlock
stories and engage audiences in an inspirational
learning journey that begins with television. The
project explored the opportunities these formats
offer for writers and narrative forms.
The emoto project captures and visualises the
excitement around London 2012. This is a whole
new way to experience and make sense of the
pulse of the Olympic Games. emoto captures and
visualises the global response around the London
2012 Olympic Games on Twitter in an interactive
online visualisation and physical data sculpture. As
events unfold, emoto processes global twitter data
and analyses the messages for content and
emotional tone, which is then fed back to the
viewer providing greater insight in real-time. After
the Games, a physical data sculpture at the
Cultural Olympiad closing event provides a truly
unique interactive archive of the online response
to London 2012. Based on analysis of approx. 12.5
million Twitter messages, emoto presented both
the big picture, the world from above, as well as
the intimate and personal details enabling the
viewer to zoom right in to specific detail. The
dynamic nature of evolving news stories within the
Olympic Games could be followed online via
emoto, providing greater insight in real-time and
an alternative perspective to that found in
standard (eg TV) sport media coverage, or in the
live experience for fans. Created by Moritz
Stefaner, Drew Hemment and Studio NAND, emoto
is a FutureEverything project for the London 2012
Festival and Cultural Olympiad in the Northwest
CX PhD Clara Crivellaro collaborated with Londonbased housing association, Orbit and Microsoft
Research academic Alex Taylor to support
residents of the housing association in making
their own digital walking tours featuring stories
and anecdotes about everyday life in Erith
Park/Larner Road. The local area has suffered from
high deprivation with several social issues including
health and crime for many years, and is currently
undergoing regeneration. The residents would like
to create walks around the year to establish a
connection with new residents and between the
past and future of the area.
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Good Day at
Work

Lancaster

Robertson-Cooper,
Lancaster University,
UCLAN

Hybrid Lives

RCA

Bossons Group,
Swansea
Metropolitan
University, Unwork,
Royal College of Art

Indiedata

Lancaster

IndieOS, LSE, Hope
London (Sole Trader),
Lancaster University

Inside Opera
(Participatory
Production
Technologies)

Newcastle

University of Hull, CoOpera, Newcastle
University
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This project created a mobile application to
ascertain peoples’ wellbeing in relation to others
using part of the Robertson Cooper Good Day at
Work evaluation. A bespoke ‘Good Day at Work’
application was developed, providing innovative
ways for the user to enter their data. The
application provided a score and concise
evaluation alongside the option of purchasing a full
report via in app purchase.
Hybrid Lives explored effects of rapid change in
digital technology on ways in which working life is
being transformed, resulting in the installation of a
free, public co-working space at FACT Liverpool. In
an always-on culture of Internet-connected
objects, smartphones and 24-hour email traffic,
this project examined the transformative impact of
digital technology on types of work, working
practices, workplaces and office environments.
The indie data movement is a reaction to the
increasing commodification of personal data by
technology companies. It recognizes that the
response of the tech literate to this problem has
been to build cryptographic platforms that are
inaccessible to ‘normal’ people. Highlighting the
disparity between the designed experience of
Apple versus the open source 'design by
community' approach of android. Indie OS & Indie
phone responds to the idea of a missing 4th
quadrant of technology - experience led open which embeds design thinking and values into a codesign production model and ethos. In effect, the
project seeks to change the world by enabling
participation in a consumer facing fully open
source product, and 'proving' a mode of business
that doesn't exploit user data or an advertising
model. Research will be gathered directly from
within the company as we work with them &
others to produce the first iteration of their
prototype phone & OS, exploring notions of
privacy, ethics and design processes. As an output
from this project, a graphic novel will be produced
exploring design fictional narratives of futures with
and without such interventions, which aims to
increase public awareness of and engagement with
the platform and phone.
This project explored the different values of
professional and grass-roots video production via
the production of two short video documentaries
of the London-based opera company, Co-Opera
Co.’s production of The Mikado. A professional
production team (Red Havoc Media) made one of
these documentaries, and a team comprising
members of the Co-Opera Co. community
including the artistic directors, singers and
technical staff made the other.
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Interglacial/
Erratics

Newcastle

The Pacitti Company,
Newcastle University

Lancaster Arts
at the Storey:
21st Century
Arts Centre

Lancaster

Lancaster Arts,
Lancaster University

NHS
Birmingham
South Central
Clinical
Commissionin
g Group
Digital
Participation

RCA

Royal College of Art,
Tableflip, NHS
Birmingham South
Central Clinical
Commissioning
Group, Citizen
Engagement
Consultant
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As part of the Pacitti Companies 2014 UNLOCKED
programme, Prof. John Bowers and CX PhD student
Tim Shaw were invited to respond to a number of
artefacts from the natural history collection at
Ipswich Museum. Using the artefacts as artistic
materials we designed and developed a number of
sonic instruments and used forms of data
sonification to create a multi-channel sound and
image installation. The artwork directly responded
to locally found artefacts, including a 330 million
year tree root, a fossilised elephants ear and a
number of Neolithic tools such as spear and arrow
heads. This work was published in the proceedings
at the conference for New Interfaces for Musical
Expression (NIME) in 2014
(http://nime2014.org/proceedings/papers/429_pa
per.pdf). The knowledge explored during this
project has informed a principle defined as Public
Making.
The central Lancaster Arts (LA) question ‘What is a
21st Century Art Centre?’ has led to LA programme
initiatives that consider both the physical and
digital public space Bringing stakeholders, local
arts companies, associate artists and arts sector
expertise together with academics and researchers
from Lancaster University and the wider HEI
sector, a one day symposium event will use designled approaches to workshop and suggest
sustainable pathways to re-invigorate the visual
and digital arts ecology in the city. The event will
be held at and have a specific focus on the Storey
Institute in Lancaster city centre. A building with a
long standing role in the development of visual and
digital arts ecologies which until 2012 housed the
Storey Gallery and folly (Digital Arts). The event will
focus on recommendations for how it might
become more useful and forward thinking in this
respect as a centre of excellence – as a 21st
Century Art Centre. This will lead to
recommendations to both Arts Council England
and Lancaster City Council with regards the Storey
venue and catalysing growth in visual and digital
arts ecologies in the region
This project focuses on the development of the
Localnets.org Twitter-based public consultation
software tool created by CX PhD researcher Jimmy
Tidey and its application to gather public opinion
on how local NHS services should be delivered. The
project aims to support the Birmingham South
Central Clinical Commissioning Group's (CCG)
Citizens Group, a newly formed group of six
citizens, in gathering opinion from Birmingham
citizens to make recommendations to the CCG
regarding improvements to health services,
informed by the feedback they have gathered from
citizens. The software will map out local Twitter
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Near Miss

Lancaster

Westminster
University,
Goldsmiths, Blaze,
The Bike Show,
Lancaster University

Near Miss 2

Lancaster

News Where
You Are

Newcastle

Westminster
University, London
School of Hygiene
and Tropical
Medicine
Newcastle University,
BBC, UCLAN

Numbers That
Matter

Lancaster

TanDot, University of
Dundee, Lancaster
University,
FutureEverything

The Creative Exchange Final Report to the AHRC

activity in Birmingham, with a focus on health
related tweets. Through this process, Twitter users
who can be engaged in online consultation will be
identified and given opportunities to feedback on
their experience of healthcare in Birmingham.
This project seeks to contribute to reducing the
numbers of near misses and related incidents
experienced by cyclists, by improving knowledge
about 'near misses' (why, when, how often, how
they occur, crucially what they feel like, and how
they contribute to representations of cycling). The
project will encourage debate about how to
prevent them, including infrastructural,
behavioural, attitudinal, organisational and
technological change. Contributions will be sought
from academics, policy-makers, practitioners
(including those involved in driver training and
infrastructure engineers), cyclists and the broader
public. It uses a combination of data sources
(primary/secondary/crowdsourced;
qualitative/quantitative) to build stories and
statistics about near misses, disseminating these to
policy, practitioner and public audiences through
podcasting and radio, visual and online media,
reports, and events. Blaze.cc is contributing £5000
of match funding to this project.
Follow up project from Near Miss to take it into a
second year.

This project explored the perceived role of citizen
journalists within a large news organisation,
alongside issues faced by professional journalists
when searching for reliable and reputable local
news sources. The project was developed as a
response to the decline of local newspapers and
the ever-increasing citizen journalism movement
as well as the BBC’s agenda of representing all
license payers. The increase in citizen-led
journalism and user-generated content is still to be
fully embraced by large national news
organisations.
Numbers that Matter explored people’s wellbeing
and understanding of data by co-designing
wearable open-data devices. Participant
workshops provided opportunities for individuals
to define meaning in data, while simultaneously
increasing awareness of civic or societal issues. The
aim of the project is to develop insights around
civic interests that have a bespoke individual and
meaningful resonance, with the intention to
inform and potential to influence behaviour
through the creation and use of a bespoke
wearable device. The project included a hackathon
which resulted in a variety of wearable device
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concepts, and the winner was funded for field
trials resulting in product development and a spinout company.
This project explored the materialisation of
audience experience, via the creation of bespoke
tangible souvenirs that expressed visitors’
feedback on a video-based art installation ‘On the
Precipice’. The project devised a generative system
to produce souvenirs that compared individual and
collective experiences according to exit
questionnaires completed by visitors. The project
examined ways in which digitally fabricated
bespoke souvenirs prompt audiences to reflect
further on exhibition content, and provide an
alternative means of evaluating art exhibitions. In
particular, this process proved to engage a younger
audience that contemporary arts organisations
often find difficult to reach.
This project developed a new digital portal for the
public to engage in urban planning decisions.
Investigating current limitations associated with
engaging the public in the urban planning process,
the project developed new systems using narrative
processes and digital technologies such as
visualisation to better articulate and understand
design proposals.
The Paths of Desire project aims to develop a
digital map that change and adapts according to
how people (in our prototype tourists) move
through the city, using their traces to dynamically
change the visual emphasis on the map and
highlight areas that are less frequented by tourists
or that the user has not visited before. Thus we are
investigating moving from the current dominance
of generalizable maps, such as those produce by
Google, to dynamic thematic maps that can be
designed to enhance the experience of the user.
Traditional media such as radio and television have
been adapted to audiences' increasingly
simultaneous use of communications technologies
by incorporating them within program formats.
The question remains of how these formats will
adapt to a world of hyper-connectivity within an
Internet of Things that includes person-to-person,
person-to-machine and machine-to-machine
communication. These scenarios present not only
challenges to interaction design practices but also
to the creation of new approaches to content
production. This project will consider these new
interaction modalities and demonstrate some of
the possibilities program makers might consider in
developing new forms of storytelling. Together
with the BBC and SME Mudlark, a prototype has
been developed that 'reacts' to the audience and
changes the broadcast accordingly, by sensing the
environment.
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‘Mix tapes’ were a thing of love, a physical object
which people would share with significant others
and friends around them. They were naturally a
social object and highly representative of a
person’s identity. The knowledge of effort involved
by the giver in selecting the songs and having to sit
through each one was also part of the symbolism
for the receiver. Objects can be generated and
shaped from and by the media you ‘teach’ them,
or existing objects you play (embed) media into.
Thus the modern mix tape could become a linked
series of small objects like lucky charms, which are
physically shareable in a form representing the
tracks they contain. This project, working with the
BBC, designed and produced prototypes of the
physical playlist bracelets and a 3D printed player
device.
This project explores the design of digital
technologies for experiences of play in the public
space of heritage organisations, particularly for
children and young people who do not typically
engage with such places. Digital technologies are
generally under-used in this area, often being
limited to downloadable maps and websites. An
interactive game will be designed and deployed at
Belsay Hall, an English Heritage site, based on their
Wildmen exhibition. Desired outcomes are a
prototype system to afford play at the Belsay Hall
site, and understanding of how play, and
interactive systems that afford it, can engage
young people and children in heritage sites.
The project focuses on the production of a digital
‘silk library’ platform to aggregate, visualise and
share diverse views from scientific experts and
public participants on the bio-digital material silk
and its potential impact on society and self.
Through a series of interdisciplinary workshops
organised with UK commissioning body the Arts
Catalyst, the project is developing the digital ‘silk
library’ platform to contextualise and inform
scientific research and create arts-science
knowledge exchange and transmission.
Project R-hythm is a performance project and
collaboration between co-authors Tess DenmanCleaver & Martine Vrieling van Tuijl. Project Rhythm uses performance making as a research
practice to explore and develop understandings of
specific landscapes, places or spaces, and to create
performance events that invite audiences to
extend this enquiry. In its first year Project Rhythm used walking-based performance making
techniques to develop a live event in response to
the landscape of Holy Island.
Red Tales is a participatory, interactive
documentary which has been developed as a
vehicle to help understand the potential for future
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grassroots documentaries, particularly in a way
that is sensitive to multiple voices and multiple
levels of authorship. The subject of the
documentary is red squirrel conservation, a topic
which inspires strong and diverse opinions due to
the unusual conservation methods used (greyculling) and an unpleasant disease (squirrel pox),
fatal to red squirrels, that is spreading northwards
from England towards Scotland. The project builds
on a long-term relationship with Red Squirrels
Northern England, who coordinate red squirrel
conservation efforts in the North of England. We
are also partnering with Wildscreen, a
conservation media charity who "use images to
inspire the next generation of conservationists
online and in their communities". Following a
series of participatory workshops in both the real
world and online, Red Tales was launched in
January 2015 (http://www.redtales.co.uk) and will
continue to develop online throughout 2015
through new contributions and new forms of
participation. The ultimate aim of the project is to
use innovative design methods to reveal new ways
of making documentaries that circumvent
problematic aspects of documentary authorship
that were identified in a previous CX project,
Participatory Production Technologies.
This project developed a tool that combined selftracking/sensing technology with a qualitative user
interface/input in order to give clues about
individual biorhythms, asking how using such data
could act as a self-reflective tool to improve daily
(work) life. The project was featured in the
RCA/FACT 'Time and Motion: redefining working
life' exhibition, symposium and related
presentations. A publication focusing on the
project was edited by Professor Richard Koeck
(Liverpool University).
Sea Breeze is a poetic and spectacular site-specific
performance inspired by and presented in
Morecambe’s iconic Winter Gardens theatre. Sea
Breeze draws on extensive research in the building,
and the gathered stories and recollections of those
who once worked there, from the ticket and icecream sellers to the one who locked the doors
after the very last show in the seventies, after
which the theatre became dark… The research in
this project is to explore how the model of creative
practice and the process of engagement with a
community of users can inform the design and
prototyping of a digitally-based tool kit that will
allow further engagements with contested spaces
from other users. Research will focus on how a
complex creative and participatory based process
can be translated and made material in the digital
space, how particular technological approaches
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around projection and architectural mapping can
be made available in an open source environment.
The artistic project is in receipt of £30K Arts
Council Funding.
This project and integrated field trial is testing a
range of spatial interventions that bridge the gap
between situated live performance and related
online activity. The interventions will form part of a
new service for engaging audience members
actively in theatre performance. The objective is to
develop new ways for audiences to engage with
theatre that simultaneously allow producers, such
as Shakespeare in Shoreditch and RIFT, to gauge
audience participation and response to cultural
productions. The project will make social media
activity tangible in playful and innovative ways,
while treating the physical space of performance
as an analogous form of social media that offers
new modes of interaction. It aims to bridge virtual
and physical presence, responding to a need for
innovative and meaningful ways of engaging
audiences, before, during and after performance
events.
‘Sound Spaces’ was a practical and creative
exploration of the potential of spatialised (“3-D”)
sound through the making of spatialised sound
environments that creatively respond to and gain
perspectives on how we experience the urban
environment. The project will unpack various
elements of what the city is, how it might be
(re)imagined as ‘disappeared’ or non-existent
spaces and how it could be explored through sonic
environments as material (Ingold, 2013). Through
public and SME participation, the project also
investigated how SMEs might incorporate
spatialised sound in their own creative, technical
and public engagement activities. The project was
focussed on the city of Liverpool beginning with a
four-day public making workshop as part of FACT
Liverpool’s Build Your Own: Tools for Sharing
exhibition programme. During this workshop,
participants explored the use of spatialised sound
by, for example, creating a fictional map of
Liverpool based on the sonic affinities of places
within the city (‘Soundlines’ – one part leyline, one
part songline). The workshop also explored the use
of inexpensive, self-made technology and
sophisticated ambisonic systems (Kinicho) for the
creation of digitally spatialised sound
environments.

This project explored how games controllers can
be narratively and mechanically linked to
gameplay. The project employed a unique game
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design process; beginning with an overall theme
and then designing the controller and on-screen
elements of the game alongside each other. Taking
advantage of the physicality of the controller, the
challenge of the game was built into the controller
as its inputs are deliberately spaced far apart from
each other, requiring the player to ‘juggle’ the
controller as they play the game.
This project produced an interactive ‘States of
Mind’ device for people to use to model and share
their mental health states. Based on a physical
interface, the device provides a platform for
people to create digital 3D visual objects
representing their states of mind in physical
environments and using digital social media. The
States of Mind device was produced in parallel
with the design of the FACT Liverpool 2015 ‘Group
Therapy: mental distress in a digital age’ exhibition
in which it was initially presented. A drop-in
workshop ‘Mapping the emotional landscape of
Liverpool’ was held during the exhibition, at which
museum visitors and workshop participants were
invited to talk about their individual journeys to
the exhibition, using tangible and tactile rapidprototyped versions of the digital 3D objects to
reflect on their personal mental wellbeing. The
States of Mind device was technically enhanced
and featured in the 2015 London Design Festival.
Across both events over 2,900 digital
representations of people’s states of mind were
collected and shared using the TILO digital display
system at FACT Liverpool and social media.
The knowledge underpinning craft practice is often
inherently tacit (not easily communicated through
written or verbal description). Consequently,
attempts to capture and communicate the heritage
of crafts practices might miss important aspects of
practitioners’ skills and experiences. This project
explored the design, development and utilisation
of technologies to support the capture and
presentation of these intangible aspects of craft
practice in two ways. Firstly, by developing a
sonification system which translates craft gestures
into live audio feedback and secondly by making
tangible artefacts from and with the practitioner's
movement data.
FACT (Foundation for Art and Creative Technology)
Liverpool collaborated with the Royal College of
Art to produce a major research, innovation and
exhibition programme exploring the effects of
digital technology – digital public space in
particular – on patterns of working life. Entitled
Time & Motion, this programme included an
exhibition of artefacts and experiments (13
December 2013 - 24 February 2014 presented at
FACT Liverpool), a symposium, film festival, talent
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lab and a publication. The purpose of Time &
Motion was to re-examine the relevance of our
traditional notions of the eight-hour working day.
Amid the new realities of a globalised experience
economy and a working environment that is
increasingly distributed, virtualised and digital, our
definitions of production and consumption, work
and recreation are becoming increasingly blurred.
This project explored the role that digital
technology can play in the interpretation of urban
spaces and urban regeneration, and how locative
digital content can affect the way a place is
experienced and understood. A locative media
application was prototyped that used excerpts
from interviews with T. Dan Smith (a controversial
Leader of Newcastle City Council who spearheaded
the city’s regeneration efforts in the 1960s) to
provoke public debate on past and future
development of Newcastle’s City Centre. New
interfaces for accessing situated content were
developed during the project and understanding of
how locative media can inform debate around
urban areas and how audiences can be engaged
with content in this way.
Digital space has redefined working life,
untethering workers from their desks and
workplaces. It has enabled the opportunity to work
anywhere, anytime. Yet digital space
simultaneously lacks geographic substance; it is
both nowhere and everywhere. This project
responded to a growing need for design solutions
that reduce psychological distance to foster a
sense of connectedness in distributed working. It
explored how digital visualisations of workspaces
can create a sense of being local in digital space
and enrich human experience independent of
geography, and resulted in the development of a
new prototype app.
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SUMMARY DESCRIPTION
Cinehack is a hardware hacking and DIY filmmaking
resource, based around a website http://www.cinehack.com - and a Facebook
community. By adopting a D.I.Y. approach,
Cinehack aims to support high quality filmmaking
without the need for specialist equipment, which
can often be expensive to hire or buy. By providing
D.I.Y. blueprints for the tools necessary to allow
non-professional filmmakers to produce more
‘cinematic’ video, we sought to overcome the
barriers of expense and technical complexity that
make professional filmmaking inaccessible to most
citizens. A Cinehack Manifesto: • Let’s make
filmmaking open-source • Let’s support each other
to be creative filmmakers • Let’s share, re-use and
and repair stuff • Let’s use local, sustainable
materials to build stuff • Let’s do as much as we
can with as little as possible • Let’s not
revolutionise – let’s just do things differently.
The collaborative research project “Community
Mirror” was carried out to understand ways in
which online data-gathering techniques compare
with door-to-door research. CX researchers
worked with the Royal Society of Arts, using the
LocalNets.org application to gather the data
collected online and contrasted the findings with
one of their existing community research projects
in the London Borough of Hounslow that used
face-to-face data collection methods.
A follow on project from their work with Archives
and Public Making, John Bowers and Tim Shaw are
working with archivists from Tyne and Wear
Archive and Museums, looking into WW1 related
materials in sight of building a number of artistic
responses for their Digital Interpretations project.
These responses will be presented publicly as
various performances, sound installations and a
number of Public Making sessions. Particular
interests include: acoustic technologies of war,
accounts of sonic experience and war music.
Alongside the exhibition ‘Under Black Carpets’ at
FACT Liverpool, this project is a collaboration
between FACT Liverpool, Curator Gabriella Arrigoni
and CX PhD Student/Designer Bettina Nissen. The
exhibition ‘Under Black Carpets’ by Ilona Gaynor
explores the legal system through the
cinematographic genre of the bank robbery. The
engagement activities we developed invite the
audience to become investigators in their own
right, examining the evidence in the exhibition,
collecting new material with tools generally used in
forensic studies and fabricating tangible traces of
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their experiences. Through these activities we are
exploring the potential of digital fabrication and
prototyping in audience engagement and
examining the relationship between objects and
stories; what stories objects can tell and how
stories can inform the fabrication of new objects.
This project aims to explore how the physicality of
a game controller can be harnessed for engaging
players between play sessions. A play session is the
event by which the player decides to actively play a
video game. By producing a controller that prints
physical message to the player from within the
narrative of the game, and gives them a way to
interact with the game, we are exploring new
forms of play.
Fields is an audio-visual composition performed
through the audience's smartphones. Participants
simply connect to a specially designed web page to
enable the performers to use their phone as a
loudspeaker within the performance. The specially
made system allows for each phone to be
controlled individually and for each audience
member to hold their own distinctive part of the
composition. Up to 300 people can connect
simultaneously, the swarm of tiny speakers creates
a collection of overlapping sound sources enabling
listeners to gain a unique spatial perspective on
their shared environment.
Great North Fabrications is a series of workshops
as part of the Great North Greats exhibition during
which runners’ Great North Run data will be
turned into into physical objects. The personal data
from a participating runner’s chip will be translated
into a unique souvenir for them to take home as a
memento of their GNR achievement. During this
live materializing workshop running data will be
translated into physical form, engaging the public
not only with new technologies but also giving
them the opportunity to explore the data captured
from their run in tangible ways. The unique objects
will be generated by an interactive, digital software
using the runner’s tracker number and can be
fabricated live by the attendees during this time
using a 3D printer. Shapes can be generated from
previous as well as this year’s running data and can
be taken home by participants as personlised
souvenirs while a selection of generated forms will
be displayed in the Hall of Great North Greats. This
will not only include data objects from elite
runners but a combination of objects generated
from data of the public selecting different groups,
speeds, gender and age to show the diversity of
the North East’s public as Great North Greats. In
collaboration with Great North Run Culture.
This project developed design artefacts to make
visible the opaque and hidden nature of digital
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experiences associated with the work of Tactical
Technology Collective. When people create and
interact with personal profiles, upload personal
documents to cloud storage, or generate image
metadata by taking and sharing digital images,
they are participating in shared digital experiences.
The nature of these experiences is often
fragmented by the speed of interactions, flattened
by homogenised interfaces, and concealed by
system architecture. Alongside developing the
design artefacts the project sets out to develop a
set of design guidelines to help Tactical Technology
Collective raise awareness of such digital processes
using tangible instruments.
A Location Based Game that explores gameplay
within a combined digital and physical public
space. In conjunction with work on his PhD, Adrian
Gradinar has created a mobile location based
game, PAC-LAN: Zombie Apocalypse that
incorporates physical NFC objects that serve to
anchor the virtual game objects within a real
physical space. In particular, he is trying to
emphasise the interaction between the player and
their physical surroundings as opposed to the one
between them and their mobile phone. As
opposed to the original PAC-MAN game, PAC-LAN:
Zombie Apocalypse is comprised of the digital,
represented by available features of the game on
the mobile phone, and the physical, embodied by
the physical anchors located at predefined
positions (RFID enabled Frisbees that represent the
virtual pills). In this game, one player takes the
persona of Pac-Lan where the other 4 players, the
ones of the Zombies . The play of the game is
simple and requires Pac-Lan to ‘collect’ as many
pills as he/she can before being captured by a
Zombie. In a similar vein to the original Pac-Man,
some of the pills give Pac-Lan the opportunity of
capturing Zombies. Each players phone displays a
customised version of an Open Street Maps layer,
showing which pills they have collected or still
have to collect. At each pill scan, the player also
receives last known locations from when all other
active players tagged a pill. However as these
locations are ambiguous in time, the players need
to focus more on navigating their surrounding
rather than relying on the information provided by
their phones.
In our 2013 Stories, Archives and Living Heritage
lab we were unable to support a collaboration with
Tyne and Wear Archive and Museums (TWAM) and
instead worked with them to put in a proposal to
NESTA to deliver the project they wanted which
was to engage with Microsoft Research Labs to
explore new models of archive search. The bid was
successful and CX PhD student Andy Garbett
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suspended his PhD to deliver part 1 of the project –
a new interface to TWAM’s archive that moved
away form traditional models of archive search to
deliver a “visitor” experience centred on the
metaphor of a digital journey through the
collection involving serendipitous encounters with
families of objects that would not normally be
discovered by traditional search-based interfaces.
The Past Paths project is at its halfway stage
further work will lead to field deployment on the
TWAM website, and a software development kit
for use by other museums. And a series of
dissemination events to other museum
organisations.
CX collaborated as a partner on a Digital RD Fund
for the Arts funded project. At its heart, TILO is
about animating the public spaces in creative
venues and connecting with visitors. TILO was an
initiative that explored the installation and use of
digital interactive and connected screens within
the public spaces of cultural venues: To inform,
animate and engage visitors. As a tool to promote
organisations public engagement activities outside
their venues and to improve their dialogue and
relationship with their visitors. To understand the
wider impact and current status of this type of
technology in cultural venues To study the interpersonal impact of integrating a new digital system
within an organisation Much of the work and
research was focused on a four screen video wall
installed on the ground floor of FACT, in Liverpool,
a large arts venue incorporating a Picture house
multiplex cinema, bar, cafe and two large galleries
that programme four major media based
exhibitions a year.
This was a collaboration with The Imitarium.
Designed and developed by Steve Wade, The
Imitarium is an interactive, audio-visual sculpture
developed initially as the practical outcome of an
AHRC funded one-year practice-as-research MRes
undertaken at Lancaster University. The Imitarium
melds theatre technologies from the Victorian era
to the present day to create a magical audience
experience – a unique and intriguing
presentation/performance-platform using an artful
implementation of the Pepper’s Ghost illusion
technique. Drawing heavily on the aesthetics of the
coin-operated arcade machine from the 1970s and
‘80s, the interactive artwork is re-imagined here
using the visual language of the arcade machine,
providing a tangible and recognisable interactiveinterface. New content was developed which
showcases the work of the four AHRC Knowledge
Exchange Hubs which are working with industry
nationwide to bring Arts and Humanities
academics together with SMEs business partners.
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This was presented initially for and funded by at
the AHRC Creative Economy Showcase, and a new
version at the RCA in September.
This project investigates how a Facebook page was
appropriated by a group of local residents to
construct a social movement capable of political
will. The project focuses on online interaction
across a period of 5 months.
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CX PROJECT INVOLVEMENT
Near Miss 2, Near Miss
Near Miss 2
Sound Spaces
NHS Birmingham South Central Clinical
Commissioning Group Digital Participation
Bretton Buzz
Shakespeare in Shoreditch
Shakespeare in Shoreditch
Hybrid Lives, States of Mind
States of Mind
Polyphonic Futures
Polyphonic Futures
Community Data Journalism
A Walk in the Park
Hybrid Lives, States of Mind
Where do you go to?
Open Planning, Rhythmanalysis
Paths of desire
Paths of desire
Paths of desire
Ageing Playfully
Ageing Playfully
Perceptive Media, Alpha Procurement
Being There (Cheshire East)
Being There (Cheshire East)
Blockanomics
Blockanomics
Indiedata
Near Miss 2, Near Miss
Near Miss
Sea Breeze
Chattr, Numbers That Matter, Alpha
Procurement
Cold Sun
Cold Sun
Good Day at Work
Open Planning, Rhythmanalysis
Open Planning
Open Planning
Chattr, Numbers That Matter, Alpha
Procurement
Digital Fiction Factory
Chattr, Numbers That Matter, Alpha
Procurement
Perceptive Media, Alpha Procurement
This Is How We Do It
Tuning into T. Dan Smith
Playful Narrative Realms
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Playful Narrative Realms
News Where You Are
Inside Opera (Participatory Production
Technologies), On the Precipice
Department of Hidden Stories
Inside Opera (Participatory Production
Technologies), On the Precipice
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Lancaster Arts

SME

Nick Stevenson

Lancaster Arts

SME

Stefan Kazassoglou
Richard Silverton

Kinicho
Tableflip

Micro
Micro

Houda Davis

Citizen Engagement Consultant

Micro

Richard Silverton

Tableflip

Micro

Rowan Conway

Royal Society for the
encouragement of Arts,
Manufactures and Commerce
Shakespeare in Shoreditch (RiFT)
Shakespeare in Shoreditch (RiFT)
Nexus Productions

Not Specified

Emoto
Lancaster Arts at the Storey:
21st Century Arts Centre
Lancaster Arts at the Storey:
21st Century Arts Centre
Lancaster Arts at the Storey:
21st Century Arts Centre
Sound Spaces
NHS Birmingham South Central
Clinical Commissioning Group
Digital Participation, Bretton
Buzz
NHS Birmingham South Central
Clinical Commissioning Group
Digital Participation
NHS Birmingham South Central
Clinical Commissioning Group
Digital Participation, Bretton
Buzz
Bretton Buzz

Micro
Micro
SME

Shakespeare in Shoreditch
Shakespeare in Shoreditch
States of Mind

Nexus Productions
The Arts Catalyst, London
The Arts Catalyst, London
Changify/Design for Social
Change
Graphic Digital Agency
Mydex
Mydex
Mydex
Bossons Group
Unwork
Integrans consulting
Amaze, MeYouAndUs
Chas Jacobs
Mudlark
Our Life
IndieOS
Hope London (Sole Trader)
Blaze
Blaze
The Bike Show
Raisin & Wllow

SME
Micro
Micro
Micro

States of Mind
Polyphonic Futures
Polyphonic Futures
Community Data Journalism

SME
Micro
Micro
Micro
Micro
Micro
Micro
SME, Micro
Micro
SME
Micro
Micro
Micro
Micro
Micro
Micro
Micro

Community Data Journalism
A Walk in the Park
A Walk in the Park
A Walk in the Park
Hybrid Lives
Hybrid Lives
Where do you go to?
Rhythmanalysis
Paths of desire
Perceptive Media, Cold Sun
Blockanomics
Indiedata
Indiedata
Near Miss
Near Miss
Near Miss
Sea Breeze

Francesca Duncan
Josh Nawras
Claire Spencer
Cook
Brendan Dawes
Claudia Lastra
Nicola Triscott
Priya Prakash
Emma Whitehead
David Alexander
Phil Booth
Chris Adams
Peter Bosson
Luke Connoley
Bridget Hardy
Alastair Eilbeck
Chas Jacobs
Matt Watkins
Peter Bryant
Aral Balkan
Hope London
Diana Danova
William Dunk
Jack Thurston
Jonathan Raisin
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Elizabeth Willow
Simon Wainright
John O'Shea
Hwa Young Jung
Julian Tate
Rachel Jacobs
Matt Watkins
Natasha Carolan
Barry Williams
Lee Omar
Gareth Langley
Eliot Woods
Joeli Brearley
Tom Higham
Ron Cook
Dan Gilmore
Ric Roberts
Robin Gower
Gez O'Brien
Katy Cook
Lucie Muir
Graeme Rigby
Alex Butterworth
Lowri Bond
Paul Need

Raisin & Wllow
Imitating the Dog
FutureEverything
TanDot
FutureEverything
Mudlark
Mudlark
MakieLab
Robertson-Cooper
Red Ninja
Stardotstar
Kimchi and Chips
FutureEverything
FutureEverything
The Fiction Factory
Atomhawk
Swirrl
Infonomics
Stardotstar
Red Squirrels Northern England
Wildscreen
Amber Film
Amblr
Northern Architecture
Co-Opera

Micro
Micro
SME
Micro
SME
SME
SME
SME
Micro
SME
Micro
Micro
SME
SME
Micro
SME
Micro
Micro
Micro
Micro
Micro
Micro
Micro
SME
Micro

Adam Clarke
Ed Carter

The Common People
Modular

Micro
Micro
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Sea Breeze
Sea Breeze
Numbers That Matter
Numbers That Matter
Numbers That Matter
Cold Sun
Perceptive Media, Cold Sun
Physical Playlist
Good Day at Work
Open Planning
Open Planning
Chattr
Chattr
Chattr
Digital Fiction Factory
Digital Fiction Factory
Alpha Procurement
Alpha Procurement
Alpha Procurement
Red Tales
Red Tales
Tuning into T. Dan Smith
Tuning into T. Dan Smith
Tuning into T. Dan Smith
Inside Opera (Participatory
Production Technologies)
Department of Hidden Stories
On the Precipice
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18. Appendix D: Data Analysis
Further Funding Resulting from CX
TITLE
Open dataset of UK
makerspaces
Internet of Things
Consortium
Leapfrog

FUNDER
NESTA

Past Paths (Funding)

NESTA

EPSRC

BBC iCase (PhD
studentship)
CDT in Digital Civics

FUNDING TYPE
Research grant (including
intramural programme)
Research grant (including
intramural programme)
Research grant (including
intramural programme)
Research grant (including
intramural programme)
Studentship

VALUE
£11,000.00

Not Specified
Total

£6,450,000.00
£17,559,170.00

£9,800,000.00
£1,200,000.00
£75,000.00
£23,170.00

Funding Leveraged through CX Projects
PERSON
Alastair Eilbeck
Rachel Cooper
Jonathan Raisin
Diana Danova
Peter Bryant
-

ORGANISATION
Amaze, MeYouAndUs
Lancaster University
Raisin & Wllow
Blaze
Our Life
Royal College of Art

CX PROJECT
TILO
AHRC Showcase: Imitarium presentation
Sea Breeze
Near Miss
Blockanomics
RCA Design Innovation Collaborations
Total

VALUE
£27,136.00
£10,000.00
£30,000.00
£5,000.00
£15,000.00
£821,116.00
£908,252.00

Time in Kind Given to CX Projects
PERSON
Max Van Kleek
Fiorenzo Omenetto
Claudia Lastra
Elisa Belotti
Matt Watkins
Claire Spencer Cook
Karen Ingham
Roberto Bottazzi
Kevin Booth
Bob Smith
Simon Bowen
Dan Lockton

ORGANISATION
University of Southampton
Tufts University, Boston
The Arts Catalyst, London
Manchester University
Mudlark
Nexus Productions
Swansea Metropolitan University
Royal College of Art
English Heritage
English Heritage
Newcastle University
Royal College of Art

Julie Crawshaw

Participatory performance
practitioner
Newcastle University

John Bowers
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CX PROJECT
A Walk in the Park
Polyphonic Futures
Polyphonic Futures
Bretton Buzz
Cold Sun
States of Mind
States of Mind
States of Mind
Playful Narrative Realms
Playful Narrative Realms
Playful Narrative Realms
NHS Birmingham South Central
Clinical Commissioning Group Digital
Participation
Project R-hythm

DAYS
10.0
3.0
5.0
2.5
10.0
15.0
3.5
3.5
10.0
6.0
15.0
2.0

Sound Spaces

10.0

10.0
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Simon Bowen
Roger Mckinley
Stefan Kazassoglou
Katy Cook
Nick Mason
Paul Coulton
Andrew Quick
Jonathan Raisin
Elizabeth Willow
Simon Wainright
Rachel Aldred
Katrina Jungnickel
Diana Danova
William Dunk
Jack Thurston
Hope London
Paul Coulton
Francesca Duncan
Ana Botella
James Sandy

Newcastle University
FACT
Kinicho
Red Squirrels Northern England
Red Squirrels Northern England
Lancaster University
Lancaster University
Raisin & Wllow
Raisin & Wllow
Imitating the Dog
Westminster University
Goldsmiths
Blaze
Blaze
The Bike Show
Hope London (Sole Trader)
Lancaster University
Shakespeare in Shoreditch (RiFT)
FACT
NHS Birmingham South Central
Clinical Commissioning Group

Houda Davis

Citizen Engagement Consultant

Angus Main
Peter Thomas
Josh Nawras

Falmouth University
Middlesex University
Shakespeare in Shoreditch (RiFT)
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Sound Spaces
Sound Spaces
Sound Spaces
Red Tales
Red Tales
Perceptive Media
Sea Breeze
Sea Breeze
Sea Breeze
Sea Breeze
Near Miss
Near Miss
Near Miss
Near Miss
Near Miss
Indiedata
Being There (Cheshire East)
Shakespeare in Shoreditch
States of Mind
NHS Birmingham South Central
Clinical Commissioning Group Digital
Participation
NHS Birmingham South Central
Clinical Commissioning Group Digital
Participation
Shakespeare in Shoreditch
Shakespeare in Shoreditch
Shakespeare in Shoreditch
Total

10.0
4.0
5.0
5.0
5.0
15.0
12.0
20.0
20.0
20.0
8.0
2.0
8.0
3.0
1.5
14.0
2.0
5.5
5.0
5.0

1.0

2.0
2.0
10.0
290.5
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19. Appendix E: Product Outputs
Artistic and Creative Products
TITLE
A day in the life of a planning
application
Physical Playlist: video

TYPE
Film/Video/Animation

CREATED BY
Joel Porter

Film/Video/Animation

Timeline collaboration tool
States of Mind Interactive Console
City Walks design process
Project R-hythm Public Performance

Artefact (including digital)
Artefact (including digital)
Artefact (including digital)
Performance (Music, Dance,
Drama, etc)
Artistic/Creative Exhibition
Artwork
Artistic/Creative Exhibition

Adrian Gradinar, Ian
Forrestor, Paul Coulton, Dan
Burnett
Laura Morris
Brendan Dawes
Clara Crivellaro
Tess Denman-Cleaver

Interglacial Exhibition/Performance
Erratics Exhibition/Performance
Sound Spaces
exhibition/performance
Red Tales iDoc
Fabricating FACTs souvenirs
Tuning In Listening Back in Time
War Workings
Sound Mirrors
Data-Things of Craft Practice
Great North Run data things
Thinking Digital data things
Exhibition of Biophilia — Organ
Crafting and Biophilia — Survival
Tissue
Chattr installation

Film/Video/Animation
Artefact (including digital)
Artwork
Artwork
Performance (Music, Dance,
Drama, etc)
Artefact (including digital)
Artefact (including digital)
Artefact (including digital)
Artistic/Creative Exhibition

Artistic/Creative Exhibition

Awakenings

Artwork

Meet the Hubs: A Knowledge
Exchange Salon (Imitarium)

Artefact (including digital)

Mapping Instrument
Hybrid Lives Co-Working Space
Digital Public What? iDoc

Artefact (including digital)
Artistic/Creative Exhibition
Artefact (including digital)

Volvelles, Domes, Wristbands
Sea Breeze (performance)

Artefact (including digital)
Performance (Music, Dance,
Drama, etc)

Stories from Sea Breeze (video)

Film/Video/Animation

Near Miss Event Video

Film/Video/Animation

Ageing Playfully (video)

Film/Video/Animation
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YEAR

2015
2014
2015

Tim Shaw, John Bowers
Tim Shaw
John Bowers, Simon Bowen,
Tim Shaw, Stefan Kazassoglou
David Green
Bettina Nissen
Chris Watson, Tim Shaw
John Bowers, Tim Shaw
John Bowers, Tim Shaw

2013
2014
2015

Bettina Nissen
Bettina Nissen
Bettina Nissen
Veronica Ranner

2014
2015
2015
2015

Drew Hemment, Joel Porter,
Ben Dalton, Lara Salinas, Joeli
Brearley
Lara Salinas, Joel Porter,
Naomi Jacobs
Andrew Quick, Rachel Cooper,
Naomi Jacobs, Steve Poole,
Steve Wade
John Fass
John Fass
David Green, Clara Crivellaro,
Jimmy Tidey
Bettina Nissen
Elizabeth Willow, Andrew
Quick, Simon Wainright,
Jonathan Raisin
Jonathan Raisin, Andrew
Quick, Elizabeth Willow
Katrina Jungnickel, Rachel
Aldred
Emmanuel Tsekleves, Male

2015
2015
2015
2015
2015

2014
2013
2014

2015
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Digital Scarecrow
Creative Exchange Showcase video
Creative Lounge tools
Spillage - MFA Show
Salient Fort Process Performance
404th Wall
Pac-Lan: The Zombie apocalypse
(video)
Emoto Data Sculpture

Artefact (including digital)
Film/Video/Animation
Artefact (including digital)
Artistic/Creative Exhibition
Performance (Music, Dance,
Drama, etc)
Performance (Music, Dance,
Drama, etc)
Film/Video/Animation

Male Lujan, Naomi Jacobs
Tim Shaw
Tim Shaw, John Bowers

2014
2014
2014

Adrian Gradinar

Emoto video

Film/Video/Animation

Behind the Scenes at Co-Opera Co:
The Making of the Mikado
Co-Opera Co
Mingus - Stay (music video)
Archetypes - Black or White (music
video)
BFK - Anyway (music video)
'Die Skerpste Lem - Sterk op Hede
(music video)
Cinehack Cape Town 1+2
Frankensaurus: Leaving the Cave
(short film)
Dementia-Friendly Stations
(documentary)
Family Rituals (3 x promo films)
How to Write a Lay Summary
(participatory documentary)
The Palimpsest Machine (promo
film)
The Sea, Lies Open (Installation,
performance)
The Sea, Lies Open (archive)
THESAURUS: text

Film/Video/Animation

Drew Hemment, Moritz
Stefaner
Moritz Stefaner, Drew
Hemment
David Green

Film/Video/Animation
Film/Video/Animation
Film/Video/Animation

David Green
David Green
David Green

2013
2013
2014

Film/Video/Animation
Film/Video/Animation

David Green
David Green

2014
2014

Film/Video/Animation
Film/Video/Animation

David Green
David Green

2014
2014

Film/Video/Animation

David Green

2015

Film/Video/Animation
Film/Video/Animation

David Green
David Green

2015
2015

Film/Video/Animation

David Green

2015

Performance (Music, Dance,
Drama, etc)
Artefact (including digital)
Artefact (including digital)

Tess Denman-Cleaver

2015
2015
2014

RTD Souvenirs
Magic Cauldron

Artefact (including digital)
Artefact (including digital)

Magic Mirrors

Artefact (including digital)

Near Miss Bike Show Podcast

Performance (Music, Dance,
Drama, etc)
Artefact (including digital)
Artefact (including digital)
Artefact (including digital)
Artefact (including digital)

Tess Denman-Cleaver
Susannah Haslam, Tess
Denman-Cleaver
Bettina Nissen
Tim Shaw, John Bowers,
Bettina Nissen, Robyn Taylor,
Gavin Wood
Tim Shaw, Bettina Nissen,
Robyn Taylor, John Bowers
Jack Thurston, Rachel Aldred
Benjamin Koslowski
Ben Dalton
Ben Dalton
Veronica Ranner

2015
2014
2015
2013

The House of Lies
NoPayPhone
False Faces
Rhythmanalysis

Artefact (including digital)

Lujan
Dan Burnett, Paul Coulton
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2012
2012
2013

2015
2014

2014
2015
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Software and Technical Products
TITLE
Open Planning App prototype

TYPE
Webtool/Application

INDX Personal Data Store browser
data App
Mydex Personal Data Store browsing
trails Interface and Browser Plugin
New Cloud Atlas

Software

Cold Sun game prototype

Software

LocalNets Web Application
Exhibit of LocalNets webapp at
Helen Hamlyn Centre for Design
Creative Citizen conference
Physical Playlist prototype

Webtool/Application
Webtool/Application

The Wild Man Game

Webtool/Application

Department of Hidden Stories App
Gesture Sonification System
Fax Machine Game
Toy Play Game
Squidge Game/Controller
Walks for Change platform design
Talk about Sex iOS App
Past Paths search tool
Fields Performance System
Enhanced Story Book (DFF project)
Good day at work app

Webtool/Application
Software
Software
Software
Software
Webtool/Application
Webtool/Application
Webtool/Application
Webtool/Application
Software
Software

TILO hybrid display platform
Swaythe Band

Software
Physical Model/Kit

Labella
i-dentity
Intangle
Feedfinder app
Perceptive Media prototype

Software
Software
Software
Webtool/Application
Physical Model/Kit

In-Place
Digital Collaboration Tool

Webtool/Application
Software

Indiedata phone prototype
Paths of desire prototype app

Physical Model/Kit
Webtool/Application

On the Precipice Souvenirs, Souvenir
System
impact-o-meter

Software

Dan Burnett, Ian Forrestor,
Adrian Gradinar, Joel Porter,
Paul Coulton
Peter Wright, Gavin Wood,
Simon Bowen, Jonathan Hook
Gavin Wood
Bettina Nissen, Thomas Smith
Thomas Smith
Thomas Smith
Thomas Smith
Clara Crivellaro
Matt Wood, Gavin Wood
Andrew Garbett
Sébastien Piquemal, Tim Shaw
Dan Gilmore, Graham Mort
Adrian Gradinar, Paul Coulton,
Mark Lochrie
Alastair Eilbeck
Kellie Morrissey, David Green,
Gavin Wood
Teresa Almeida, Gavin Wood
Jayden Gardner, Gavin Wood
Jayden Gardner, Gavin Wood
Andrew Garbett
Dan Burnett, Paul Coulton, Ian
Forrestor, Adrian Gradinar
Male Lujan, Lara Salinas
Sam Birchall, Roger Whitham,
Leon Cruickshank
Aral Balkan
Adrian Gradinar, Jonny Huck,
Lara Salinas
Bettina Nissen

Physical Model/Kit

Andrew Garbett

Webtool/Application
Webtool/Application

Physical Model/Kit
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CREATED BY
Erin Walsh, Lee Omar, Richard
Koeck, Lara Salinas, Joel
Porter
Max Van Kleek, Ben Dalton,
David Alexander
David Alexander

YEAR

Joe Dahmen, Ben Dalton, Tim
Waters, Amber Frid-Jiminez
Paul Coulton, Matt Watkins,
Dan Burnett
Jimmy Tidey
Jimmy Tidey

2015

2014
2014

2014

2014
2014
2014
2015
2015
2013
2015
2015
2015
2014

2015
2015
2013
2014
2014

2013
2013
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Emoto Topic Explorer

Webtool/Application

Superforager App

Webtool/Application

Ghost Listener video prototype
Digital Travelling Suitcases
App Movement (digital platform)

Webtool/Application
Physical Model/Kit
Webtool/Application

Affinity app
NewsDrop
Mydex browser data store and
visualisations
Where do you go to?

Webtool/Application
Physical Model/Kit
Webtool/Application
Webtool/Application
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Moritz Stefaner, Drew
Hemment
Neil Winterburn, Tim
Brunsden, Samantha Jones
David Green
Clara Crivellaro
Edward Jenkins, Andrew
Garbett
Andrew Garbett
Andrew Garbett
Max Van Kleek, Ben Dalton,
David Alexander
Bridget Hardy, Ben Dalton,
Clare Mcandrew

2012

2014
2015
2015

2013
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20. Appendix F: Quotes from Project Partners
"This was a novel experience in how to work with a non-academic partner and with
creative artists to develop and fulfil a brief. It enhanced my understanding of the
context in which the council operated and the agendas they were required to fulfil,
on the one hand, and of the creative processes of the artists on the other. The
collaboration with the local archives and a fellow historian was on more familiar
and very pleasant territory. I valued experiencing how all the different players were
able to meet and co-create the proposal despite very different perspectives and
working practices... CX facilitation was vital to bring the different players together
and allow them to communicate implicit assumptions explicitly. On a personal level
I found it challenging and rewarding to consider how to uphold the values of my
discipline, history, in a context in which a negotiation was necessary with popular
preconceptions of varied historical accuracy, and with a creative brief which was to
offer a novel representation of the history that was to underpin it. The interventions
of members of the public who overheard elements of the project team’s
conversations was part of that challenge which showed how many different
registers had to co-exist. It was also a novel and somewhat unnerving experience in
both process and outcome: in terms of starting a research project from scratch …
and in terms of finding an effective way of communicating our findings to an
unconventional (and non-academic) audience".
Corinna Peniston-Bird, Senior Lecturer in Modern History at Lancaster University
participated in the CX project Being There

Impact Survey
In late 2015/early 2016 a survey of project partners was conducted. This included
open questions and we include relevant responses below.
How has working with the Creative Exchange affected your work and that of
your organisation?
“It has provide a range of new contacts including those outside of Higher
Education. It has also facilitated some follow on activities and ideas for both
ongoing and new projects” Oliver Wilkinson, UCLAN
“Increased visibility of research, helping to lead to getting further funding for other
projects. High profile project which attracted interest from key stakeholders e.g.
senior London politicians, police services in other areas, etc.” Rachel Aldred,
University of Westminster
“Working on the Near Miss Project had the unexpected consequence of giving us
extra credibility as an organisation” Diana Danova, Blaze
“Provided insight into a broader academic and organisational processes” Adam
Clarke, The Common People
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“Developed a new audio tool with private company Kinicho . Published a book
comparing work conditions across two sectors . Hosted a major international art
show on working life. Installed new permanent interactive large screen.” Roger
McKinley, FACT
“Created a number of new commissions together for display at exhibitions at FACT”
Amy Jones, FACT
“It played a role in the development of the group's digital thinking, including work
on online and on site provision. It introduced contacts in data visualisation,
information architecture and generous interface approaches.” Graeme Rigby,
Amber Film & Photography Collective
“Development of a data visualisation tool to help renal patients understand their
blood results.” Heather Hill, NHS
“The project I was involved in revolved around procurement systems – which was a
good and bad thing. Good because it’s given me a real oversight of the wasteful
and counterproductive nature of procurement. I’m using that knowledge and I’m
now very active in challenging the NHS’s procurement system(s) to prevent the
very change they need to survive. I’ve been quoted at events as saying that
‘Procurement is a form of organisational death”! As a benefit of being so
outspoken on procurement - I’ve now become a specialist supplier for the NHS in
Salford in Technology, UX and strategy – so CX has really helped me there.” Gez
O’Brien, Startdotstar
“Working with CX has been a significant springboard to growing the business.” Lee
Omar, Red Ninja
What did you contribute to working with the Creative Exchange and what
did you get out of it?
“My main contribution was in the ideation of the project and in providing some
media/technology support for a small prototype. [The project] refined ideas around
counterfactual history in space and suggested new directions in which this might be
pursued, practically and theoretically.” Alex Butterworth, Amblr LLP
“Contribution: project design; participation in 'public makings'; development of
follow-on research projects. Personal benefits: enhanced collaboration; new
insights and methods; new connections; more numerous and varied opportunities
to engage with public audiences.” Magnus Williamson, Newcastle University
“I provided GIS consultancy, during development I learned new approaches to
dynamic cartography” Jonny Huck, University of Manchester
“Academic support; conceptual development and research guidance. Aside from
developing new relationships with Open Lab colleagues (formerly Culture Lab) I was
able to get insight into the technical development and implementation of software
The Creative Exchange Final Report to the AHRC
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coding and hardware applications which I did not have access to or familiarity with
prior. Access to a new site (Beamish Museum) also proved interesting and fruitful.”
Arno Verhoeven, Edinburgh University
“Made good contacts with people I would happily work with again. The work also
supported my teaching.” Martyn Dade-Robertson
“I acted as an historical consultant as part of a CX project. Therein I brought my
historical expertise (focused especially on the First World War) as well as research
skills and experiences necessary to identify the underpinning material to facilitate
the project. I was able to contribute in debates of historical accuracy, add to the
intellectual framework of the project and provide input into creative meetings
etc. I valued the experience of working within the context of a project influenced
by a third party organisation. This enabled me to develop skills in working with
agendas not normally encountered in my own academic research. I thus developed
new methodologies of planning, undertaking and producing research. In addition,
the involvement of technological disciplines provided me new insights applicable to
me own discipline but which (without this project) I was previously unaware of.”
Oliver Wilkinson, UCLAN
“Innovative arts based ways to work with people with dementia. Inspiring creative
and demonstrated the potential for creative opportunities in this field.” Amanda
Bingley, Lancaster University
“It has been great to work with [industry partner] Blaze who have been
exceptionally helpful with e.g. PR, media, and design issues - not my core expertise
as an academic so great to have that support.” Rachel Aldred, University of
Westminster
“As industry partners, we brought our expertise in digital design and user
experience to the project. The project helped to develop our experience in working
with a varied group of stakeholders/partners. Personally, we really enjoyed working
with other experts from their respective fields who brought their own background
and understanding to the project. This is something we would be keen to do again
as we felt that having experts working together collaboratively enabled a faster
pace to rapid development of new ideas.” Ian Wareing, magneticNorth
“I was a technical consultant on the Chattr project I had the opportunity to work
on a project with complex ethics in a public space” Elliott Woods, Kimchi and Chips
“I contributed to the design of the outreach strategy for the project and helped
spread the findings of the project to a wider audience. Working on the frontier
between academic research, digital media and advocacy was a novel and
interesting experience.” Jack Thurston, The Bike Show
“We shared our experiences of using media to communicate conservation and
reach new audiences. We were able to get face to face contact with organisations
working with the public on the ground, as well as conservation scientists working
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on the ground. We also got greater insight into the research being undertaken in
the area of storytelling being used to increase awareness and participation in the
natural world.” Lucie Muir, Wildscreen
“I contributed ideas... and I got to see some development and a working
prototype.” Adam Clarke, The Common People
“Ideas, experience, delivery contributed. Achieved expanded knowledge and
exposure to new ideas.” Bridget Hardy, Integrans Consulting Ltd
“Contributed funding, curatorial support and production resources. Developed
exciting new commissions with members of creative exchange as a result.” Amy
Jones, FACT
“We've successfully provided a user-friendly and intuitive interface to what is a
complex, academic project. The possibilities suggested by the project in question
have informed our other work in places, and the whole process has allowed us to
meet contacts to whom we would otherwise have had no exposure.” Richard
Silverton, TABLEFLIP
“We brought access to materials in our film and photographic collection, together
with an informed understanding of the content. We met and separately worked
with a number of interesting people.” Graeme Rigby, Amber Film & Photography
Collective
“Research, writing and illustration of graphic novel treatment of a serious academic
& real world issue - very interesting and challenging, great experience to exchange
ideas with co-collaborators” Hope London
“We got a lot in terms of learning a new approach to designing products and
services.” Lee Omar, Red Ninja
“Development of digital prototypes working on existing BBC asserts. This
introduced me to a range of digital media working methods.” Graham Mort,
Lancaster University
“I led two CX projects. I benefited from working with new partners, the city council,
community groups, creative media professionals.” Richard Koeck, University of
Liverpool
“I provided expertise in children's literature and culture, and in eighteenth-century
history. Working with CX allowed me to develop my research (previously funded
by the AHRC) in a new direction: to see an actual product (the Wild Man app)
develop out of consultation undertaken with heritage agencies, children's literature
professionals and others during the AHRC project ('Children's Literature and Young
People's Engagement with the Historic Built Environment'” Matthew Grenby,
Newcastle University
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“I acted as advisor on understanding spatial layout and circulation and
incorporation of architectural features into the development of the app. In return I
saw first hand how the digital team set up their initial exploratory research and
progressed through the design process, through a series of client meetings to focus
ideas down to a final solution.” Julie Trueman, Northumbria University
What were the opportunities and challenges of working with the Creative
Exchange?
“The opportunity was the insight into working with new partners, creative artists
being the least familiar dimension (the Council was institutional in a way with
which I am familiar). The greatest challenge was the openness of the brief.” Dr
Corinna M. Peniston-Bird, Lancaster University
“Opportunities: to engage with interesting minds and new ideas with the benefit of
early user testing and novel methodologies; Challenges: balancing the expectations
and needs of different participants with shared interests but different agendas.”
Alex Butterworth, Amblr LLP
“Chance to work with industrial/third-sector partners that I wouldn't have
collaborated with otherwise.” Jonathan Hook, University of York
“Opportunities: working in new environments; broadening my knowledge and skills
base; co-designing with colleagues whose specialisms and perspectives are
different from (but complementary to) my own.” Magnus Williamson, Newcastle
University
“Gained some valuable insights into research methodologies” Alastair,
MeYouAndUs
“Collaborative projects across disciplines and organisations is always challenging
but ultimately rewarding.” Kat Jungnickel, Goldsmiths
“The opportunity to work on novel research, and develop new technologies.” Jonny
Huck, University of Manchester
“Opportunities -- new colleagues, new insights and a very wide network of
academics and industry partners. Opportunities to experiment with new and novel
technologies (Axivity's WAX9 IMU) and develop new skills (i.e. Coding in Processing)
in partnership with Newcastle.” Arno Verhoeven, Edinburgh University
“The opportunities were many, including the delivery of historical research in a non
academic way. I gained the opportunity of working in a different way to my normal,
individual, research practices and thus developed insight into other
methodologies.” Oliver Wilkinson, UCLAN
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“Opportunities to try innovative ideas. The challenge is finding funding to be able
to support this kind of creative work for people with dementia as a sustainable
activity.” Amanda Bingley, Lancaster University
“There were some challenges with the timing but the project inspired further
collaboration and development.” Ian Forrester, BBC R&D
“The project has been so popular and high profile I have sometimes struggled to
respond quickly to all enquiries!” Rachel Aldred, University of Westminster
“The project did provide us with the opportunity to work with experts we wouldn't
otherwise work with and so we now feel able to call upon these new contacts for
potential future projects where their expertise would be of value.” Ian Wareing,
magneticNorth
“Making new contacts.” Chas Jacobs
“The CX was a fantastic premise and project - and has got a fantastic range of
interesting people around the table. The KE conference at Lancaster was a game
changer.” Dr Emma Murphy, Glasgow School of Art
“Opportunities : work with FutureEverything, discover new artists in collaboration.”
Elliot Woods, Kimchi and Chips
“Working with Naomi and CX has been very smooth, can't think of challenges..”
Diana Danova, Blaze
“Initial input and workshop was good and really interesting” Lucie Muir, Wildscreen
“[Opportunities were] Networking, new research with potential to market,
academic rigour in a business context.” Roger McKinley, FACT
“The opportunity to develop a new prototype for an interactive project and present
it to a public audience at FACT” Claire Cook, Nexus Productions
“Understanding academic approach. Opportunity to explore leading edge ideas
with people.” Bridget Hardy, Integrans Consulting Ltd
“Creative exchange provided access to excellent research such as that of Ben
Koslowski who worked on the exhibition design for Group Therapy. Due to the
support of the Creative Exchange our collaboration with Ben was enriched as he
was able to dedicate more time to the project than our fees alone would have
allowed. As a result the exhibition design was enriched by a wealth of research we
would otherwise not have had access too. No challenges from our perspective - it
was a real joy to work with Creative Exchange.” Amy Jones, FACT
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“Being brought in to an already mature project was a steep learning curve, but
ensured that both parties learnt a great deal.” Richard Silverton, TABLEFLIP
“The opportunities stemmed from the ability to experiment and think in a context
freed from any critical concerns for delivery.” Graeme Rigby, Amber Film &
Photography Collective
“Opportunity to work with designers which I have never done before.” Heather Hill,
NHS
“It gave us the opportunity to explore a new approach to developing games and
too work in an open ended fashion to develop ideas beyond our usual production
scope.” Matt Watkins, Mudlark
“The opportunities included meeting academics to collaborate on a real problems
and try to devise solutions. I liked the ‘off the beaten path’ issues that CX
provided.” Gez O'Brien, Stardotstar
“Creating something exciting with like-minded innovative minds” Stefan
Kazassoglou, Kinicho
“Working with CX we were able to acquire the help of a writer who was able to
prove out the feasibility of writing compelling branching narratives for this
platform. Since the project was an R&D effort, the challenges we identified with
branching narratives were useful to the client in their decision to progress beyond
the R&D stage.” Dan Gilmore, Atomhawk Design Ltd
“Opportunities were widening our network that has led to being more credible to
the public sector and big business. It also challenged us to push the boundaries of
our knowledge.” Lee Omar, Red Ninja
“Adapting to new ideas about broadcast media, writing new material, devising
learning pathways.” Graham Mort, Lancaster University
“CX provided resources and expertise to make an idea into a reality - the app.
Working with CX was an education for me in in the processes of iterative design
used in the digital design (and gaming) sectors. CX successfully bridged the gap
between academic research and real-world implementation of research findings
and ideas.” Matthew Grenby, Newcastle University
“This collaboration introduced a new set of specialists to me, allowing me to see
how they impact on design at a level of detail that I had not previously fully
understood. I can now see how they relate to my area of design and how their
knowledge and research methodologies could add value to my future projects. My
involvement in the design process was managed smoothly and integrated as and
when required. The mix of academics provided a vibrant forum for exchange of
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ideas and pushed the design development forward, feeding off each other's
experience and suggestions.” Julie Trueman, Northumbria University
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