OBJECT LESSONS: Celebrating & Developing Excellence in Work with Young People

A SHARE Museums East, Royal Opera House and Norfolk and Norwich Festival Bridge Conference, Luton Hat Factory, 12 March 2014

Digital Co-production - Notes from breakout session

Computer Games co-production project

Presenters: 

Gordon Brady – University of Bedfordshire

Caroline Simon – Head of Learning, Luton Culture

Two questions posed at the beginning 

· Where do we start with digital ‘stuff’?

· What did we do to create access through digital?

Various uses of social media platforms and tips were drawn from the group.

Among them:-
· Increase the keywords used in Metadata to make you more search engine friendly. 

· Teachers tend to make a lot of use of YouTube – the issue of who owns the content is currently being investigated

· Use Buzzfeed for news

· ACE has developed a creative media strategy

· NESTA can help with issues such as intellectual property rights

· Culture Hive is a great source of case studies

· Collections Trust website has good stuff on it but can be hard to navigate

· Culture 24 is useful 

· Share work through E2BN – a safe schools online resource where you can align handling collections with teaching resources and create galleries and get increased ‘hits’ by school children

· Mylearning.org – a place to share games, resources and lesson plans

· Google Goggles for instant recognition of  objects etc. 

· Many of these things are free and easy to use

· Raspberry Pi’s encourage young people to learn about programming.

· Prioritise and clarify what you want to do, e.g. – Twitter = “I’m #writing”,  Facebook = “I like writing”, In = “I’m skilled at writing”, YouTube = “Watch me write”

· Q - What do we mean by an ‘App’? - A – “A means of access”

· Sometimes partnerships are right there – like Luton Culture’s Partnership with HE in the form on the university of Bedford computer gaming students. 

· Games development can be very expensive – the link with Bedford University made it much easier. The students get a real brief to work with and develop their skills – the museum to develop their understanding and their digital presence through games.

· The investment was only one of time =- not money.
· Luton was the client and the students the service provider

· A clear brief is necessary and an anticipation of the time resources necessary

· The results have meant that learning staff have reassessed their teaching methods and team skills in digital have developed. 

· A dragons den style development process was undertaken so that the better ideas only were selected for development

· Young people were also used at the games testing stage – increasing engagement again. 

· Digital can help with ‘crowd sourcing content’ – where a person an object or an event can be uploaded. 

· Hire tablets for £1 – they soon pay for themselves – and allow people to respond to the displays by making 15 second videos – then use the best of them as content.

