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– 4 GOOD REASONS – >>

–U S E R  S TO R Y  A F T–

1  High flexibility: The Laser Scan-
ner is portable, light (5 kg) and 
compact (24 x 20 x 10 cm), and 
is equipped with an integrated 
lithium-ion battery, guaranteeing 
up to five hours of battery life.

2  High scan precision: The inte-
grated colour camera enables 
photorealistic 3D scans to be 
acquired (70 megapixels) without 
parallax.

3  High speed: The Focus3D creates 
a virtual copy of the subject at an 
incredible speed – capturing up 
to 976,000 points a second.

4  Revolutionary simplicity: The 
touchscreen controls make the 
Focus3D scanner as easy to use 
as a digital camera.

Pre-Columbian petroglyph

ABOUT AFT

AFT (Actual Foncier Topographie) is a group of land 
surveying experts whose aim is to develop maps 
and topographic records. The AFT team has fully 
embraced information technologies with the aim of 
developing new fields and features. AFT's teams have 
focused part of their tradecraft on culture, heritage 
and architecture, as well as on elements of urban 
development..
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hired AFT (Actual Foncier Topographie), land 
surveying experts, to carry out this project. And so, 
AFT headed off to Guadeloupe for their programme 
of digitalisation with the help of the FARO Laser 
Scanner Focus3D. Accompanied by an archaeologist 
and a local guide, the AFT team made their way 
through the muggy tropical forest of Guadeloupe 
in search of engraved prehistoric rocks in order to 
digitalise around ten sites, an engraving measuring 
around 20 to 30 cm.

Prior to the project, the General Council had 
considered using photogrammetry, a technique 
where three-dimensional forms or an object's spatial 
location are reconstructed on the basis of a photo. 
In doing so, they had ignored the existence of the 
unique technology offered by the Focus3D, technolo-
gy that was offered to them by AFT in order to make 
the best of the project. 

Although these two techniques are both relevant 
to this type of project, there is no denying the advan-
tages of the 3D digitalisation provided by Focus3D 

over photogrammetry. The data obtained using 
Focus3D is in fact more reliable. Moreover, 
while photogrammetry makes it possible to 

reconstruct the petroglyph, it does not make it 
possible to capture its environment, even though 
the environment in which the petroglyph is found 
is essential to interpreting it, with the form of the 
stone and its position and direction also being sym-
bolic. Focus3D thus made it possible to carry out the 
project in the best possible conditions, creating a 
digital record of the petroglyph, the stone and its 
environment, thereby preventing the loss of data in-
valuable to interpretation. 

The small size and weight of the Focus3D made 
it possible to carry out a project in an environment 
where it is difficult to move about, in the midst of 
dense vegetation and countless rivers and streams. 
"Moving between the different sites on foot, taking 
between half an hour and 45 minutes, would have 
been more laborious with heavier and larger equip-
ment. We would have needed a strong team with 
two or three more people, which would have put a 
strain on the budget, and might even have put a 
question mark over the feasibility of this project," 
explains Sébastien Varéa, director of AFT. He ad-
ded that the Focus3D was resistant to the extreme 
climate conditions of Guadeloupe's tropical forests, 
which combine high temperatures and elevated le-
vels of humidity.

The density of the points recorded by the Focus3D, 
with up to 976,000 being recorded a second, enabled 
engravings to be logged with great clarity and a very 
high resolution. The results of the scans have proven 
to be very interesting. In fact, engravings that are not 
visible to the naked eye are visible on the scans. The 
project to conserve Guadeloupe's historical heritage 
has therefore exceeded the project's original aims 
by bringing previously unknown details to light. The 
results of this project will be exhibited in a museum 
containing an interactive area, where the models 
and 3D replicas can be examined and experimented 
with by the public.

The success of this project means that AFT will 
again set out to hunt for pre-Columbian petroglyphs 
in Guadeloupe in 2013 in order to digitalise additi-
onal sites. The adventures continue...

AS BUILT DOCUMENTATION

  WWW.FARO.COM/FOCUS

FREECALL 00800 3276 7253

DigiCap Gear

The Post-Digital Era

Focused on effects / impact of digital technology 

Concerned with being human, more than with being digital 

Humanization of digital technologies through interplay 

between digital, biological, cultural, and spiritual systems 

Nicholas Negroponte: "The digital revolution is over” 

Ability to C.O.P.E. >
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{Create Once Publish/Present Everywhere}

I want to be entertained 

    I want it now 

         I want it everywhere 

             I want it my way 

                  I want to share it with others 

                      I want to create something

The Post-Digital Audience

Balsamo, 2011

The Post-Digital “Content” ?



Leads to New Forms of Inquiry Project Based

Heritage is used to describe a “legacy”, a set of traditions, values  
or treasured material things.  A culture or landscape of value that are  
cared for by the community and passed on into the future to serve  
the people`s need for sense of identity and belonging.  

Tangible Immovable resources (buildings, rivers, natural areas);  

Tangible Movable resources (objects in museum, documents in achieves);  

Intangible (such as values, customs, ceremonies,  lifestyles,  

including experiences such as festivals, arts cultural events). 

http://www.indiatoursguide.org/http://easeyourtravel.wordpress.com/ personal collection

The UNESCO World Heritage list includes 1007 properties  
forming part of the cultural and natural heritage which the World Heritage  

Committee considers as having outstanding universal value. (2015)

These include 779 cultural , 197 natural and 31 mixed properties in 161 States Parties.   
  46 Properties are now listed as in Danger.  

Timeline, Michael Crichton, 1999 

“At the end of the 20th Century, the artifice of 
entertainment, constant, ceaseless entertainment, 
has driven people to seek authenticity. Authenticity 
will become the buzzword of the 21st century. How 
do we define authentic? …. It that which is not 
devised and structured to make a profit. It is 
anything that exists for its own sake, and that 
assumes its own shape. What is the most  
authentic of all? The past. 

….. The purpose of history is to explain the present, 
to tell us why the world around us is the way it is. 
History tells us what is important in our world and 
how it came to be. It tells us why things we value 
are the things we should value and what is to be 
ignored or discarded.”

“Anyone who thinks education and entertainment are different 
doesn’t know much about either ”. M. McLuhan, 1967

The degree to which HS will succeed depends on: 

- the raw source data, images, captures, sounds that are 
used to create/describe/present the “content”,  

- the manner/modes in which the heritage is represented in  
the human-computer interface, 

- and the extent to which the overall experience is 
dynamically meaningful to users.

 
In our media saturated world HS must become a totally unique 
experience for the human mind. 

A Matter of Audience Engagement



Information  
Source 

Transmission 
Conditions 

Responding 
Receiver 

Information Chain, Malik & Thwaites,1990

Environmental Sim
Clothing Design
Virtual Forest
Heritage Cave
Great Barrier Reef

Immersadesk
3D LC Glasses
COSMOS/CUBE
360 degree system
Dome

Engineer/Scientist
Artist/designer
Children
Museum Tourists
Groups/individuals

The Information Chain scheme for consideration in the  
design of cultural heritage content. 

Change one section of the chain, it changes and/or has 
implications for the other two sections.

"Virtual Heritage (VH) is the utilization of technology for interpretation, 

conservation and preservation of Natural, Cultural and World Heritage." 

Stone, Robert. Virtual Heritage, @ VSMM 1999

Also became know as: 
Digital Heritage, Digital Culture, e-Culture, e-Heritage, e-History

Origin of VH

Heritage Science: 
       Accessing, Interpreting, Conserving  
       & Managing Cultural Heritage

Virtual Heritage, Digital Heritage, e-culture

>Must add in 
Capturing<

Shift in the use of the terms

in Google n-Gram
Humanists 
& Social  

Scientists

Artists 
Designers 
Creators

Computer Scientists 
Engineers 

Physical Scientists

HS

Audience 

Public

Receivers

Participants in Heritage Science
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1. Original content, entirely digitally no analog 
equivalent;  

2. Easily replicated, altered, and destroyed,  
networked or distributed storage,  

3. Can be internet-based, subject to instability 
(lost information is lost forever).  

4. Subject to technical obsolescence and 
physical decay.  

5. Content of lasting value, dependent on 
storage media and format upgrades.



1999

Early VH project 
no longer available 
due to technology shifts

2000

Early VH project no longer 
available due to technology shifts

Virtual Stonehenge

Bob Stone, Univ. of Birmingham 1998-2000
Dr.	  Eugene	  Ch’ng,	  Univ	  of	  Birmingham,	  2009

Virtual	  Shotton	  Valley



digital sensors

Digital sensors to register, document and record cultural heritage

• Visual (Still and video cameras)* 

• Dimensional (surveying, 
3D scanning, photogrammetry, 
metrology, GPR)*

• Locational 
(GPS, compass, …)* 

• Environmental 
(thermal, acoustic, C14, …)* 

 
A. Addison’s classification

Based on research by A. Addison - M. Santana

Reference: VAST, 2004

LONGETIVITY

Leuven, Belgium

According to A. Addison’s research

Stone 
(eg. Historic building)

1000s of years

Paper 
(eg. drawings)

100s of years

Magnetic/
Optical 
(eg CD-ROM)

10s of years

Encoding 
(eg VRML)

1s of years ?

OPERABILITY
HERITAGE INFORMATION

The Vanishing Virtual

Disappearing Digital

COMPATIBILITY

Ostend, Belgium

The need of consistency in 
characterizing information related 
to heritage: 

CAPTURING / DIGITIZING 

USE OF METADATA – 
INVESTIGATING, DEFINING 
NEEDS AND COMPLETENESS 
OF EXISTING INFORMATION 

SELECTION OF TECHNOLOGY 

DATA QUANTITY vs QUALITY 

ARCHIVAL PROTOCOLS

OPERABILITY
HERITAGE INFORMATION

Digital Heritage Metadata

TYPE Data Encoding/Format

What 1. Heritage ID (superset of existing World Heritage ID)

2. Title / Brief description

3. Heritage Type / Classification (eg. Cultural, archaeological)

4. Heritage Time Period (eg geological or historical time

Why 5. Purpose (why recorded/produced)

How 6. Recording device, Parameters (type, sample rate, precision)

7. Secondary Device(s) (data manipulation)

Whom 8. Submitter and Data Submission

9. Environmental conditions

10. Rights given / withheld

11. Author / Copyright Holder

12. Sponsor / Funding Agency / Client

When 13. Date (of recording, manipulation)

Where 14. Location ( Latitude / Longitude, compass direction if applicable)

Addison, 2006



Important Considerations

Technological Literacies of the Future 

Design of Cultural Experiences 

Modes of Public Engagement 

Creation of Multiple Publics 

Mobilization of Communities of Interest to 
become Communities of Participation

Designing Culture,, Balsamo, 2011

“Transformative research is designed to explore new possibilities  
and new social arrangements.” 

"One of the major impacts of transformative research in the digital 
humanities is a reconfigured understanding of the nature and structure  
of multidisciplinary collaboration in the university."

"Another key contribution of the transformative research…. is the  
development of new forms of publication, dissemination and outreach."

"It has also served as the occasion for developing new ways of 
communicating the meaningfulness of the research to broader  
audiences, using fresh expressive modalities." 
 
Balsamo: From "designing culture" 2011

Design :: Praxis :: Infrastructures 
in CULTURAL REPRODUCTION

Balsamo, Designing Culture 2011

How the future becomes the present 

The relationship between culture  
and technological innovation 

The role of interactive media 

Museums and technological literacies 

University curriculum & pedagogy

Public Interactives
From "designing culture" Balsamo, 2011

Handheld 
3D Scanning

CCCDI, Pangkor Boatbuilders Project
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Ultra High Resolution Textile Scanning, 1200dpi

Post Processing after Scanning 

Centre of Advanced Manufacturing  
and Material Processing @ UM

Ultra High Resolution Textile Scanning Imagery 

One square inch of high resolution scanning @ 1,200 dpi
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Expanding sites of “capture”
2015-01-01, 5:03 PM3D Scanning Meets Ancient Art | The Getty Iris

Page 2 of 8http://blogs.getty.edu/iris/3d-scanning-meets-ancient-art/

The Getty Villa recently had a visit from the future. A team from across the Getty Museum gathered in the
basement of the recreated ancient Roman villa to bring some ancient objects into the digital age through 3D
scanning.

3D scanning uses light to read the topography of an object and render it digitally. For museums, this kind of
scanning has great potential—for displaying works virtually, advancing conservation, creating digital
animations, visualizing hard-to-study aspects of artworks, and lots more. The Met
(http://www.metmuseum.org/about-the-museum/museum-departments/office-of-the-director/digital-media-
department/digital-underground/posts/2013/3d-printing) and the Smithsonian (http://3d.si.edu/about) are
already using capture and printing technologies to brilliant effect—look how closely you can explore this life-
size sculpture of the Buddha (http://3d.si.edu/explorer?modelid=44&reader=true) from your computer, thanks
to a 3D scan.

Scanning the Ancients

The team’s goal on this day was to try out the technology on objects in the antiquities collection, with a
special focus on two ancient Roman silver cups, one from the Museum’s collection and another on loan for
the exhibition Ancient Luxury and the Roman Silver Treasure from Berthouville (November 19, 2014–August
17, 2015), which features a newly conserved hoard of Roman silver from the Bibliothèque nationale de
France.

2015-01-01, 5:03 PM3D Scanning Meets Ancient Art | The Getty Iris
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This time the technician tested a different handheld scanner, one that gains in speed what it lacks in detail—
though the resulting image (above) is impressive in its precision.

What’s Next?

Here are a few of the ways we geeked out over the potential of 3D scanning at the Getty.

Exploring Art. 3D scanning can help us and our audiences more deeply understand art objects. Scans also
allow us to virtually take an object apart, showing how components separate and come together. 3D scans
can record fine detail, allowing us to explore all sides of objects (even those not visible in a gallery) in great
detail. “3D scanning gives us access to what is hidden,” in the words of Museum senior media producer Erik
Bertellotti.

Curator Kenneth Lapatin had tiny, intricate ancient gems on his mind. “We’ve been looking at them under the
microscope,” he told me, “but having them in three dimensions would show the cuts made by ancient gem
engravers, the tool marks, and the fine cuttings of the gem engravers.”

Conserving Art. 3D scans are getting more accurate at imaging objects, and this may someday be helpful in
conservation work. “Much of our work is detective work,” conservator Susan Lansing Maish told me. As 3D
scanning improves, it may develop into a useful tool for conservation investigations.

Getty Museum 
2014, object  
scanning project



2015-01-05, 3:54 PMWorld's Most Ambitious Re-Creation of Prehistoric Cave Art to Open

Page 2 of 10http://news.nationalgeographic.com/news/2014/12/141219-chauvet-paleolithic-cave-art-paintings-france-ancient-culture/

The charcoal in the Horse Panel in the Cave of Chauvet-Pont-d'Arc, in the Ardèche region of southern
France, has been dated to 30,000 B.C.

PHOTOGRAPH BY STEPHEN ALVAREZ, NATIONAL GEOGRAPHIC

By Chip Walter
for National Geographic

PUBLISHED DECEMBER 19, 2014

On a September afternoon in 2013, Gilles Tosello sat
sipping a cup of American-style coffee in his Toulouse
studio, pondering the talents of cave painters who lived
in France 36,000 years ago.

Tosello enjoyed a personal connection with those painters
because he was the man the French Ministry of Culture and
Communication had engaged to re-create their most famous
works, some of the oldest, most beautiful, and best preserved
cave art on Earth: the images in the Cave of Chauvet-Pont-
d'Arc. Its legendary Panel of Horses includes exquisite
charcoal horse heads, snarling lions, and battling wooly
rhinoceroses drawn across 475 square feet of undulating rock.
Even more famous is another tableau he was hired to re-
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create, the spectacular Lion Panel, 750 square feet of

prowling lions, baby mammoths, and charging rhinos. Tosello
sighed.

No pressure.

His studio was crowded with panels of faux limestone the size of billboards.
All morning Tosello had been scraping the rock, fiddling with different
varieties of charcoal, trying them out on various surfaces, gazing at projected
images of the original artwork, and scratching his head.

A $67 million complex near the Chauvet will include a nearly football-field-size replica of the most
remarkable panels in the original, along with a multimedia center and an exposition hall.

PHOTOGRAPH BY STEPHANE COMPOINT, RESOLUTE

The challenge was unnerving. He was not simply retracing the original images:

More »
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Using metal rods and troweled-on mortar, workers meticulously re-create the walls of the original cave.

PHOTOGRAPH BY STEPHANE COMPOINT, RESOLUTE

The Ardèche complex, known simply as Pont-d'Arc Cave, is an effort to avoid
all that. Among its sprawling attractions is a teaching and exposition hall, a
restaurant, a shop, and a multimedia and discovery center. But the indisputable
centerpiece will be the replica.

It's not an exact copy of the original cave, which is the length of two and a half
football fields, covers 86,000 square feet, and features five enormous and
craggy chambers. Instead the project's planners, an unlikely collection of
engineers, geologists, artists, paleoanthropologists, politicians, designers, and
"scenographers," decided to focus on Chauvet's greatest primeval hits—425
renderings created, as best scientists can figure, 36,000 to 25,000 years ago.

Accomplishing this feat required finding a way to cluster the works into an
enclosed space that would be smaller than the original cave but still deliver the
inspiring experience visitors would have enjoyed had they been lucky enough

2015-01-05, 3:54 PMWorld's Most Ambitious Re-Creation of Prehistoric Cave Art to Open
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where workers hand-shaped metal rods to form the framework of the section.
Teams then hung the rods from a metal ceiling grid, producing something that
resembled the metallic skeleton of an enormous animal.

Once these "bones" were in place, another team mounted a metal mesh on
them, which was then sprayed with a foam mortar. Next a coat of cement was
troweled on, and workers, painters, sculptors, and geologists worked each
surface until it precisely matched the original cave's walls. Gaps were left for
the limestone panels of artwork that Tosello was puzzling over that fall day in
his studio.

At his studio in Toulouse, France, artist Gilles Tosello paints an exact reproduction of the Great Panel from
the Chauvet.

PHOTOGRAPH BY STEPHEN ALVAREZ, NATIONAL GEOGRAPHIC

Re-creating the experience of the original was paramount, said Clément. The

New forms of public interactives Personal modes of “capture”

RIP > FIX > BURN

Capture   >   Create   >   Communicate See cosmowenman.com for the video and examples of his work

Example of Migration & Proliferation of AURA

…good quali! digital facsimiles bo" propaga# and 
add layers of significance and meaning $ "e original…

Latour & Lowe, 2011

Hybrid realities for interpretively  
rich cultural experiences

• Visualisation, audification and interaction systems  
• Phenomenological co-presence in embodied 
cultural landscapes 

Place and presence in heritage 
environments

• The restitution of heritage 
• Multi-sensory, multi-modal virtual environments 
that can be imaginatively and physically inhabited 

Applied culture & heritage 
environment evaluation

• Human-computer interaction methodologies for 
Smart Culture and Heritage Futures 
• Socio-cultural analysis, information systems 
theory, heuristic evaluation, usability studies 

Culture & Heritage Theory

• Media Theory, Art Theory 
• Tourism Studies, Game Studies, Digital 
Humanities, Asian Studies, Archaeology, domain 
specific Humanities 
• HCI and Computational Semiotics informing a 
meaningful cross-disciplinary approach to Smart 
Culture and Heritage Futures 

Research & Outcomes
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 ~ Case Study 2011 Collaboration Project ~  
University of Malaya & Multimedia University

UM Asian Art Museum 111 Masks - poorly documented and stored
Masks suffering neglect and decay

MMU - hand held white light scanner © 2015 
Centre for Creative 

Content & Digital Innovation



Mah Meri Mask Project 
UM & MMU 

2011 - 2014

Mask Project RP Replicas

RP replicas  
1:50 scale
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Intangible Heritage Content
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The Mask of Moyang Sembuar

Moyang	  Sambuar	  or	  the	  
whirlpool	  spirit	  has	  a	  very	  sad	  
story.	  A	  9isherman	  got	  lost	  in	  a	  
whirlpool	  at	  sea	  and	  never	  
returned	  home.	  His	  son	  had	  a	  
dream	  in	  which	  his	  father	  told	  
him	  to	  bring	  several	  items	  as	  
offerings	  to	  the	  sea;	  washed	  rice,	  
white	  rice,	  yellow	  rice,	  areca	  
leaves,	  tobacco,	  and	  areca	  nuts.	  
When	  the	  son	  brought	  these	  
items	  and	  threw	  them	  into	  the	  
sea,	  his	  father’s	  clothes	  were	  
washed	  ashore.	  	  

*	  This	  mask	  is	  part	  of	  the	  UM	  Museum	  of	  
Asian	  Art’s	  collection	  of	  111	  old	  Mah	  Meri	  
masks	  and	  was	  once	  used	  in	  a	  healing	  
ceremony	  and	  then	  thrown	  away	  into	  the	  
water	  after	  the	  ceremony.	  
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Process of Mah Meri Story Visualization
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Hari Moyang  Jo’oh Dance 
360 Spherical Capture (LadyBug3 

Camera @ 15fps, 12mp)



Jo’oh Dance
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Key Design Considerations

Polysensory Intermedia Exhibition 

Expression of Digital Humanities 

Trans-disciplinary Research-Creation 

Information Complex ~ Information Design 

Unfolding Scenographic Event Structure 

Explore: Sense of Virtuality, Spatial Practice, Digital 

Mediation, Multimedial Gallery, Curatorial Design

REFERENCES 
1. Thwaites, Harold. 2013. Digital Heritage: What Happens When We Digitize Everything? in Ch’ng, E., Gaffney, V.L. and Chapman, H. (Eds.),  

Visual Heritage in the Digital Age, Springer Cultural Computing Series. 
2. Balsamo A. 2011. Designing Culture. Duke University Press, Durham and London. 
3. Thwaites H. 1999. Visual Design in Three Dimensions. In Jacobson R. (ed) Information Design. MIT Press, Boston. 
4. Malik M, Thwaites H. 1990. Aesthetical Information Impact of Spatial Information Complexes. Concordia University, Montreal, Canada. 
5. Dziekan, Vince. 2012. Virtuality and the Art of Exhibition: Curatorial Design for the Multimedial Museum. Bristol, UK: Intellect. 

Input
Book 1 (1997) & Catalog (2000)

Archival Photos & Video

60 Captured Stories (Audio)

2D Photos & 3D Scans

Video Capture & 3D

360 Degree QT

Output
Printed Book (academic)

e-Book (iPad based)

Video Documentary

Projected Multi-image Exhibit

Touch-Table Interactive Content

Website - Storytelling

Content back to community

Demos, Papers, Conferences

C.O.P.E. for the Mask Project
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Mah Meri Unmasked Exhibition Scenography
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Exhibition Scenography
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http://mah-meri-unmasked.culturalspot.org

Pano Exhibit Tour = goo.gl/xaq9QT

1000+ Visits and Guest Experiences

1000+ Visits and Guest Experiences - Comment Books

This collaborative research-creation project not only examines the themes of age 
and ageing, but also how people’s hands tell stories. It explores gender, ageing, work, 

craft, passion, and tactility that will be documented and archived.  

In collaboration with participants, the project uses an ethnographic/interview approach 
to intangible heritage. The results will be presented through transmedia story telling.

The handbook  Project

Dr. Barbara L. Marshall, Trent University 

AGING,  SEXUALITY  AND  ‘POST-AGEIST  AGEISM’ 

Barbara L. Marshall is Professor of Sociology at Trent University in  
Peterborough, Canada. She has written widely on feminist theory,  
sexuality and the body, and with her colleague Stephen Katz, has  
co-authored a series of articles exploring aging, embodiment and  
sexuality. Her most recent book is a co-edited collection (﴾with A. 
Kampf and A. Peterson)﴿, Aging Men, Masculinities and Modern Medicine 
(﴾Routledge 2013)﴿. In 2006, she was honoured with Trent’s Distin-‐
guished  Research Award.  

In her talk, Barbara Marshall will explore recent  
media representations of aging bodies that suggest 
particular forms of sexual agency are central to 
positive aging. Drawing mostly from her current  
research on Zoomer, a glossy Canadian lifestyle 
magazine pitched at those in midlife and beyond, 
examples from advertisements, health advice,  
fashion spreads, editorial content and coverage of 
‘celebrity agers’ illustrate new aspirational identities 
for ‘Third Agers’ which reinforce gendered,  
heteronormative and consumption-based forms of 
sexual agency. While in some ways these new  
representations suggest a positive trend, reversing 
earlier tendencies to portray older people as both 
undesiring and undesirable, the analysis here asks 
whether or not they may also act to discipline  
gender and sexuality in later life. While space is  
created for sex-positive ageing identities where 
conventional (﴾and traditionally stigmatized)﴿  
signifiers of old age might be resignified, in its 
commercialized versions this resignification is still 
largely premised on a fear of ageing. Building on 
critiques of post-feminism in the media, the con-‐
cept of ‘post-ageist ageism’ is suggested to capture 
contradictory narratives of embodied aging in  
media-saturated consumer cultures. 

This event is presented by ACT 
(﴾Ageing, Communication, Technolo-‐
gies)﴿ and the Mobile Media Lab and 
is sponsored by the Social Sciences 
and Humanities Research Council, 
the Office of the Vice President  
Research and Graduate Studies of 
Concordia University, the Concordia 
University Research Chair in Mobile 
Media Studies, the Department of 
Communication Studies and the 
Program for Interdisciplinary  
Studies in Sexuality. 

Friday, September 26, 2014 
4:00 pm 
Atrium, 1st floor 
Samuel Bronfman Building (﴾SB)﴿, 1590 Docteur Penfield 
Concordia University, SGW 
A reception will follow the talk. 
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University of Malaya ~ HIR Project ~ Gender Studies  

Dr. Welyne Jeffrey Jehom
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2nd Research-Creation Capture Trip ~ 05-11.02.14
3rd Research-Creation Capture Trip ~ 24-29.08.14

700+ Images ~ 24hours HD & 4k Video

1st Research-Creation Capture Trip ~ 19-23.08.13
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ikat textile of the Iban, represents the 
quintessence of Iban culture.  

It is, depending on the design, an historical 
archive, a mythological or religious story or  
a personal tale.  
 
It is a statement about the soul of the weaver 
and her relationship with the spirits.
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Many types of roots, bark and leaves may 

be used in addition to the basic ingredients, 
in order to create the shades of colour 

desired by the individual dyer. 
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There is no written documentation of 
Iban cultural history, it is impossible 
to trace an accurate record of the 
origin and development of this textile 
tradition. History is best remembered 
through oral traditions passed down 
from generation to generation.
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The textile is used for the entire 
gamut of life rituals, and none 
would be complete without it. The 
designs of a pua kumbu define 
the rituals for which it is to be 
used, and the ritual itself is given 
a special individual quality by the 
use of a particular pua kumbu.
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A pua kumbu can mediate 
between the human and the 
spirit world, and for this reason, 
the cloth has spiritual power 
woven into it with its design. 
Only a very experienced weaver 
can make one of these pua.
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Niga dudok remang berasok 
Lenuk-lenuk ngeruruk sayo bulan pegari 
Niga bekayo remang bebiuh 
Nembuk tengkujuh panchur hari 
Niga berintai remang bejalai 
Singai-singai minta timpal ambai ya 
Raja Tambi

An Iban woman (symbolised as Niga 
- dragon) stares at the clouds each 
day that come in different colours 
(sunset), darkened by the moon, 
sunrise and heavy clouds of 
thunderstorms, searching for the 
image of her lover, the Indian Prince 
who was cremated.

Raja Tambi (Indian Prince)
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Various patterns and colour variations of the Pua

Preservation of fading heritage

Conservation of weavers “motifs”

High-res imagery with Colour Fidelity

Analysis of colour, texture, yarns, dyes, weaving process

Conservation of unique Pua Kumbu stories

 “Mapping” ~ weavers - stories - motifs

Documentation of the weavers’ creation process

Digital archive for future research

Post-Digital Intermedia Exhibition

Importance of the Project So…What do we learn?



+ Increased interest in DH / HS - “urgency” 

+ Access to remote, lost or closed sites 

+ Awareness of global humanity >> Teamwork 

+ Cross and inter-cultural communication 

+ Satisfy “time-travel” fantasy, history, etc 

+ Interest the young in DH preservation & careers 

+ Proliferation of “aura” beyond object into digital 

+ Transdisciplinarity of projects is key 

+ - Born-Digital can be “delicate” content: VV & DD 

- DH, HS, Technologically intensive and often $$ 

- + Competes with “Hollywood” perceptual stereotypes 

- + MUST be curated, versioned & archived 

- + Ellipses in overall “heritage value” 

- + Often helps increase site tourism

Project Guidelines

1. Keep documentation and make it available on a project website 
(describing the extent, provenance and selection methods). 

2. Have a clear idea of your users, consult them early, maintain  
contact during project. 

3. Follow established Standards & Guidelines > Good Science 

4. Carry out formal user surveys, software and interface tests and 
integrate results into project design. 

5. Access good technical support, ideally from a UCOE in DH 

6. Recruit staff who have both subject expertise and knowledge of  
digital heritage techniques. Train them as needed. 

7. Maintain and update the interface, content and functionality of the 
resource. Do not just archive it, or desert it. 

8. Disseminate information widely, COPE, inside and outside of DH. 

9. Practice Smart Culture for Heritage Futures Digital Humanities in Practice, 2012

5 Key Challenges to HS

Supporting HS research/creation innovation 

Encouraging transdisciplinary collaboration 

Building access/audience & engagement 

Managing collections/archiving/curating 

Coping with technological evolution

5 Key HS Ponderings
How can creative approaches extend and enhance our 
experiences of heritage and enable new forms of 
interpretation and knowledge exchange ? 

How can heritage science contribute to a nation’s cultural 
heritage (tangible/intangible) prosperity ? 

What social and economic impacts can our evolving digital 
histories have on a global scale ?  

What forms of heritage science approaches can help 
enable an increased digital inclusion and participation  
of excluded groups ? 

How much information is enough? 

"We shape the destiny of the future with 
our stories about the past by the effects  

of our imperfect presentations on the 
enthusiastic minds of the public”. 

Ben Britton, 1996,  
VSMM 2nd International Conference, Gifu Japan

Closing Quote


