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Executive Summary

Thisreport presents the results of surveys administered by the Icelandic partner of the project
(NGO Cascade). The surveys were supposed to target different groups in order to assess, on
the one hand, the degree of awareness of digital culture and Linked Dat&nas well as the
degree of efficiency of digital tools and resources that young people might use in order to
learn or be more informed. On the other hand, the surveys also had the aim of investigating
what still needs to be done in order to promote dajiresources among youngsters.

We sent our questionnaires to young participants, cultural institutions (both to staff and
directors), digital cultural providers and experts in Linked Open Data. We created five different
guestionnaires as shown in the flling list:

1) Survey for youngsters (age:-29)

2) Survey for Museum / Archive / Library Directors

3) Survey for Cultural Institutions Staff

4) Survey for LOD Experts

5) Survey for Digital Cultural Providers and IT Professionals

The results from Iceland appear to be interesting although not so many participants have
answered their respective questionnaires. This refers, in particular, to questionnabes 2
which targeed cultural institutions and experts. This is quite telling, as it is probable that a)
institutions themselves are not aware of digital culture or Linked Open Data in Iceland despite
the fact that they might provide various types of digital tools and reses, and b) it is
necessary to introduce Icelandic institutions and their staff to digital culture and Linked Open
Data.

Executive Summary in Icelandic

Pessi skyrsla synir nidurstddur kannana sem islenski félaginn i verkefninu (Cascade NGO) hefur
lagt fyrir. Mismunandi markhépar attu ad svara kdnnununum til pess ad haegt sé ad meta
annars vegar medvitund um stafreena menningu og tengd opin gogn og eindigvieasu
ahrifarik stafreen tol og audlindir geta verid fyrir unglinga sem nota pau til pess ad leera eda
kynna sér eitthvad. Hins vegar stefndu kannanirnar lika ad pvi ad varpa ljési & pad hvad a eftir
ad vera gert til pess ad studla ad stafreenum audlinagnedal unglinga.

Vid sendum kannanirnar okkar til ungra patttakenda, menningarstofnana (til starfsmanna og
stjora), veitenda stafreenar menningar og sérfreedingar i tengdum opnum gdgnum. Vid
bjuggum til fimm mismunandi kannanir eins og synt er hér fyrir nedan
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1) Kénnun fyrir unglinga (aldur: £9)

2) Konnun fyrir stjora safna / bokasafna / skjalasafna

3) Kénnun fyrir starfsmenn i menningarstofnunum

4) Kénnun fyrir sérfreedinga i tengdum opnum gégnum

5) Kénnun fyrir veitendur stafreenar menningar ogs€ffreednga

Nidurstodur fra islandi virdast vera ahugaverdar po ad ekki svo margir patttakendur hafa
svarad sinni konnun. Petta a sérstaklega vid kannanirn&r 8m voru lagdar fyrir
menningarstofnunum og sérfreedingum. Petta segir okkur mikid, fyrst moguleg) ed
stofnanirnar sjalfar eru ekki alveg medvitadar um stafreena menningu eda tengd opin gégn a
islandi pratt fyrir pad ad paer veiti ymsar tegundir ad stafreenum télum og audlindum og b) pad
parf kynna islenskum stofnunum og starfsménnum peirra stafreenaningo og tengd opin

gogn.

1. Introduction

The Digital Cultural Designer (DCD) project aims at promoting cultural education and
developing the digital abilities of youngsters, so that they can make the best use of digital tools
in order to learn and gathreinformation. Another aim of this project is introducing young
adults to the concept of open data and in particular of Linked Open Data (henceforth LOD), in
such a way that they can interact with them based on their own needs and cross the open
data bridge. The ultimate aim of this project is making sure that youngsters do not remain
digital natives who are simply users of data, but rather data literates, who are able to interact
with digital information in a more efficient way.

In the next chapters, we argoing to take a look at the Icelandic data gathered by Cascade
NGO through the five questionnaires listed in the Executive Summary. Each questionnaire will
be observed separately. Finally, we will draw the final conclusions based on the data observed.

In order to analyze the results of the questionnaires, we will focus on each question that
participants have been asked.

2. Questionnaire for youngsters

2021
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KEY FINDINGS
Youngsters use most frequently video devices and sometimes also wikis and i
databsses. These are also the most useful tools, according to the partici
involved.

Youngsters believe data are still not quite open and connected across instity
but at least they are accessible from home or through their mobile devices

2.1. Characteristics

2.1.1. Age

17 youngsters in total have participated in the survey. Only one participant in the youngest
group took part. The other two age groups have the same amount of participants (namely 8
per group).

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

T

Figure 1: Age of participast

2.1.2. Sex
Only 15 participants answered this question. The majority of participants were girls (66,7%, 10
participants). Male participants were 33,3% (5 participants).
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® Male
® Female

Figure 2: Sex of participants

2.2. Awareness on Digital Culture

God | 24 gol ac&ysedoluges the following digital resources provided by museums,
f AN NASE YR I NOKA@SaKé

The answers to this question are shown here below. They suggest that old digital methods of
gathering information like newsletters are not popular amongrngsters. If we focus on more

innovative digital resources, we see that immersive devices appear to be the least widespread
in Iceland, whereas video devices are the ones that are used most often.

M never B rarely [ sometimes [l often [l very often
12

10

Ty

Wiki Internal Newsletters Guidance Video Immersive Projection
networks databases devices devices devices devices

(9]

iy

N

Figure 3: Access to digital resources

Gnod 2 KAOKOS F& 21k STY2 dyf R dzA S F dzf K¢
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The answers to these questions appear to have some similarities with the results in question
3. Video devices are the most useful device according to youngsters. This tells us that visual
interaction with digital resources might be m® efficient for the younger generation.
However, also wiki networks are considered useful, although young participants resort less
often to them. Finally, participants also tend to resort to internal databases in cultural
institutions, although their uses not so frequent (based on the results from question 3).

Wiki networks 11 (64.7%)
Internal databases 9 (52.9%)
Newsletters 5(29.4%)
Guidance devices 4 (23.5%)
Video devices 12 (70.6%)

Immersive devices 1(5.9%)

Projection devices 3(17.6%)

0.0 2.5 5.0 7.5 10.0 12.5

Figure 4: Usefulness of digital resources

Gp® 126 YdzOK R2 @&2dz FANBS 6A0GK (GKS F2ff24Ay3
dzZa SR LINPOJARSR o0& YdzzaSdzvras fAONINASA | yR | NOK
From the answers to this question, we can infer that youngsters often have easy access to

digital resources fronK 2 YS 2 NJ FNRY GKSAN)I 26y RSOAOSad t |

neutral on statements related to availability and accessibility of data as well as feedback,
which might tell us that youngsters think certain data could not be consulted.
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I totally disagree [} mostly disagree neutral [ mostly agree [} totally agree

| can access them from home with my laptop or from my f———
smartphone

It was easier for me to learn something new by using these
resources than by reading a book on the same topic

| did not need any help from library/museum/archive staff while ——=
accessing them

| can access data from other institutions abroad (like others |——
museums/archives/libraries)

The museums/archives/libraries | visit regularly provide plenty
of digital resources | can access

| can send feedback to museums/archives/libraries through —ono=
their search engines/databases

Data and information are well presented and organized in the
digital resources they provide

| find that these data and information are accessible without
restrictions ——=

| think these digital resources can be very helpful for other
people to learn and being more informed about a certain topic

Figure 5: Jugiments on usability, clarity and connectivity of digital resources

2.3. Practical and Theoretical Experience with Digital Culture
Gcd 2KIFG R2 @2dz 0KAY| aKz2dZ R AYLINRBYS Ay GKS

In this question, most partipants believe that data should be more open and more connected
between institutions and accessible (this somehow relates to the results in question 5). On the
other hand, they are probably satisfied with how feedback is given through digital tools at the
moment (or perhaps they do not attribute much importance to feedback).

hyS LI NOAOALI yi &ALISOAFAOLIEfE I RRSR | Odzadz2y
gS 3Si G2 1y2¢ | 0o2dzi GKSAN) SEAaAGSyOS¢s

museums/archivesfiraries should be advertised more so that people become more aware of
what tools are provided.

2021
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The data and information they... 13 (76.5%)

Data between institutions shoul... 12 (70.6%)
10 (58.8%)

9 (52.9%)

Data from these institutions sh...
These resources should be mo...
Data as well as the interfaces p... 8 (47.1%)

2 (11.8%)

Offering more possibilities to us...
Digitalizing even more the data... 10 (58.8%)
they need more ads/more creat... 1(5.9%)

0 5 10 15

Figure 6: Improvement of digital resources according to youngsters

GTd |1 26 YdzOK R2 @2dz ' ANBS gA0GK (GKS F2ff26Ay3

In this case, participants agrde the fact that digital culture is changing the way people
interact with each other. Digital resources are highly intertwined with society to the point that
we can not do without them. Less participants, however, think that society is more connected
through technology despite the existence of a digital culture.

I 1 - totally disagree [ 2 - mostly disagree W 3 - neutral [l 4 - mostly agree [l 5 - totally agree

10

| 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.

Figure 7: Judgments from youngsters on the impact of digital culture

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

The majority of participants (82,4%, 14 people) have no knowlefig®b, and only 3 people
NBaALR2YRSR a2 a42Y8 SEGSyiGéod ¢KAE GStfa dza (K
part what LOD are.
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@ Ves

@ To some extent
No

Figure 8: Knowledge of LOD

9. If you answered "Yes" to Question 8, can you briefly describe your experignc@©b/?

¢CKS o LINIAOALIYGA 6K2 |yagSNBR ljdzSaldAz2y y ¢
guestion. This might be due to the fact that a) it is difficult for them to explain their experience
with LOD, b) they only know the term conceptually buvéao actual experience of LOD.

3. Museum, archive and library directors

KEY FINDINGS
Very few have participated in the questionnaire, due to the fact thatucal
institutions in Iceland generally provide internal databases only but few more
services might be provided in certain museums
It is probable, also due to the lack of participation, that museums, archives ang
libraries in Iceland are not aware of da culture
The institutions involved are planning to implement audio, video and VR resoy
in the future

3.1. Participants

Despite the fact that the questionnaire has been sent by email to more than hundred
institutions among museums, archives aifatdries, and despite the fact that Cascade NGO
has also contacted by phone part of these institutions to ask them to participate in the surveys,
only two institutions have participated. The reason why this happened is attributed to the fact
that most of hese institutions use one single digital service, namely an internal database that
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connects all their data, namely Gegnir/Leitir.is, which every user can access. So, even if the
participants are only two, on the basis of the phone conversations NGO Cagithdarious

institutions, it seems that they generally provide internal databases as the only digital service
for visitors, which is also accessible online and from other devices.

3.2. Awareness on Digital Culture
GMd 2 KAOK 2F (KBdzNR%$3d 2RA y&E2 RADAAEGL RSBAY & 2 dzN.

The two institutions provide an internal database, whereas one of the two also provides video
devices for users.

Wiki networks |—0 (0%)
Internal database 2 (100%)
Newsletters{—0 (0%)
Guidance devices (e.g. audiog...[—0 (0%)
Video devices (e.g. documenta... —1 (50%)
Immersive devices (e.g. virtual...|—0 (0%)

Projection devices (e.g. 360° s...|—0 (0%)

0 1 2

Figure 9: Resources provided in museums/libraries/archives

3.3. Practical and Theoretical Experience with Digital Culture
GH® 2 KSyYANBAIR A&Y2UdNPTRdzOS S5AIAGEE / dzf GdzZNB Ay @& 2«

The institutions that answered adopted these digital tools about 10 years ago.

@ About 10 years ago

@ About 5 years ago
About 2 years ago

@ About 1 year ago

May 2021




Digital Cultural DesignerDCD¢ National Report Iceland 11

Figure 10: First adoption of digital tools

God 2KIFI(G OKIffSyaSa RAR &2dz FI OS 4KSy &2dz Ay

Technical issues appear to be common to the participants, but also experienced personal, IT
infrastructure and skills gaps have been a challenge for them.

Lack of resources [0 (0%)
Educated/Experienced personnel 1 (50%)
Technical Issues 2 (100%)
IT equipment/infrastructure 1 (50%)
Skills gap 1(50%)
0 1 2

Figure 11: Challenges in cultural ihgions

Gnod 12 2F0SYy R2 @&2dz GKAY]l @&2dzN) GAaAG2NAR dza S

As shown in Figure 9, the institutions that participated provide internal databases and video
devices only:

Internal databases: one institution reports that visitors sometimes reswminternal
databases, while the other one reports they often do it
Video devices: the institution providing video devices says visitors sometimes use them

Gp® 2KAOK |38 ANRdzLJA GSYyR (2 dzasS (GKS&aS NBaz2d
The institutions involved report that adts or both age groups consult internal databases,
while both age groups use video devices.

Gcd 1296 YdzOK R2 @2dz ' ANBS ¢gAGK (GKS F2ftt26Ay3

The institutions involved report:
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That their staff is fully prepared to support visitors while accessing digital resources,
but users can interact with them on their own (which indicates that such resources are
userfriendly)

That data can be accessed from devices like laptops or smargshand also from
abroad. This might be related to the fact that most institutions in Iceland use the same
internal database (Gegnir/Leitir.is) which is also accessible from abroad

That some data is not digitalized yet and accessible to the public

B totally disagree mostly disagree neutral mostly agree totally agree

Our new digital resources attracted more visitors
These digital services have positively impacted our museum/library/archive
Our staff is well prepared in helping visitors to use these digital resources
Our visitors generally do not need assistance and can use these resources easily
We offer visitors the chance to give their feedback on the resources and services they are using _
The public can access our services from their laptop or smartphone
Visitors can digitally access through us information from other institutions, even abroad
The great majority of our data is digitalized
All of the documents/data we keep are accessible to the public
Visitors are attracted to the digital services we provide
The digital resources we provide are accessible in many languages _

Digital tools are shaping a new form of culture in our society

Figurel2: Characteristics of these institutions

Grd® 2KAOK 2F GKSaS RIGl FTyR aSNBAOSA | NB 2LIS
As one could expect, considering the previous questions, only services related to digitalized
works (books, magazines etcregorovided by the participants, due to the fact that data is

accessible through Gegnir/Leitir.is. Moreover, one of the two institutions also reports that
they are active in social media as well.

2021
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Digital Libraries 2 (100%)
e-Books/ Repositories 2 (100%)
Blogs/ Wikis|—0 (0%)
Virtual Exhibitions|{—0 (0%)
Online Collections Portals 1(50%)
Digital Storytelling[—0 (0%)
Augmented and Virtual Reality| 0 (0%)

Digital Social Communication (i... 1 (50%)

0 1 2

Figure 13: Services shared with other institutions

Gy ®IF25 FNB GKS RAIAGIEE NB&aA2dzNDOSE 2N aSNBAOSa
In this case, the new services that will be provided in the future by the institutions involved

are audio and video streaming and also augmented and virtual reildgt importantly, they
are planning to create a website/portal accessible from visitors.

e-books 1 (50%)

Repositories/ Online Libraries 1 (50%)
Blogs/ Newsletters 0 (0%)

Social Media 1(50%)
Audios |0 (0%)

Audio and Video Streaming 1(50%)
Augmented and Virtual Reality 1 (50%)
Digital Storytelling 0 (0%)
Website/ portal 2 (100%)
0 1 2

Figure 14: Services planned in the future

4. Cultural institution staff

KEY FINDINGS
Staff members might not be trained enough in order to work with digitahdand
also LOD
Shared data like LOD have an impact on collaboration among institutions as W
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data reuse, data archiving and analysis
Staff members suggest that social media and videos are the best way for audi
to engage with data

4.1. Participants

Similarly to the case of museum, archive and library directors, despite the fact that NGO
Cascade has tried to be in touch with more than a hundred of cultural institutions, only 3
participants have answered the questionnaire. This might be explained hipladactors: a)

staff members did not always have access to the mail inbox of their institution due to the
restrictions imposed during the ongoing COVID19 pandemic; b) various cultural institutions in
Iceland (especially school libraries) do not have staff members other than the director; c)
staff members might not have the necessary information to answer the questionnaire.

4.2. Practical and Theoretical Experience with Digital Culture and LOD
GM® 128 YdzOK R2 @&2dz ' ANBS gAGK (GKS F2ftt2gAy3

An interesting point in the data presented in the figure here below is that participants
recognize that they should be trained to work with data shared across institutions (and
similarly with LOD) and that they also recognize the importance and thefdlese shared
data, but at the same time they degrade their judgment on whether they have been actually
trained in working with such data.

[ mostly disagree neutral mostly agree totally agree

Our databases are shared with other institutions and are accessible from them as well
Sharing data openly across institutions has many advantages
Users can access information faster if all databases are shared and accessible
Users can access our data from their laptop or smartphone

| have been trained to work with data that have been shared between cultural institutions -
Staff in cultural institutions should be trained to work with this kind of data

These data connections across institutions have attracted new audiences

A user who is not familiar with shared data across institutions can have difficulties in finding the
information he is looking for

Our cultural institution has expanded since we started sharing data openly

Figure 15: Judgments on data shared across institutions

2021
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GHd 2KIG R2 @2dz GKAY ] Atleselsia®d ari®apen daiakfcl yourFT A O
AyalurabdziaAzyda adl FFKE

The staff members who answered see that shared and open data have for the most part an
impact on connectivity among institutions, data analysis, data archiving and reusing.

Reusing data easier

Searching and browsing dat...
Data Archiving

Facilitate collaboration amon...
Create new value

Upgrade professional Skills
Spontaneously generate dos...
Create applications based o...
Create new knowledge out o...
Improve easily analysing
Improve easily analysing, fin...
Allow bringing similar resour...
Improve storing, preservatio...

1(33.3%)

0 (0%)
1(33.3%)

2 (66.7%)
1(33.3%)

1 (33.3%)
1(33.3%)
1(33.3%)

o
-
N

Figure 16: Impact of shared and open data

God LYy ¢KIFG ¢glea R2 (KSaS akKkrNBR RIFGF KSft LI I
All the participants view the connection between shared data and social media as a way for

audiences to engage with content. Simyatb what we have seen with youngsters, videos
appear to be an efficient way to let audiences interact with data.

Innovative way display content_ 1(33.3%)

Poll/Quizzes—0 (0%)

Let Your Audience Rate Your

- 0,
Content 0 (0%)

Pique Interest with Animations|—0 (0%)

Linked with Social Media 3 (100%)
Accounts

1 2 3

o

Figure 17: Best means of interaction with data
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5. LOD Experts

KEY FINDINGS
The purpose of LOD is more related to development, creatiahpaaservation of
content audiences can interact with
Internet, Digital curation tools, Digital safety tools, Social media, Digital
management tools and Online and Mobile digital media tools are the most effi
tools in cultural institutions and they aralso provided at least to much extent
across Icelandic institutions
Staff members should be more trained in LOD
LOD should be taught more in vocational and online courses

5.1. Participants
Only one LOD expert has participated in the questionnaire.

5.2. Results
amMed 2KFG aK2dZ R [AY1SR hLSy 514 6S dzaSR F2N

The LOD expert suggests that LOD needs to be used for multiple purposes, as shown here
below. These purposes ammore related to development, creation and preservation of
content audiences can interact with.

Figure 18: Purpose of LOD
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