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1. Executive Summary 
 

In recent years, Cultural Heritage is one of those fields where the use of ICTs has 

been growing fast and attract further interest and investments from both private and 
public sectors. This is also due to the explosion in digital arts and humanities research 

driven by both public interest in heritage and the opportunity to enhance intellectual 
enquiry for Arts and Humanities researchers. Moreover, it is not trivial to mention that 

suggesting new ways to access Cultural Heritage and experiences plays an important 

economical role in nowadays economies. 
In fact, societal interest is very much linked to heritage themes in entertainment, 

including tourism and computer games, to political interest in cultural patrimony and it 
affects on our sense of identity and citizenship. Like education and health, heritage is 

personal, though influenced by the collective through commonalities in personal 
experiences. 

In this context, the eCultValue consortium, specifically TEMF supported by EMF, 
took the lead in organising and delivering the first eCultValue Dialogue Day, which 

focused on "Reflecting the Past, projecting the Future: 3D, Storytelling and Social 

Media for Cultural Heritage”.  
 

The workshop was organized within the “Best in Heritage” event, to draw on the 
synergies of a large and established community of museums that gathers annually in 

Dubrovnik for this event.  
 

The workshop was structured to have a first part in the morning that provided 
"knowledge", followed by keynote speeches given by potential multipliers and decision-

makers in CH sector and then a set of presentations on ICT solutions and/or best practice 

cases.  
 

A walking lunch, that also served for networking purpose led towards the interactive 
afternoon session, organised according to the "WorldCafé" method (see, as an example, 

http://www.theworldcafe.com/method.html). It is a proven method to engage 
participants in small groups to discuss pre-defined topics at "coffee tables". The groups 

move in such a way that all participants can discuss all topics. Pre-selected reporters 
summed up the discussions in a final plenary.  

This report constitutes the output of the workshop, and intends to contribute to 

fostering the understanding of new technologies available and provided by technology 
providers and EU-funded projects.  

 
All presentations and documents are available at: 

http://www.ecultobservatory.eu/content/ecult-dialogue-day

http://www.ecultobservatory.eu/content/ecult-dialogue-day
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2. Scope and overview of the eCultValue Dialogue Days 

2.1 Objectives of the Dialogue Days described in the DoW 
 
eCultValue is a Support Action that aims at encouraging  the use of new technologies 
which can revolutionise new ways to access cultural heritage and experiences offered by 

cultural resources in both, real and virtual environments or a mix of them ("augmented 
reality"). 

 
To achieve the aforementioned results, the eCultValue consortium has already and will 

continue putting in place a series of on-line and off-line initiatives that will facilitate the 
promotion of the identified new technologies to stakeholders and foster the dialogue 

between technology providers and end users such as museums.  

 
To support the dialogue between the various Cultural Heritage actors and to promote 

new solutions to a broader audience, well organised and delivered networking events are 
fundamental. 

 
In this light, WP4 is devoted to dissemination and outreach overall with a strong focus in 

planning, organising  and delivery a series of workshops (called eCult Dialogue Days). 

 

DoW description: One of the main goals of the eCult Dialogue Days is to bring together 

stakeholders (including the representatives of the eCultValue Experts Group) and key 

representatives of the most active national and international projects and initiatives in the 

field of cultural heritage. These events aim at giving them the opportunity to present results 

and best practices and to exchange opinions, ideas and experiences. The eCult Dialogue 

Days will be organised as a one‐day event and most likely will run in parallel with the annual 

"European Museum of the year Award Ceremony” and/or any other major related event. 

 

Task 4.3 eCult Dialogue Days: organisation and delivery (Task Leader TEMF) 

The eCult Dialogue Days will be organised as one-day workshops possibly coinciding with 

other major related event (for travel cost efficiency) and ensure that participants are not 

constrained to be out of office for an inconveniently long period of time (often expressed as a 

reason for non attendance). 

To facilitate efficient interaction, these workshops will gather together about 40/50selected 

participants per eCult Dialogue Day. They will focus around predefined topics and the 

speakers and audience will be invited accordingly. This will assure that all participants 

benefit most from the event. (TEMF; all partners) 
 

2.2 eCult Dialogue Day - Report 

The first eCult Dialogue Day (http://www.ecultobservatory.eu/content/ecult-dialogue-

day) was held in Dubrovnik, Croatia, on September 19, within the BEST In HERITAGE 
event (http://www.thebestinheritage.com/), whereby participation was free of charge but 

subject to on-line registration.  

http://www.ecultobservatory.eu/content/ecult-dialogue-day
http://www.ecultobservatory.eu/content/ecult-dialogue-day
http://www.thebestinheritage.com/


 

eCultValue– Valorisation of EU project results in the area of access to 
cultural content 

Project N. 601114 

D4.2Workshop Evaluation Report Date 06/12/2013 

 

eCultValue Consortium Dissemination: Public 5/23 

 

The workshop agenda (see Annex 1)comprised a mixture of presentations and 

discussions addressing several aspects around new technologies available to access 
Cultural Heritage. Policy and decision makers with a strong tie with cultural heritage 

provided keynote speeches.  
As mentioned above, the Dialogue Day was organised within the major Best In Heritage 

event. Along with the promotion and dissemination done by the consortium, this co-

location  ensured the participation of 49 delegatesfrom 11different EUcountries.  

Cristina Vannini, ICOM Italy representative and European Museum Forum collaborator, 

moderated the morning session. Welcome addresses were given by Vesna Delić Gozze, 
Director of the Dubrovnik Art Gallery, Tomislav Šola, Director of Best in Heritage,  

Margaretha Mazura, Secretary General of the Forum of e-Excellence, for the eCultValue 

Project and Goranka Horjan, Chair of the Board of Trustees European Museum Forum 
and also partner in eCult Value.  

The morning continued with keynote speeches by cultural and political players:  
Vesna Marjanović, Council of Europe representative; Hanna Pennock, Director 

General, ICOM; John Sell, Vice-President of Europa Nostra; Andreja Rihter, Forum of 
Slavic Cultures, Slovenia; and Wim de Vos, Advisor to Belgian Federal Minister in charge 

of Federal Scientific Institutions, Belgium. 
 

During the “museum elevator pitches”, museums told their experience with new 

technologies:  
- Penafiel Museum, Portugal 

- Museum of Liverpool, UK 
- Region of Digital Museums, Croatia 

- Rautenstrauch-Joest-Museum - Cultures of the World, Köln, Germany 
- Krapina Neanderthal Museum, Croatia 

- TOPIC Museum, Spain 
-Museums of Dubrovnik, Croatia  

- Museum Documentation Centre, Zagreb, Croatia 

- Museums fürVolkskunde, Spittal/Drau, Austria 
 

The programme continued with the technology presentations of available tools to 
enhance access to and experience of cultural heritage. Three EU projects presented their 

technological developments (CHESS, PATHS and the newly started i-Treasures). 
Furthermore, the Visual Computing Lab of ISTI-CBR Italy was identified through the 

DIGIBIC project. For more details on the presented technologies see below, chapter 4.  
 

In the afternoon Round Table “WorldCafé” discussions, chaired and moderated by 

the eCultValue partners, tackled three topics previously identified (partially through the 
discussion in the first Expert Group Meeting).  

- 3D Apps for mobile art consumption?  

- How can Social Media attract – real – visitors?  

- Storytelling: a means to reflect the past and project the future?  

The principle of “World Café” is that the discussants rotate so that in the end, all give 

their voice to the topics. Each round lasted 30 minutes, with a plenary at the end where 
the table rapporteurs  summarised the results. These Round tables brought together 

participants from technology (technology providers but also technology users for art), 

museums directors and curators, cultural intermediaries like ICOM etc. to exchange their 
ideas, discuss about challenges and propose future steps related to ICT and Cultural 

Heritage. For more details on the Round Table discussions, see below chapter 5.  

http://www.thebestinheritage.com/
http://www.chessexperience.eu/
http://www.paths-project.eu/
http://www.i-treasures.eu/
http://www.digibic.eu/
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The distribution of the overall Dialogue Day participants as per their geographical 

provenience is illustrated in the following pie chart: 

 

 
 

Figure 1. Geographical distribution of the workshop participants. 

Participants came from 12 EU countries plus Ukraine, as well as one person from 

Egypt and one from Indonesia.  

 

3. eCult Dialogue Day Dissemination 
The eCult consortium started the organisation procedure at the very early stage of the 
project. This provided partners with time to promote and disseminate the event. 

 
Project partners mainly addressed the following target groups as potentially interested in 

joining the workshop: 
 

EU co-funded related projects, including those focusing to Cultural Preservation, Policy 

makers, mediators and museologists, artists, press & media etc. TEMF disseminated to 
its museum members, strongly supported by the Best in Heritage organisers. All official 

documents and presentations of Best in Heritage referred to the eCultDialogue Day. EMF 
disseminated to its members and networks active in creative and cultural sector.  

 
An overview of the stakeholders and their respective interests can be seen below in the 

table:  
 

Stakeholders Interests Involvement Benefits/Opportunities 

Partners in EU 

projects currently 
running as defined in 

an excel Database 
prepared by the 

To showcase 

concrete 
developments 

and results as 
well as to 

Having an 

overarching 
source of 

information for 
cross project 

Provision of a "one-stop 

shop" (the eCult 
observatory) for 

information across 
relevant Cultural Heritage 
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Stakeholders Interests Involvement Benefits/Opportunities 

Dissemination Manager 

(but not limited to); 

national initiatives and 
partners therein.  

identify future 

collaboration 

partnerships 
and initiatives at 

European 
(eventually 

global) level. 

communication. 

Opportunity for 

results, latest 
developments to 

be heard by a 
wide audience 

through active 
participation In 

eCult Dialogue 
Days; 

projects. 

eCultDD Result: Four EU cultural heritage projects participated in the DD. 

Technology 

providers and 
cultural content 

holders (these may 
overlap with the group 

above but will include 

new stakeholders 
identified during the 

project) 

To create an 

opportunity to 
contact other 

initiatives 
working in a 

common field of 

interest for 
knowledge 

sharing or 
creation of new 

ideas to 
establish new 

joint ventures/ 
collaborative 

business 

models; to have 
a centralized 

source of 
information and 

a wide-based 
dissemination 

channel for 
showcasing 

results or use 

cases. 

Active 

participation in 
the Dialogue 

Day 

Bringing together 

technology providers and 
cultural content holders 

to discuss in a proactive 
way the benefits of ICT 

for museums and other 

CH owners;  
Showcase developments, 

approaches, and 
initiatives related to new 

ways to access cultural 
heritage or to experience 

cultural content; 
Network and forge co-

operation through the 

mentioned outreach 
events. 

eCult DD results: Around 25 museum representatives and around 10 technology 

providers (including from projects). 

End users/artists Provide access 
to cutting-edge 

technologies to 

better access or 
diffuse works of 

art; get feed-
back from 

cultural 
professionals 

and the 
audience (in 

particular, 

"digital natives") 

Include them in 
social media 

news, the eCult 

community, in 
eCult Dialogue 

Days.  

The benefits of this user 
group is twofold: on the 

one hand, show to them 

what is available; on the 
other hand, get feed-

back what users and 
artists expect or need – 

which might create a 
"thinking out of the box" 

effect for otherwise 
traditional institutions 

like some museums or 

other content holders.  
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Stakeholders Interests Involvement Benefits/Opportunities 

eCultDD results: The DD programme included a presentation by a collaborator of 

eCultValue partner EMF that explained social media and its use through “digital natives” 

like herself. Furthermore, eCultValue partner KIBLA participated with three 
representatives, amongst them also artists that use ICT for avant-garde artistic works.  

Press and Media, in 

particular on-line 
media and social media 

such as 
DIGITALmeetsCULTURE 

Press and Media 

contacts are 
crucial for broad 

diffusion of 
project results 

and to engage 
stakeholders. 

Traditional On-
line media and 

social media will 

be used, in 
particular to 

reach end users  

Publishing 

articles; posting 
on websites, 

online 
communities and 

social networks; 
targeted 

messages 
distributed to 

relevant 

contacts 

Visibility at a global level. 

Branding as official media 
partners of eCultValue; 

including new sources 
into the “eMuseumEye” 

(through content curation 
via scoop.it) 

eCultDD: There appeared an article in DIGITALmeetsCULTURE to promote the event; 
furthermore, all on-line tools of eCultValue were used to promote the event, plus the 

newsletter and website of Best in Heritage.  

Decision makers To include them 
in the eCult 

community 
(many cultural 

heritage 
institutions are 

public 
institutions 

depending on 

public policies);  
provide a 

platform on 
European policy 

for Cultural 
heritage. 

Participation as 
attendees or 

speakers at 
Dialogue Days 

Opportunity to access the 
eCult community.  

Opportunity to influence 
future policies in the 

area. 

eCultDD results: The event enjoyed the participation of representatives of the City of 

Dubrovnik, the City of Zagreb, the Council of Europe, ICOM, Europa Nostra and the 
advisor to the Federal Belgian Minister in charge of Scientific Institutions (i.e. museums).  

Table 1: Identified Stakeholders for promoting the first Dialogue Day 

 
 

The dissemination activities were  furthermore supported by on-line tools and 
communities:   

- Entry on the Dialogue Day in Facebook (with currently 200+ followers) 

- More than 20 live tweets during the Dialogue Day (#eCultDD) with currently 151 
followers 

- Entries on the eCultObservatory LinkedIn group (currently 105 group members): 
http://www.linkedin.com/groups/eCult-Observatory-5049866?trk=myg_ugrp_ovr 

- News Blog entry that is automatically sent to social media such as the eMuseum 
Eye, Facebook, Twitter:  

- Announcement:  

https://www.facebook.com/ecultobservatory
http://www.linkedin.com/groups/eCult-Observatory-5049866?trk=myg_ugrp_ovr
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- http://www.ecultobservatory.eu/content/first-ecult-dialogue-day 

- Dedicated page on the eCultObservatory with all presentations: 
http://www.ecultobservatory.eu/content/ecult-dialogue-day 

 

4. Represented Projects and their Technologies 

4.1 CHESS Project - Digital Storytelling for personalised 
cultural experiences 

Manolis Tsangaris - University of Athens, through video conferencing, presented the EU 

funded projectCHESS - Cultural Heritage Experiences through Socio-personal interactions 
and Storytelling. CHESS provides adaptive, personalized, interactive storytelling for 

museum visits through the use of narrative-oriented mobile and mixed reality 
technologies. The presentation showed how this tightly integrated framework is applied 

and tested in different types of cultural heritage sites; most notably two world-renowned 
museums, the New Acropolis Museum, and the Cité de l'Espace in France.  

Based on examples from the Acropolis Museum’s Archaic Gallery it also briefly described 
the solutions developed to help cultural institutions making their collections more 

engaging and showcased how CHESS is building an intelligent environment where visitors 

are immersed in stories related to the exhibits.  
Manolis Tsangaris also described several of the challenges that had to be addressed, such 

as making not only cultural heritage sites more attractive but also providing new means 
to make cultural knowledge, interpretation, and analysis more effectively conveyed to 

the public. 
He also described CHESS’ approach to overcome them by focusing on enhancing user 

experience through personalized and (dynamically) adapted information about cultural 
artefacts to each individual or group of individual visitors. Furthermore, through the 

creation of a personalized application, CHESS made this user experience available on 

different physical platforms, for example on web browsers and mobile devices (smart 
phones and tablets). 

4.2 PATHS Project: Personalising Access to Cultural Heritage 
Spaces 

Kate Fernie provided a presentation about how content and users are setting an 
exciting agenda for innovation in digital libraries. In today’s society both individuals and 

organisations are confronted with growing quantities of content in increasingly 
sophisticated forms that needs to be made accessible and usable. This requires new 

services to enable people to create, explore and share content, and personalise their 
experiences of digital libraries.  

The primary goals of the PATHS project are to research and develop technologies suitable 

for implementation in digital library systems, and explore ways of supporting users’ 
discovery and exploration of digital libraries. PATHS aims to allow cultural heritage 

resources to be explored in more flexible ways than have previously been possible.  

 

http://www.ecultobservatory.eu/content/first-ecult-dialogue-day
http://www.ecultobservatory.eu/content/ecult-dialogue-day
http://www.chessexperience.eu/
http://www.paths-project.eu/
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4.3 LINKS2  - “From Documentation to Communication in 
Virtual Environment – Reuse and Enrichment of Digital 
Content” 

 
Goran Zlodi provided a presentation that showed a few software modules and web 

services that explain how structured data and rich multimedia museum documentation 

could be reused, transformed and enriched in different communication and presentation 

processes. This communication channels mean different interactive applications on 
various devices such as smart phones, tablets, and large digital signage formats that 

allow for a further outreach towards new communities and potential visitors. 

 

4.4 DIGIBIC project  - 3D Apps for new visual experiences 
Guido Ranzugliafrom Visual Computing Lab-ISTI-CNR, Italy introduced the 3D 

digitisation pipeline (from the acquisition to the final model) using MeshLab. MeshLab is 
an open source, portable and extensible system for processing and editing of 

unstructured 3D triangular meshes. The system is aimed at helping the processing of the 

typical not-so-small unstructured models arising in 3D scanning, providing a set of tools 
for editing, cleaning, healing, inspecting, rendering and converting this kind of meshes. 

4.5 eCultValue project - Social Networks and Internet usages 
by the Young Generations 

Sophie Tan-Ehrhardt from the eCultValue consortium,  a digital native provided a 

presentation about customs and practices of these new online tribes and 

communities.She gave an insight about the use of social media, in particular the “do’s 
and don’ts” in order to achieve the desired results.  

4.6 i-Treasures project Capturing the Intangible Cultural 
Heritage and Learning the Rare Know-How of Living Human 
Treasures” 

Nikos Grammalidis provided a speech about the new i-Treasures (Intangible Treasures 
- Capturing the Intangible Cultural Heritage and Learning the Rare Know-How of Living 

Human Treasures), which aims to develop an open and extendable platform to provide 
access to ICH resources, enable knowledge exchange between researchers and 

contribute to the transmission of rare know-how from Living Human Treasures to 
apprentices. To this end, the project will go beyond the mere digitization of cultural 

content. Its main contribution is the creation of new knowledge by proposing novel 

methodologies and new technological paradigms for the analysis and modelling of ICH 
based on multisensory technology in order to create information (“hidden intangible 

treasures”) that has never been analyzed or studied before.  

 

4.7 Language Technologies and the intelligent layer of cultural 
content 

Philippe Wacker provided a presentation aimed at raising awareness about the 

opportunities language technologies can bring to museums and cultural exhibitors. He 

http://www.i-treasures.eu/
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highlighted how language technologies can support the broader access (linguistically)to 

cultural content and hence, wider outreach to new user groups. Moreover, multilingual 
speech technologies can be deployed for inclusion of visually impaired people and 

enhance visitor experiences through multilingualism. LT-Innovate, the Forum of language 
technologies SMEs is the result of an EU ICT project.  

 

5. World Café – Round Table discussions and outcome 
In succession to the plenary of the morning, participants were split in three parallel 

Round Tables, in order to further elaborate on Cultural Heritage issues. The groups 

approached the topics from both, a technological point of view and a users point of view,  
Below a brief description of the main discussions held. Previous to the Dialogue Day, ppt 

templates were circulated to the RT chairs and rapporteurs with the following structure:  
- SWOT analysis of the discussed topic 

- Application scenarios 
- Best practice/worst practice cases 

- Recommendations/comments 

5.1 Round Table 1: - 3D Apps for mobile art consumption? 

 
Round Table 1 was chaired by ESOCE and reported by EMF. The strength of 3D and 
Virtual Reality lies in its virtually unlimited ways to present old (or no more accessible) 

heritage in new, attractive ways. It can provide a hands-on approach (e.g. to make 
painting alive) or display an experience to “revive” old customs (e.g. Neanderthal hunting 

path). 3D in itself is a good way to preserve (and present) artefacts. The weaknesses are 

mainly technical: maintenance and up-date; interoperability of tools and hardware; 
technical problems e.g. batteries loading for tablets provided.  

 
While the opportunities were recognised, critical voices emphasised that 3D/virtual 

reality might limit imagination of visitors and users. The overall opinion is: Technology 
should be always at the service of the museums, not technology for technology’s sake. 

On a more technical level, the choice of which tool for which scenario is often difficult. 
However, application scenarios are broad but added value not always easy: is a revived 

virtual reality scenario the right approach for a museum? On the other hand, 3D and 

virtual reality offers new paths for hear-impaired people, tourism, and attracting children 
through edutainment. Overall, participants wanted to get to know more about what 

technologies offers (e.g. on a “one-stop-shop” online) and to organise targeted 
technology- museums match-making encounters.  

 

 

5.2 Round Table 2: How can Social Media attract – real – 
visitors? 

Round Table 2 was chaired and reported by KIBLA. Most of the participants at Round 
Table 2 agreed that today’s on-line social media have strong impact on people, not 

necessarily only on young “born digital natives”. Of key importance is to have “a 2 way” 
communication exchange which means that the provider of information is able to get 

feedback from the targeted audience. Definition of “social” gives stakeholders 
(museums) opportunity that all staff members can participate in corporate or more non-

http://www.lt-innovate.eu/
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formal way to support institution. At this point, the participants of the Round Table 

expressed some doubts regarding the difficulty of monitoring the activities of their 
employees on social media. Some of the participants also mentioned that in many cases 

employees don't have the skills and expertise to deal with social media and/or that they 
don’t have a deep knowledge of the real communication advantages that these tools 

offer.    

 
Overall, participants showed awareness that social media are valuable marketing tool, 

representing new ways of communication to engage new audiences. Social media are 
also new channels to advertise their cultural heritage, especially for small museums (for 

example those located in the countryside), which don’t have the same visibility as those 
located in big cities. One issue that was raised by some participants was that potential 

negative comments and/or a not professional use of these tools cases can cause more 
damage than benefits. Accounts should be active and maintained “alive”: for example 

provide at least 1 post per day (Facebook, Twitter). As good practice they mentioned 

Twitter application “ASK THE CURATOR”, commercial applications (mobile apps.), 
different ways of attracting potential audiences (play, fun, competitions, etc.). Finally 

several participants expressed the opinion that young staff members should co-work with 
their “older” colleagues who should trust their young co-workers and be willing also to 

learn from the young generation. 

5.3 Round Table 3: Storytelling a means to reflect the past and 
project the future? 

 

Round table 3 was chaired and reported by ATHENA. The third Round Table started by 
giving some examples of museums using traditional storytelling performances to attract 

visitors’ attention. Although everyone agreed that storytelling is a strong mean of 
communication already widely used and as ancient as mankind, it took us some time to 

define what Digital Storytelling (DS) exactly is.  The strengths of DS, the ability to create 

multilevel stories, facilitating the multilayered aspect of CH objects, thus make complex 
info understandable and create meaning are strengths of DS. Also presenting relevant 

info in the right amount of time, in an entertaining way, telling different stories to 
different audiences (children, elder, experts) and attract visitors’ attention are some 

reasons to use DS. On the other hand, DS can be expensive, create sustainability 
problems and also brings some concerns to the stakeholders such as limited time and 

structure to tell a story, offering a too simplistic story, substituting human storytellers 
and curators and thus limiting human communication. Also in the case of unfolding 

stories through crowd-sourcing, unsupervised user-generated content can be a threat to 

museums (inaccurate or biased content). Some cases of DS usage mentioned were the 
Riverside museum, were they created places that will spark up conversation. They also 

asked for input from audience when setting it up.  
 

Good ideas brought to the table were the following:  
1) using DS to connect tangible with intangible heritage; 

2) implementing non-linear, adoptive storytelling which provides flexibility and has 
obvious advantage to traditional audio-guides (e.g., CHESS); 

 3) collaborative DS: many museums to create one story, combining the smallest stories 

or amount of information about their own objects (e.g. with the support of Europeana) 
and  
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4) exploiting DS to support interaction in the museum, during the visit, but also outside, 

before and after the visit.  
 

As a conclusion, all participants agreed that the quality of presentation is very important 
and simple things are usually the most attractive. What is the message and who is the 

audience for this message are the key questions for successful DS.  
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6. Concluding Summary 

The eCult Dialogue Day provided an incredible array of valuable content for the project 
and the future activities of eCultValue. Whereas the overall impression was highly 

positive, there is still some room for improvement (lessons learnt, see below).  

6.1 Outcomes 

The first eCult Dialogue Day brought together representatives from museums, art 
galleries, technology providers, universities. research institutions and intermediary 

associations and multipliers. The programme provided for a “voice” for all these CH 

stakeholders – which led to a very tight agenda.  

Overall, the opinion was that an event bringing together this very divers group is an 

achievement by itself. This was repeated at several instances by Tomislav Šola, founder 
and organiser of the Best in Heritage event.  

The afternoon WorldCafé type discussions showed that while there is a general 
knowledge about the usefulness of technologies, some barriers need to be overcome to 

make ICT mainstream for museums. Most often heard: the (lack of) resources for 
technical maintenance and human resources training – both on a continuous basis.  

6.2 Lesson learnt – Recommendations 

The first eCult Dialogue Day was attended by representatives of most of the project 

partners. While the feed-back of attendants was positive (see report above), project 
partners were more critical.  

Upon their return, the aforementioned partners filled out a questionnaire (see Annex 

4), prepared by the dissemination partner EMF. Its scope was to collect concrete and 
trustable thoughts, impressions and suggestions to understand any potential space for 

improvements in the organisation of the next event. The questionnaire was split into 
thress sections:  

- general logistical organisation 

- Dialogue Day procedure and content 

- Technical outcome  

 

6.2.1 General logistical organisation 

Main criticism was the organisation of the preparatory phase: While a draft 

programme was on-line at an early stage, speakers changes were done until one day 
before the event. This led to the fact that the moderator was not briefed about the 

speakers and presentations and therefore could not present them in a professional way. 
The final version of the programme could not be printed in time. 

Remedy action: Main DD organiser needs to close the programme 2 weeks before the 
event; speakers are requested to provide a short CV or a link to their profile. This 

timeline would facilitate the finalisation of the “participants pack” in time to provide it on-

line and have it printed.  

 



 

eCultValue– Valorisation of EU project results in the area of access to 
cultural content 

Project N. 601114 

D4.2Workshop Evaluation Report Date 06/12/2013 

 

eCultValue Consortium Dissemination: Public 15/23 

 

While most people said that the venue was easy to find, there was at least one person 

that complained that there was no address or map on-line.  

Remedy action: Include address and map on the web page dedicated to the event. 

 

Some partners complained that partners in leading roles were not sufficiently briefed 

on what to do while others found that it was well done.  

Remedy action: To avoid such a discrepancy of views, active project partners will 
meet at least 15 minutes before the event and get a briefing by the (co-)organiser(s).  

 

While the venue– the Art gallery - was considered beautiful, the room dedicated to the 

DD was not ideal for a workshop-type event. The technical infrastructure was not perfect 
and would have benefited from a technician available throughout the DD. For the 

WorldCafé type part, tables are necessary to write down the results of the groups.  

Remedy action: For the next ecult DD, the room must be adequate for the purpose, 

i.e. technical infrastructure including WIFI in place and ideally, a technician permanently 

present. If this is not possible, at least the installations must be easy to use (e.g. connect 
the beamer with all types of PCs etc.). Tables and (large) paper or PCs would enhance 

the professionality of the event for the Round tables.  

 

Some people complained about the high prices of flights, the overall rather 
complicated connections to reach Dubrovnik and the hotel prices there. Some suggested 

to invest rather some budget into the venue infrastructures rather than into subsistence 
costs.  

Remedy action: These valid arguments will be taken into consideration for the next 

DD. Given that the 3rd DD will be most probably again held in Dubrovnik – the Best- in 
Heritage organiser would like to make it a continuous part of the event –organisers will 

look out for solutions regarding travel arrangements.  

 

6.2.2 Dialogue Day procedure and content 

All partners agreed that, while the presentations were interesting, they were too long 

and of different quality (some very technical, some less so). The reason for it was to give 
a voice to all – not least to allow them to show their interests and convince them to 

participate. However, this “business”-style approach left too little time for discussion and 
interaction with the audience.  

Remedy action: Select presentations to better match each other (e.g. museums with a 
specific needs matched to technologies that might fulfil this need) and keep a better 

timing. Add at least 5-10 minutes discussion time after each presentation.  

Some presentations of technological tools were a bit  long and too technical, a more 

user-friendly style, comprehensible also for a non-technical audience would have been 

appreciated. Audience such museums and art galleries require more attractive 
presentations in order to be  encouraged to adopt such solutions in their museum. 

Ideally, practical use case scenarios would help understanding what technology offers. 

Remedy action: Provide a briefing one-pager for presenters that explains: audience 

purpose, goals to reach for all stakeholders. Hence, presenters can draft their slides 
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more appropriately to the needs of the audience. (While such a briefing was provided for 

the technology providers, apparently, not enough emphasis was put on it which led to 
the divers quality of presentations).  

 

6.2.3 General technical outcome 

Almost all partners were critical with the outcome regarding “clear visions and new 
challenges, strategies and opportunities have been identified” as well as 

innovative ideas and approaches to be gathered from the event. While this is important 
for the eCultValue project, it appears a bit over-critical to deny any identification of 

challenges and opportunities. When looking at the Round table results, some relatively 
clear tendencies can be distilled. However, given that the perception is not uniformly 

positive, there is need for improvement.  

 

Remedy action: Draft the programme in a more targeted way that would allow for “clear 

visions” and express them in resulting reports/slides. This would imply the involvement 
of all partners proactively as well as potentially the input from (some of) the expert 

group.  

 

6.3 Future Steps 

The first Dialogue Day successfully addressed some important topics of Cultural 

Heritage and voiced the needs and requirements from final users such as museums and 
art galleries. It was also the occasion to showcase some already available and used 

technologies. Hence the event provided some initial, yet concrete results and 
recommendations towards future actions. Most importantly, the discussions highlighted 

the imperativeness of supporting a new way to access cultural heritage and to 
allow for a more concrete “match-making” between cultural heritage owners 

and technology providers. These findings will be taken into consideration for the next 

events.  

The second Dialogue Day, will be most likely held in Tallinn, Estonia in May 2014 

within the Museum of the Year Award event. 

Finally, an overall discussion between the eCultValue consortium and the Best In 

Heritage organisers led to the possibility of organising the third Dialogue Day in 
Dubrovnik, again, in order to ensure sustainability of this series of networking events.  
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ANNEX 1 – AGENDA 
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ANNEX 2 –ANNOUNCEMENT 
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ANNEX 3 – Some visual impressions 

 

 
Plenary of the morning of the DD; right the eCultValue roll-up;  audience of the DD, Art Gallery 

 
Prof.  Tomislav Šola Presentation at the theatre 
 
For more pictures, visit: http://www.ecultobservatory.eu/node/87 
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ANNEX 4 – Feedback Questionnaire 
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