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EXECUTINBEJMMARY

This report analyses the results gathered in a survey addressbd tdKin the context othe Digital Cultural
Designer project. The survey aimedexaluating the level of digitadulture in the UK A digitalculture isa
conceptthat describehow technologyandthe internet are shaping the way that we interact as humans. It's
the way that we behave, thinnd communicate within society. Theurvey managed to examine the
experiences of locgeople, determine what resources and tools would help them more effectively empower
young people get involved with digital culture. The surveys also explored the diffusiigitai cultural
fruition expeaiences and the level of awareness and required skills on Digjdalire, improving the focus of
the handbook and the usearentred values of the outlinedtrategies and method€urospeakmanaged to
carry out a context survey, witthesk research and inteilews with the project target groups. For the survey
activity, we collecteddata and information through questionnairesand interviews. Five different typesof
guestionnaires have been shared in order to cover a larger crowd and guaranteevaittaionof results

in abigger extentThestructure ofthe surveywent asfollows:

1) Surveyfor cultural institutions staff, LODexpertsand Institution Staff
2) Surveyfor digital cultural providersandIT professionals

3) Surveyfor ICT&LODexperts

4) Surveyfor Museums ArchivesLibrariesDirectors

5) Surveyfor Youngsters

In total 102 people were askedto fill in the questionnaire.More specificallywe receivedL4 responses to
the questionnaire of youngsters, 10 from the Cultural Institution Si&ffrom the digital cultural providers

andIT professionalsl1from the ICT & LOD expergnd 5 from Museums, Archives and Libraries Directors
Theresultsof the field research procesare presentedin detail in this nationalreport.
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INTRODUCTION

The Digital Cultural Designer (DCD) Project consists of extending and developing theskiititand
competences of young people especiallyhia field of culture aiming to improveultural education through
innovative online tools and methods. The project aims aldattoduce young adults to the concept of open
data allowing them to learn and experimenith opendata, correspondingo their own needs.By making

the opendatatopic understandable for youth, young people can easily experiment through interactive video
series, animated clips, expert interviews and then more and more young people mighttigstthe open
data bridge. Thegan point out problems, select data based on their neaadd give creative input on how
G2 GNIyaFT2NyY Fff GKAA& AY ibgen dad becohdkdfuly Gpenitd ydufighpedplé, Q &
as this will lead towards more and bettase of it Addressig young adults in a visual, interactive and ©ion
linear manner, is a good way nmdeopen data easy approachable. So, it is a must to transform digital natives
into opendataliterates.
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1. YOUNGPEOPLENVOLVEDN RESEARGBN DIGITALCULTUHF
DEVELOPHN THE UK

Keyfindingsof Chapterl:
U 78,6% of theresponderswere aged from 25 to 29 and 21,4% were aged from2%
The majority of them were female (78,6%) and the rest male (21,4%).

U Half of them (50%) were to somextend familiar with the concept of Linked Ope
Data, 7,1% were indeed familiar and 42,9% were not at all familiar with it.

U 11 out ofthe 14 responses agree with the statement that digital resources in gent
are changing the way we interact with each ath

U The largest percentage of the participants (71,4%) have found video devices us
Guidance devices follow with a percentage of 57,1%.

Characteristics

1. Age

The majority of the participants, namely 78, 6 % who took part in the research2Be28 years old
while the rest 21,4 % were youngsters ranging fronrR59ears old.

1. Please state your age
14 anavtnoelg

@® 15-18 years old
@ 19 - 25 years old
@ 25 -29 years old

Imagel: Ageof participants
Page5 of 30
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2.Gender

The questionnaire was answered mostly by won(e®,6%) and only the 21,4% of the participants were
men.

2. Please state your sex

14 anavinosLe

® Male
@ Female

Image2: Gender ofparticipants

Awarenes®n DigitalCulture

3. How often have you accessedor used the following digital resourcesprovided by museums,
libraries andarchives?

The participants in most cases stated that they sometimes or often look for acoadsandevices
and in guidance devicebat are provided freely by libraries or museums. They rarely make use of
projectiondevices.

3. How often have you accessed or used the following digital resources provided by museumes, libraries and archives?
8
B never MM rarely 00 sometimes M often M very often

]
4
2
0

Wiki networks Internal databases Newsletters Guidance devices (e.g. Video devices (e.g. Immersive devices (e.g. Projection devices (e.g.
audioguide) documentary videos) virtual reality) 360° shows)

Image3: Accesgo digital resources
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4. Whichof them have youdound useful?

As it can be seen from the chart, the largest percentage goes to video devices (71,4%) and guidance devices
(57,1%). Immersive devices follow with a percentage of 50%. Respondents found internal databases less
uselul with a percentage of 21,4%.

4. Which of them have you found useful?
14 anavtnosig

Wiki networks 5 (35,7%)

Internal databases 3 (21,4%)

Newsletters 4 (28,6%)

Guidance devices
Video devices 10 (71,4%)
Immersive devices

Projection devices

Image4: Usefulness

5. Howmuchdo you agreewith the following statementsin relationsto digital resourcesyou used
providedby museums, librarieandarchives?

The young participants in the questionnaire rated all the statements below with the same highest
number (5) stating that theynostly ortotally agree with all the following:

f aLdG g1 SFaASNI F2NJ YS G2 €SIFINY az2vydngiAy3a yS
0221 2y GKS &alYS G(G2LRAO®¢

f aL GKAYy]1l GKSaS RAIAGEE NBaz2daNDODSa Oy 0SS @SN
AYVF2NYSR [62dzi I OSNIFAY G2LAODE

f aL Oly | 00Saa GUKSY FTNRY K2YS gAGK Y& (L2

 aL OFy I OCSEkS NRIFAGYFa (FANRAYi A2y & FONBFR o6fA1S 2i

T a5 dl l-ylfe AYF2NXYIEGAZ2Y FNB Sttt LINBaASYyGaSR |
LINE A RS ®¢

2KIFG é61a&a AGNRIAY3T 61 & GKFEG NBEALRYRSY(aedva2kitaif @8 RA :
Ydza Sdzyak I NOKA@Sakf AN NASa GKNRdAdzZAK GKSANI aSF NODK S
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5, How rmuch do you agree with the following staterments in relations to digital resources you used provided by museumns, libraries and archives?

B 1 -totally disagree MM 2 - mostly disagree B0 2 - neutral MM 4 - mostly agree M 5 - totally agree

&
4

2

o
o 2 0 s e o8 Qv o gl
of o o o e e e
N \,\ﬁs & o «@«‘ a s K e

Image5: Levelof Agreement

Practicalnd TheoreticaExperience witlDigitalCulture

6. Whatdo youthink shouldimprovein the digitalresourcegrovided bytheseinstitutions?

In this question the majority of the respondents (64,3%) replied thlaat should be improved is
G5AIAGEFEATAY3 S@GSy Y2NB (GKS RFEGFZT AYyF2NNIGAZ2Y |
that 3 answers received the same percentagerfrrespondents, namely 57,1%. These 3 answers are
the one below:

T a¢KS RFEGF YR AYTF2N¥IGAZ2Y (KSeé KIFI@S akKz2dzZ R 0
T a5 Gl FTNRY (KSasS AyadAiddzZiaAzya akKz2dtf R 6S | 00S
T a5 +Fa Sttt | a (KS FAGIIASNIoOHCES aA yLINR2ONIR S R yaTKd2l c

6. What do you think should improve in the digital resources provided by these institutions?

14 anavtnoelg

The data and information they... 8 (57,1%)

Data between institutions shoul... 6 (42,9%)
Data from these institutions sh... 8 (57,1%)
These resources should be mo... 5 (35,7%)
Data as well as the interfaces p... 8 (57.1%)
Offering more possibilities to us...
Digitalizing even more the data... 9 (64,3%)

There is data which you need t...

Image6: What should beimprove in the digital resources
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7.Howmuchdo you agreewith the followingstatements?

When asked to rate the extent in which they agree or disagree with the following statements the replies
went as follows:

1 10 out of the 14 totally agree that digital resources in general are changing the way we interact
with each other.

1 8 out of the 14 totally agree thats a society, we are creating a new culture inside the digital
world.

1 Finally, 12 out of the 14 respondents mostly and totally agree that we cannot do without digital
resources. They are part of our society and culture.

7. How much do you agree with the following statements?

Bl 1 - totally disagree [l 2 - mostly disagree 3-neutral [ 4 - mostly agree [l 5 - totally agree
10
0 , , —— , , —
| think that, as a society, we | think digital resources in We are now a more We can not do without digital
are creating a new culture  general are changing the way  connected society with the resources. They are part of
inside the digital world we interact with each other help of technology our society and culture.

Image7: Levelof Agreement
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8. Areyoufamiliarwith the conceptof LinkedOpen Data?

To this question, half of the respondents (50%) said that they are to some extend familiar with the concept
of Linked Open Data and only 1 was familiar with it. On the contrary, 42,9% wef@mbar with it.

8. Are you familiar with the concept of Linked Open Data?

14 anavtnoelg

® VYes

@ To some extent

@ No

=

Image8: Familiaritywith LinkedOpenData

9. If youanswered'Yes"to Question8, canyou briefly describeyour experiencewith LOD?

To this question we did not receive any response.
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2. MUSEUMS, ARCHIVES AND LIBRARIES DIRECTORS/
REPRESENTATINNBSLVEIN RESEARCHIDIGITACULTURE

DEVELOPED IN THE UK

Awarenes®n DigitalCulture

1. Whichof the followingdigital resourcesdo you provide inyour museum/library/archive?
This first question that is directed to museums archives and libraries representatives and directors in
the UK examines which of the digital resources do the museurilsraries they work with provide. In
this list, as it is seen in the graph below, 4 digital resources with the same percentage, 80%, are in the
15t place. These are the following:
1 Newsletters
9 Guidance devices such as an audioguide
9 Video devices such @mcumentary films
1 Projection devices such as those showing 360 degrees.
The least provided resource has to do with Internal database.

1. Which of the following digital resources do you provide in your museum/library/archive?
5 anavtioelg

Wiki networks 2 (40%)
Internal database 1(20%)

Newsletters 4 (80%)
Guidance devices (e.g. audiog... 4 (80%)
Video devices (e.g. documenta. .. 4 (80%)

Immersive devices (e.g. virtual... 2 (40%)
Projection devices (e.g. 360° s... 4 (80%)

0 1 2 3 4

Image9: Useof DigitalResources
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Practicabnd TheoreticaExperiencavith DigitalCulture

2. Whendidyoufirst introduce DigitalCulturein your museum/library/culturalinstitution?

60%2 F G(GKS NBALRYRSNA adldSR GKIF G Al aDigidaEse ih N2 dzy R
their institution, while the res20% only abouayear agaand the last 20% soe over 10 years ago, others
in the last 2 years.

2. When did you first introduce most of these digital resources in your museum/library/cultural

institution?
5 anavtnoelg

@ About 10 years ago

@ About 5 years ago
About 2 years ago

@ About 1 year ago

@ Some over 10 years ago, others in the
last 2 years

Imagel0: Introduction of Digital Culturein the Institution

3. Whatchallengedlid youfacewhenyouintroducedthem?

Regarding the challenges they faced when they introduced them, these had to dthevitlack of
resources, with Educated and Experienced personnel and with IT equipment and infrastructure.

3. What challenges did you face when you introduced them?
5 anavtroelg

Lack of resources - 3(60%)
Educated/Experienced personnel - 3(60%)
Technical Issues |0 (0%)

IT equipment/infrastructure - 3(60%)

Skills gap |—0 (0%)

0 1 2 3

Imagell: Obstacles
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4. Howoften doyouthink your visitorsusetheseresources?

Visitors alwaywideo devices, such as documentary videos. They ofsenNewsletters and sometimes
Guidance devices, such as an audioguide. Wiki networks and internal database are not provided.

4. How often do you think your visitors use these resources?

[ O - Notprovided [l 1 - Never 2-Rarely M 3-Sometimes M 4-Often WM 5 - Always
Wiki networks Internal database Newslelters Guidance devices (e.g Video devices {e.g. Immersive devices (e.g. viual  Projection devices (e.g. 380°
audioguide) documentary videos) reality) shows)

Imagel2: Frequencyof visitors

5. Which age groupgendto use these resources thaost?

Both youth and adults tend to use tl&uidance devices. However, Adults use more the Newsletters. At the
same extend they use the Video devices.

5. Which age groups tend to use these resources the most?

I Resource not provided Il Youth Adults [l Both
4 |
Wiki networks Internal database Newsletters Guidance devices Video devices (e.g. Immersive devices Projection devices

(e.g. audioguide) documentary videos) (e.g. virtual reality) (e.g. 360° shows)

Imagel13: AgeGroup
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6. Howmuch doyou agreewith the following statements?

The majority of the respondents totally agree that visitors caigithlly access through them
information from other institutions even abroa@hey mostly agree that their visitors generally do not

need assistance and can use these resources easily and that these digital services have positively
impact on their museumibrary/archive. They also mostly agree with the statement that digital tools

are shaping a new form of culture in their society. On the other hand, they mostly disagree that the
great majority of data is digitalised.

&, How much o you agree with the following statements?

8
B 1 il diagres N 2 - rasily disagres 3oneursl B mostly sgree [ 5- Lol e

| |
e o & &8 P R et e

s e o o s
. I
o o & . &

o

Imagel4:level of Agreement

7. Whichof thesedata andserviceare openly sharetdy youwith other institutions?

Digital Social Communication such as Social Media, Digital StorytellingBoukg/Repositories are openly
shared (60%) by them with other institutions. On the contrarygBM/ikis and Online Collection Portals are
least shared.

7. Which of these data and service are openly shared by you with other institutions?

5 anavthosig

Digital Libraries 2 (40%)
e-Books/ Repositories 3 (60%)
Blogs/ Wikis 1 (20%)
Virtual Exhibitions—0 (0%)
Online Collections Portals 1 (20%)
Digital Storytelling 3 (60%)

Augmented and Virtual Reality [0 (0%)

Digital Social Communication (i... 3 (60%)

0 1 2 3

Imagel5: Dataand serviceare openly shared
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8. Whatarethe digitalresourcesor servicegouare planningto providein yourinstitution?

The digital resources or services that atanned to be used in the upcoming period are Audio and
Video Streaming and Augmented and Virtual Reality, both at 80%. What they least plan to provide is

Audios at 20%.

Imagel6: Digitalresources& service
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