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Problem

Research

Approach

In the absence of makers’ marks, packaging or additional
information, we are left only with the intrinsic properties
of size, colour, material and process.

Most crowd-sourcing projects in Cultural Heritage focus on
Classification and Correction & Transcription.
We focus on the Contextualisation of collection items.

A website and social media channels to engage players,
promote discussion and coordinate activities.
Facebook group
10mostinvolved

Classification

Co-curation
Oomen &
Aroyo (2011)
Complementing
Collection

Designer:
Unknown
Manufacturer: Unknown

Country:
Date:

Unknown
Unknown

Google+
Ten Most Wanted
Correction &
Transcription

Twitter
@TenMost

Players are asked to agree to our Terms & Conditions on sign-up.
These are summarised
in three simple bullet
points linked to a long
version of the T&Cs.

Contextualisation

Most projects develop casual, single-user games for a nondescript crowd. We develop an exploratory, multi-user game
for sustained engagement by a community.
Game-based crowd-sourcing: types of participation

Collections can contain many thousands,
or even tens of thousands of artefacts.

Exploratory games

Casual games
Ridge (2011)

So where to begin?

Multi-user

Single-user
Ridge (2011)

Community

Crowd
Haythornthwaite (2009)

The problem is not particular to the Museum of Design
in Plastics (MoDiP) but is shared by many different kinds
of collections.

Research Questions:
RQ1 - How to design, promote and facilitate complex
crowd-sourcing games for collections?
RQ2 - How to integrate user-generated content with
professionally curated collection data?

Who?
Contact

Where?

Designed by?

Made by?

Susan Lambert, Museum of Design in Plastics
slambert@aub.ac.uk

RQ3 - How to deal with IPR issues in a transparent,
non-limiting and user-friendly way?

Marcus Winter, University of Brighton
marcus.winter@brighton.ac.uk

Social network posts are filtered into the individual object
pages. Key discoveries in the investigation are recorded in
the case notes, so that:
1. Visitors can see progress
without reading the entire
narrative.
2.Contributions are put
into a museum context.
3. Key discoveries are
transferred from social
network to own domain.
4. Evidence trail meets
professional standards.
5.Contributors can be
credited by name.

The case notes provide a
permanent evidence trail
once the curator is satisfied
and closes the case.
Phil Blume, Adaptive Technologies
phil.blume@adaptivetechnologies.com

