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INTRODUCTION 
 
The Digital  Public Space (DPS) is  the name 
given to an init iative catalysed and driven 
by the amalgamating of the archive 
digit isation strategies of a number of major 
UK public and cultural  institutions 1.  
Embedded in the DPS is an unprecedented 
opportunity,  that of exploring, redefining 
and evolving our current understanding of 
knowledge creation and sharing, and the 
chance to build tools that can help 
revolutionise our knowledge space. This 
venture requires joint-agreement on 
compression, storage and distribution 
protocols,  and a common metadata and 
tagging system, as well  as agreement on 
rights issues. 
 
This is  not an isolated venture. A number of 
similar init iatives exist across the globe, in 
France and the USA for example 2.  What we 
can look at here is  the broader 
understanding of digital  public space, and 
some of the challenges we face in 
embracing this.  Some of the core issues are 
those of identity,  ownership,  privacy, 
governance and accessibi l ity.  To help 
explore and resolve these issues, the AHRC-
funded Creative Exchange (CX) has been 
set up as a research hub jointly-run 
between three universit ies,  the RCA in 
London, the University of Lancaster,  and 
the University of Newcastle.  
 
The CX has three core functions. Firstly,  to 
help define the relevant purpose, 
functionality and appropriate modeling of 
the DPS. Secondly,  to explore the broader-
based issues that digital  public space 

                                                             
1 Including the BBC, Wellcome Trust, British Library and 
Arts Council England. See, for example: 
http://www.jisc.ac.uk/inform/inform36/DigitalPublicSpa
ce.html#.UpSfFBbvbww (accessed 26 November 2013). 
2 See, for example: http://www.europeana.eu and 
https://archive.org (accessed 26 November 2013). 

exposes by carrying out a number of f ield 
tr ials,  and thirdly,  to build new methods, 
processes, tools and ski l led individuals in 
Knowledge Exchange through a number of 
projects and labs carried out in 
collaboration with industry and academic 
partners.  
 
This paper establishes the context and 
background for this hub, and attempts to 
outl ine some of these core enquiries against 
current empirical  observations. It  explores 
parallel  developments and opportunit ies in 
new technologies,  and posits some possible 
l ines for progression and invention. This is  a 
new space, and, as with al l  evolutionary 
steps in our thinking, cannot be l imited in 
its imagination by a strict  adherence to 
previously proven metaphors and models.  
In order to think freely,  we have to embrace 
the unprecedented. 
 
THE CREATIVE EXCHANGE 
 
The CX program is designed to undertake 
exploration of new models,  methods and 
tools in knowledge exchange to enhance our 
understanding of digital  public space The 
rationale of CX as a whole is  to frame an 
understanding of knowledge exchange, 
create moments where it  wil l  take place, 
and provide a durable context for the 
result ing work.
 
CX is focused on fostering relationships 
expressed in the form of creative design 
work ( in the case of the RCA) and research 
output.  A key method for brokering these 
multi-faceted collaborations is  a series of 
day-long laboratory style events.  Each of 
these days, held at respective universit ies,  
is  designed to address a particular axis of 
the CX endeavor.  For example the RCA held 
an event at FACT in Liverpool in November 
2012 t it led ‘Redefining Working Life’  
attended by participants from; the BBC, The 
Bartlett,  UCL; The Bossons Group; 
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University of Liverpool,  and Unwork, 
London. The result ing projects include; 
Hybrid Lives,  focused on the design of a co-
working space; Rhythmanalysis,  exploring 
self-measurement in the context of working 
l i fe;  and Where do you go to?, bringing 
remote workers together by visualising their  
work-tables.  Multi-discipl inary teams 
receiving funding create these projects,  
which result  in physical  as well  as research 
outcomes. A key feature of CX projects is  
that they place emphasis on how the 
participants work together,  what processes 
are used, and how knowledge exchange 
happens, both within and between project 
teams. What is  becoming explicit  is  a 
methodological  approach to collaborative 
work that enables new models and 
meanings to emerge. The CX context al lows 
for both conceptually ambitious research 
enquiries and broad investigations of the 
qualit ies of digital  public space.  
 
CX fosters a variety of types of knowledge 
exchange. Co-creation takes place when 
project partners explore ideas together,  
init iating ideation and brainstorming 
sessions, capturing and sharing the results.  
On another level  project teams learn from 
each other’s ski l ls  as the work is  carried 
out.  These ski l ls  often relate to diverse 
f ields such as product design, workplace 
research, user interface design and theatre 
design. As the work evolves, ski l ls  are 
transferred informally around the table.  
Knowledge exchange also takes place 
between projects at CX-wide events.  This 
enables a wider frame to be drawn around 
how people go about realising a project 
together.  Practical  ski l ls,  theoretical  
knowledge, organisational methods, and 
working habits are al l  examples of how 
people can learn from each other in this 
context.  
 
CX main conceptual themes are;  
personalisation, taken to mean ‘the 

personalisation of media for different 
viewers and contexts’;  experience ‘new 
forms of mass experience events and media 
with the quality of  ‘ l iveness’’ ;  participation 
‘different forms of user-generated content 
supporting participatory media’;  
connectivity ‘exploring pervasive 
transmedia,  the increasing digital  
connectivity between people and things’;  
narrative,  ‘exploring storytel l ing in al l  its  
forms, existing and emergent’;  and identity 
‘the individual within digital  public space; 
ethical,  privacy and security issues, IP 
r ights and ownership’.  Individual CX 
projects coalesce around these six themes. 
 
The RCA’s role within CX occupies two 
distinct levels of  activity.  Firstly,  the RCA is 
an art  school,  an institution that cares 
about and nurtures creative work of al l  
k inds. It  is  seen as providing design 
knowledge to the CX mix.  This knowledge is  
expressed in an understanding of creative 
process, an awareness of the often 
intangible nature of design work, and a 
distinctly human-centred and creatively 
organised turn in the exploration of digital  
materials.  The RCA has also long been a 
champion of practice-based research and 
the CX program extends and shares this 
tradit ion more widely with other 
institutions. For design education at the 
RCA, CX offers a new way of thinking about 
doctoral  study. CX PhD candidates 
construct their  research work through doing 
CX projects.  Involving multiple project 
partners,  creating diverse physical  
expressions of the research, and 
configuring institutional and industry 
participation in CX projects provide novel 
ways of encouraging and contextualising 
PhD research. The hope is that CX doctoral  
work wil l  widen the definit ion of how design 
research is  done, what it  pays attention to,  
and how its l i fespan may be extended 
outside the academy. 
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Secondly,  alongside the event in Liverpool 
(2012) focusing on working l i fe,  the RCA 
has been concerned with modeling digital  
public space and el icit ing structures for 
growth that take diverse forms. At a lab 
event held in London in February 2012 a 
group of participants drawn from data 
science, design practice, social  enterprise 
and humanities research explored the social  
and polit ical  implications of digital  public 
space. Various projects emerged from this 
event including proposals related to:  Geo-
located data mapping, hyper-local  cit izen 
journalism, community archaeology, and 
personal cl ickstream capture. Al l  exemplify 
a different reading of the challenges and 
opportunit ies presented by digital  public 
space. 
 
THE DIGITAL PUBLIC SPACE 
 
The Digital  Public Space (the DPS) 
originally began l i fe as a way of thinking 
about how the BBC archive could be made 
available and accessible to al l .  This was 
swift ly fol lowed by the realisation that 
surrounding the BBC content was a huge 
seam of addit ional data and a new context 
for digital ly mediated cultural  experiences. 
For every single piece of published or 
broadcast content there are associated 
soundtracks, contracts,  locations,  unused 
footage, scripts and concurrent news, 
events and broader cultural  contexts.  
Consequently,  the project was understood 
to be the core for developing a l iv ing 
cultural  genome. As the project grew, it  
became clear that other cultural  
institutions, those concerned with similar 
routes and parallel  interests,  could 
collaborate with this more ambitious vision. 
The BFI,  Brit ish Museum, Tate, Brit ish 
Library,  the National Off ice of Statistics’  
archive of births and deaths, and many 
others,  could be drawn together to form an 
active working group. 
 

The signif icance of this venture, via The 
Space (www.thespace.org),  a joint online 
publishing project created by the BBC and 
the Arts Council ,  has now been recognised 
by government,  through the Department of 
Culture Media and Sport,  as the most 
important cultural  event currently active in 
the UK. Subsequent CX related events have 
widened this view considerably and the DPS 
can now be said to more ful ly  encompass 
the categories and themes described above. 
There is  also currently an active cohort of  
researchers,  practit ioners,  supporting 
institutions, and partnerships engaged in 
‘defining by doing’ what the DPS may come 
to signify.  
 
One key to the success of the DPS is an 
agreed standard for aggregation of 
distributed cultural  data sources. hNews [1] 
is  a good example of the kind of approach 
that can be useful.  hNews is a microformat 
proposed by Associated Press and the 
Media Standards Trust to describe 
journalistic content.  It  consists of a number 
of descriptive f ields that identify semantic 
content.  hNews even extends to rel-
principles which provide standard metadata 
descriptors for the journalistic principles of 
individual authors or organisations – an 
entirely moral quality.  This means that any 
piece of information can be retrieved, 
viewed, read, and cross-referenced to 
others not just for its semantic meaning but 
also for its moral  principles.  hNews is built  
on xml and xhtml and uses hAtom, an open 
source metadata parsing framework. The 
example shows that it  is  possible to develop 
domain-specif ic descriptive metadata 
standards that can extend to entirely 
qualitative measures such as journalistic 
principles,  al l  constructed on free, open 
access, collaborative technical  platforms. 
The DPS calls  for a synthesis of  these 
models oriented towards cultural  
experiences and cultural  knowledge 
production. 
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COMPUTATIONAL & DESIGN THINKING AS 
KNOWLEDGE EXCHANGE 
 
Taken more holistical ly,  digital  public space 
calls  for a view of digital  instruments that 
encompasses ethics,  memory, material ity 
and methodology, a definit ion of what 
public means in the context of digital  
interfaces and experiences, and an 
understanding of the norms of virtual  
spaces as they intersect with physical  
spaces. The CX init iative questions how we 
can test these new definit ions and models 
in meaningful  and useful  ways, what kind of 
evaluation criteria are relevant,  what are 
the moral implications and l imitations, and 
what kinds of design are appropriate? 
Drawing on research approaches advanced 
in the area of Design thinking [2],  widely 
taken up by business, CX projects have 
approached the DPS in terms of design and 
the implications for designers,  educators,  
institutions, and audience; ethical  
procedures including privacy, r ights,  and 
ownership;  evaluation instruments, 
methods and criteria.  
 
In the context of  recent debates on design 
thinking as a way of addressing non-
constrained problems, the accumulation of 
digital  materials in digital  public space is  
more an open f ield than a closely defined 
set of  static data entit ies.  Digital  data is  
seen as f luid,  assuming diverse 
representations depending on the nature of 
the interactions that provide access to it .  
The result  is  an active and dynamic system. 
Each interaction with any piece of content 
in this system, plus the paths, journeys and 
connections through the content itself,  can 
be stored as part of  the growing pool of  
knowledge. People can access this pool of  
knowledge in ways shown by CX projects:  to 
make sense of their  personal browser 
history,  to faci l itate co-working and 
interdiscipl inary collaboration, to gain 
insight into the daily biological  rhythms of 

work and leisure. Designing the systems 
that provide contextually relevant access to 
this knowledge is  one of the central  
challenges of the DPS. How a piece of data 
is  used is as fundamentally signif icant as 
the piece of data itself.  
 
In contrast to the dynamic nature of data,  
books, DVD's and records can be described 
as closed object models,  as can most media 
formats such as HD video for television or 
BWF fi les for radio broadcast.  While there is  
a growing number of examples of 
augmented media types, such as digital  
maps or biometrical ly sensit ive digital  
objects,  the abil ity to store how any piece of 
content is  interacted with,  and detai led 
information about its connections with 
other data,  remains a challenge. While it  is  
now easy to connect large networks of 
people social ly  or professionally online,  
most systems that do this are closed and 
proprietary.  The result ing network can 
feature diverse entry points,  multiple 
readings, unexpected connections, and a 
textural  r ichness beyond what any single 
institution or data standard could provide. 
 
Other important factors that wil l  require 
post-discipl inary thinking include; new or 
hybrid analytical  tools,  (for example for 
exploring data streams in real  t ime),  and 
ways of meaning making that integrate 
quantitative data with qualitative insights.  
This al lows for new kinds of narrative to be 
told and evolve. For example through 
narrative interfaces that embrace tangible 
interactions such as Sublimate [3] or ways 
of revealing technical  infrastructure such as 
Touch [4].  While multimedia databases can 
drive narrative experiences i .e.  computer 
games, they come pre-loaded with narrative 
environments generated by games 
designers.  The media database can be 
configured to deliver narrative elements at 
key points in the user journey or in 
response to specif ic user input,  i .e.  
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searching, or turning left  in a virtual  
cityscape. Database driven digital  
experiences are inherently hierarchical  
configurations: they are designed for non-
l inear atemporal expression since they must 
provide for a constrained multitude of 
different outcomes. This represents a 
signif icant challenge for how designers 
create systems that address the DPS. 
 
Some relevant approaches to this new 
hybrid medium have been explored by 
Glorianna Davenport at MIT [5],  along with 
Hans Peter Brondmo [6] and f i lmmaker 
Sally Potter [7].  The artists of the future wil l  
be the ones who can construct narratives 
through this interconnected space: they wil l  
be creating dramatic scenarios using text,  
moving image, sound, information, design, 
interaction, and synthetic sense to create 
their  dramas and art.  Some may use social  
and crowd momentum, others solitary 
journals.  A further example is  provided by 
the software studies init iative led by Lev 
Manovich at City University New York. The 
focus of much of the work done in software 
studies is  on cultural  analytics such as 
Phototrai ls  [8] which orders photos posted 
on social  media sites according to colour,  
location, and subject in order to reveal 
patterns in the global f low of digital  images. 
Similarly we can imagine that one day you 
wil l  be able to drop a media query into the 
DPS and watch as it  resolves into a 
navigable,  narrativised entity through a 
blend of captured user responses, such as 
Facebook comments and edits,  and the kind 
of programmed data clustering seen in 
Phototrai ls.  Appropriate and applied 
knowledge can then be addressed in diverse 
contexts,  such as learning or news 
gathering. 
 
Computational approaches in the 
humanities are now widespread and 
digital ly  mediated experiences have come 
to characterise many f ields of intel lectual 

endeavour.  For example in anthropology 
[9],  computational approaches are 
concerned with the comparison of high-
fidel ity models for ‘discussion about the 
ontology of anthropological  phenomena and 
how they are best represented as theories 
and models’.  Much of the result ing 
computational work is  typif ied by a 
technical  analysis of the natural  world and 
an understanding of everyday human 
behaviour influenced by technical  
architectures. 
 
In archaeology [10] computational 
approaches are used to analyse the results 
of  comparative genomics. Computational or 
mathematical  sociology [11] is  concerned 
with modeling complex social  phenomena 
using agent-based simulation, especial ly  in 
cases that feature large data sets.  Current 
approaches to research in the areas of 
computational economics [12],  l iterature 
[13],  and l inguistics [14] feature similar 
methods and applications of technology. 
While the use of computer intel l igence in 
humanities research is  not new, it  remains 
dominated by a technologically 
deterministic att itude. Digital  tools are used 
for agent-based modeling, data 
comparison, classif ication, and category 
evolution. Computers are used as analytical  
instruments,  rarely as expressive or 
qualitative devices and there is  l itt le 
reflection on the nature of technological  
mediation and the types of decisions it  
faci l itates. 
 
A key feature of the CX project is  the 
examination of the understanding of digital  
technologies not just as instruments that 
aid analysis in diverse domains but also as 
subjects for research in their  own right and 
as ways for expressing a human-centred 
technical  paradigm. The design of digital  
technologies that aid people in their  
everyday l ives such as hearing aids and 
robotic prosthetics is  a well-advanced 
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practical  f ield [15] (much work is  on 
enhanced or augmented physical  objects) 
and user-centred design is  a well-
established area of practice and research 
[16] with roots in usabil ity and human 
factors research. The design of 
experimental  interfaces is  a step towards a 
human-centred technical  paradigm but 
remains dominated by the search for useful  
applications of novel technologies such as 
smart texti les or f lexible screens.  
 
CX draws on theories from diverse f ields 
but is  primari ly concerned with the design 
of a new context for knowledge production, 
a hybrid model of  knowledge exchange 
taking in computational creativity,  analytics 
and expressions along with human learning, 
social  context and embodiment.  The 
applicabil ity of  theoretical  concepts to the 
creation of digital  systems is often unclear.  
Theoretical  diversity is  a recognised feature 
of research in the areas of computational 
thinking and design thinking. The f ield is  
uncertain on what this diversity implies for 
the relationship between theory and 
practice.  
 
What Sherry Turkle and Seymour Papert 
have described as ‘epistemological  
plural ism’ [17] divides opinion with distinct 
views about the search for a theoretical  
basis.  These approaches typically embrace 
a series of ideas borrowed from adjacent 
domains adjusted to the needs of 
practit ioners.  Thus Activity Theory draws 
on psychology and Actor Network Theory on 
sociology. Situated Action theories are 
based on engineering discipl ines and 
Distributed Cognition on cognitive science.  
Individually,  it  is  hard to see how these 
approaches are useful  to designers.  Often, 
the original  theories are contorted or 
layered beyond recognit ion to inform design 
research. While each theory has its 
passionate defenders,  others value the 
strength in synthesis,  and the opportunity 

an open theoretical  f ield represents. 
  
One unifying factor is  that these theories 
are concerned with context,  with how 
people act in social  and physical  settings 
and with how digital  systems can model or 
abstract those settings. For example,  a key 
insight inherited from constructionism 
applicable to our work on the DPS is that 
culture and society are not seen as external 
to the mind, but that they are fundamental  
to the production of consciousness. In the 
general  context of the digital  public space 
this informs our view of the role that digital  
artefacts ( languages, systems, software, 
objects) can play in learning about the 
world and the importance of how these 
artefacts are designed and what context 
they should exist in.  
  
Dourish [18] makes the argument for two 
axes of embodiment in the context of 
interaction: a close examination of situated 
action, which involves detai led study of how 
people interact with technology when 
performing tasks. The classic example is  a 
study of off ice employees operating a 
photocopy machine, in which he examines 
how cultural  assumptions guide the nature 
of interactions [19].  The second axis of 
embodiment Dourish explores is  tangibi l ity 
and the design of digital  systems that al low 
for ful l  body interactions or that adjust their  
spatial  configuration to the user.  The 
implications for work in the DPS include an 
awareness of where interactions should 
take place, when they happen, what they 
reveal,  and that they exist in a wider social  
and physical  context.  
 
CONFIGURING THE DIGITAL PUBLIC SPACE 
 
Methods for the design and analysis of  the 
DPS draw on a conception of data 
material ity that assumes the database to be 
a form of material  object,  one displaying 
observable,  measurable properties,  and 
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therefore definable,  tractable and 
malleable.  Designing for a system that can 
be configured in multiple ways calls  for 
supple or iterative ways of working. It  also 
means call ing on a wide range of ski l ls  and 
therefore building collaborative contexts for 
knowledge exchange – one of the aims of 
CX. In terms of Knowledge Exchange, the 
CX init iative envisages an industrial,  
commercial,  and academic culture in which 
government,  creative agencies,  design 
groups, engineers,  sociologists,  and 
scientists work in partnership with 
academics to form new clusters of 
expertise,  research, and application. 
 
A promising approach is suggested by 
AGILE methodology [20].  AGILE 
emphasises iteration, collaboration, 
f lexibi l ity,  and face to face communication. 
It  has been adopted primarily in the area of 
software development,  but in the context of  
CX holds some useful  functions for how to 
design products that maximise the potential  
of  the DPS. Software projects are 
decomposed into units of activity and 
assigned to special ist  teams. These teams 
work closely together in a series of  t ime 
constrained periods of concentrated work 
known as ‘sprints’,  often over three or four 
days. The series of sprints enables rapid 
product development through repeated 
testing, error detection and updating. In the 
context of CX the iteration and integration 
of small  parts of the same system is being 
used to create distributed and incremental  
ways of exploring the DPS, drawing on a 
wide network of partners throughout the 
design journey. 
 
Exploring curatorial  practices from 
museology [21] as a way of organising 
content and designing spatial  experiences 
has also been instructive to CX projects;  
using the methods of computational 
anthropology [22] to structure thinking 
about people and media environments,  and 

employing novel visualisation techniques to 
reveal connections and trai ls  The process of 
self-contextualisation carried out by anyone 
online produces a r ich archive of personal 
data.  At present machine intel l igence 
hosted by global corporations such as 
Google are able to exploit  this data for 
commercial  opportunity while there are few 
instruments publicly available for Internet 
users to carry out the same level  of  analysis 
for themselves. Unconscious self-
description presents a profound 
opportunity for designers to create digital  
experiences from this automated stream. 
The methods involved suggest automatic 
data capture can be reverse engineered to 
be of direct benefit  to people and society.  
 
Techniques from healthcare and bank 
records have shown how visual 
narrativisation can lead to greater 
understanding and insight [23].  
Visualisation in the f ield of genome data 
holds promise for how to carry out pattern 
recognition in multi  dimensional data sets 
[24].  The generation of quantum data in 
particle physics also holds some lessons for 
how to abstract a dataset for subsequent 
interpretation. Our own recent research 
[25] uses examples of genealogical  
diagrams to develop an interactive system 
whose interactions unfold over generations. 
We have also applied lessons learned from 
the technical  analysis of f inancial  data to 
the structuring of interactions over t ime. 
We have focused some research attention 
onto the f ields of sonif ication (whereby data 
entit ies are assigned sounds) and 
spatial isation, which involves the design of 
physical  data experiences in constructed 
environments [26].  
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Some of the key opportunit ies arising from 
the CX project include the development of 
new models and opportunit ies for practice-
led research and research-based practice,  
plus new models for augmented 
experiences and post-screen, multiplatform 
delivery -  a reshaped notion of broadcast 
media and spontaneous, shared, cultural  
events.  Recent developments in the f ield of 
technology enhanced learning [27] and 
computer supported collaborative learning 
[28] emphasise the opportunit ies offered by 
technology for changing learning practices. 

 
Digital  technologies,  as Rushkoff  [29] 
asserts,  have an inherent bias towards 
collaborative intent.  Digital  content is  
copied and distributed with unprecedented 
ease, (albeit  often shedding its authorship 
detai ls  and supporting context along the 
way) and as new channels for sharing and 
edit ing become possible,  mobile,  dynamic, 
and cheap new models of learning wil l  
emerge. Future learning is already moving 
towards a free, globally distributed model 
as shown by The Khan Academy [30],  the 
One Laptop Per Child Foundation [31] and 
MIT’s MOOC. [32] These institutions aim to 
provide digital  learning experiences at no 
cost,  to anyone with the technical  and 
cognit ive tools to receive them. 
 
Technology is  now commonplace in the 
classrooms of the developed world and is  
already enabling new ways of learning; ones 
which place group collaboration over 
individual testing, and non-l inear dynamic 
relationships between teacher and pupil .  
Mult i  modal learning and research 
strategies are also faci l itated by 
technology. Some theorists propose that we 
are moving towards a post-logocentric [33] 
culture,  one where imagery (both moving 
and sti l l) ,  sound, and performance combine 
and are incorporated into learning 
experiences and research outcomes. The 
DPS is well  placed to take advantage of 

these developments by, for example, 
providing a university course or a school 
curriculum centred around curated journeys 
through the DPS, incorporating multiple 
media types and response monitoring. 
 
On a wider social  level,  a  number of issues 
are raised which wil l  form a key part of  the 
CX focus. Three areas wil l  be of main 
interest.  Firstly,  identity,  with questions 
such as ownership,  protection and privacy 
in the context of an ever changing domain 
of digital  artefacts,  online environments, 
interaction models and social  constraints.  
Research in this area includes an 
investigation into online pseudonymity,  the 
creative exploitation of publicly held data,  
and into patterns of working l i fe.  Secondly,  
social  applications mean exploring issues 
such as social  inclusion, remote learning, 
age-aware support,  and welfare help.  Work 
in this f ield takes in cit izen science, self-
measurement and the development of a 
theoretical  locus for social  interaction 
design [34].  
 
In terms of the third key pi l lar,  that of  
governance, we can study the new potential  
for community cohesion within and beyond 
geographic definit ion in the context of 
democracy and learning. New national 
governing models,  localised information 
centres – online vi l lages – and self-
governing communities have shown the 
way. Recent projects focus on the 
narrativisation of digital  archive databases, 
revealing hidden changes in online news 
articles [35],  and the theorization of robotic 
displays as shared distributed, decohered 
data experiences [36].  The sequence of 
exploratory laboratories carried out by the 
participating institutions of the CX Hub 
continue to produce research outcomes in 
this area. 
 
The CX project and the general  f ield of 
digital  public space is  a new area currently 
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open for definit ion. There are many 
possibi l it ies for research, for post-
discipl inary collaboration, for commercial  
application, and for people-centred answers 
to the question of what kind of digital  public 
commons we wish to inhabit.  Our work in 
this area is  based on a belief  in the benefits 
of  cultural  production to society.  There are 
new f ields converging on computing 
including interaction design, programmable 
interfaces, computational poetics,  and 
experience design. There is  also much to 
learn from diverse f ields of enquiry,  both 

professional and amateur.  Looking 
backwards to previous ways of 
understanding commonly held assets,  and 
forwards to the next hundred years of 
digital  public l i fe  is  also instructive.  
Creativity has a crucial  role to play,  it  
continues to communicate its value, to cast 
a crit ical  eye on society,  and to dream new 
ways of thinking and being.  
 
 
 

 
 
 
 
 
 
  



 11 

REFERENCES 
 
1 .   http://microformats.org/wiki/hnews accessed 14/09/2013. 
 
2.   Curedale,  R.  A.,  Design Thinking: process and methods manual,  Design Community 

College Inc. 2013. 
 
3.  http://tangible.media.mit.edu/project/sublimate/ accessed 14/09/2013. 
 
4.   http://berglondon.com/projects/touch/ accessed 14/09/2013. 
 
5.  Davenport,  G.,  Ishi i ,  H.,  Mazalek, A.,  2002. Tangible viewpoints:  a physical  approach to 

multimedia stories.  Proc. 10th ACM international conference on Multimedia (MULTIMEDIA 
'02).  ACM, New York, NY, USA, 153-160. 

 
6.  Brondmo, H-P, Davenport,  G.,  Creating and Viewing the Elastic Charles – A Hypermedia 

Journal,  Hypertext:  State of the ART, MIT Press 1990. 
 
7.  SP-ARK http://www.sp-ark.org/sectionPage.php accessed 18/12/12. 
 
8.  http://phototrai ls.net/ accessed 14/09/2013. 
 
9.  Kuznar,  L.  A.,  High-Fidelity Computational Social  Science in Anthropology Prospects for 

Developing a Comparative Framework, Social  Science Computer Review, Spring 2006 vol.  
24 no. 1  15-29. 

 
10. Rödelsperger,  C.,  Sommer, R.  J.,  Computational archaeology of the Pristionchus pacif icus 

genome reveals evidence of horizontal  gene transfers from insects.  BMC Evolutionary 
Biology 2011,  11:239. 

 
11.  Fararo, T.  J.,  Hummon, N. P.,  The Emergence of Computational Sociology, The Journal of  

Mathematical  Sociology, Vol.  20, Issue 2-3, 1995. 
 
12.  Tesfatsion, L.,  Agent based computational economics: a brief  guide to the l iterature, 

Reader’s Guide to the Social  Sciences, Volume 1,  Fitzroy-Dearborn, 2001. 
 
13.   Lee, J.,  A Computational Model of  Text Reuse in Ancient Literary Texts,  Proceedings of 

the 45th Annual Meeting of the Association of Computational Linguistics,  pages 472–479, 
2007. 

 
14.  Pustejovsky, J.,  The Generative Lexicon, Computational Linguistics,  Vol.  17,  Issue 4,  409-

441,1991.  
 



 12 

15.  Oishi,  M. M. K.;  Mitchell ,  I .  M.;  Van der Loos, H. F.  M. (Eds.),  Design and use of assistive 
technology, Social,  Technical,  Ethical,  and Economic Challenges, Springer,  2010, XX, 
120p. 8 i l lus. 

 
16.  Cassim, J.,  Coleman, R.,  Clarkson, J.,  Dong, H.,  Design for Inclusivity:  A Practical  Guide to 

Accessible,  Innovative and User-centred Design, Gower publishing Ltd, 2007. 
 
17.   Papert,  S.,  Turkle,  S.,  Epistemological  Plural ism and the Revaluation of the Concrete,  

Journal of  Mathematical  Behavior,  Vol.  11,  No.1,  in March, 1992, pp. 3-33. 
 
18.   Dourish, P.  Where the Action Is,  The Foundations of Embodied Interaction. MIT Press 

2004. 
 
19.   Suchman, L.,  and Wynn, E.,  Procedures and Problems in the Office,  Information 

Technology & People,  Vol.  2,  Issue 2,  1984. 
 
20. Martin,  R.  C.,  Agile Software Development:  Principles,  Patterns, and Practices, Prentice 

Hall  PTR, 2003. 
 
21.  Kreps, C.,  Curatorship as Social  Practice,  The Museum Journal,  Vol.  46, Issue 3,  Pages 

311 – 323, 2003. 
 
22. Bennett,  A.,  Eglash, R.,  O'Donnell ,  C.,  Jennings, S.,  Cintorino, M.,  Cultural ly Situated 

Design Tools:  Ethnocomputing from Field Site to Classroom, American Anthropologist,  
Vol.  108, Issue 2,  Pages 347-362, 2006. 

 
23. http://www.cs.umd.edu/hcil/l ifel ines2/ accessed 14/09/2013. 
 
24.  http://circos.ca/intro/genomic_data/ accessed 14/09/2013. 
 
25. Fass, J.,  Design for Slow Technology, Intent and Interaction, Proc. DIS2012, 2012. 
 
26.  http://decomputation.rca.ac.uk/ accessed 14/09/2013. 
 
27. Bottino, R. M.,  Ott,  M.,  Pozzi,  F.,  A multi-perspective approach to the evaluation of a 

multi-user system in the f ield of TEL, International Journal of  Technology Enhanced 
Learning, Vol.  2,  Issue 3,  2010, Pages 201-214. 

 
28. Pea, R.,  Roschelle,  J. ,  A walk on the WILD side: how wireless handhelds may change 

CSCL, Proc. CSCL 2002. Pages 51-60. 
 
29. Rushkoff,  D.,  Program or be Programmed: Ten Commands for a Digital  Age, OR Books, 

2009. 
 
 



 13 

30. https://www.khanacademy.org/ accessed 24/05/2013 
 
31.  http://one.laptop.org/ accessed 24/05/2013 
 
32. http://ocw.mit.edu/index.htm accessed 24/05/2013 
 
33. Kress, G.,  Multimodality:  A Social  Semiotic Approach to Contemporary Communication, 

Routledge, 2009. 
 
34. Fass, J.,  Stories,  Stuff  and Self:  Designing Digital  Social  Life,  Proc. CHI2013, 2013. 
 
35.  Fass, J.,  Main,  A.,  Revealing the News, Proc. NordiCHI .  ACM, 2012. 
 
36.  Fass, J.,  Walker,  K.,  Robotic displays based on decomputation, CHI 2013. 


