Approach


1.3. Approach

As indicated in the discussion of the background to this project (1.2), this report is informed by earlier studies concerned with advanced ICT in research, teaching and educational practices in the Arts and Humanities. In preparation for this report, and concurrently with other activities, 3DVisA has undertaken new research. 

· Soliciting views of 3D practitioners
In the summer of 2006, 3DVisA carried out a survey of 3D visualisation projects in the Arts and Humanities, which resulted in a report and an online Index of 3D Projects.
 One hundred projects were investigated in the first instance and more have been added since. This research looked at the aims of projects across a variety of subjects; the technology and methodologies employed; the background and expertise of the contributors; sources of funding; 3D digital products such as computer models, graphics and motion capture data; dissemination and sustainability of outcomes, and the relationships between similar projects.  A purpose-designed questionnaire was circulated to selected leading investigators.  This activity provided an opportunity to solicit the views of those engaged in 3D visualisation about community-wide issues. Three questions (Nos. 29-30) were asked in anticipation of this Report:

· What areas of your research benefit from the application of 3D visualisation? 
· What challenges do you face in the use of 3D visualisation? 
· What kind of support for 3D visualisation users would you like to see put in place?
This questionnaire was sent only to those invited to contribute to the 3DVisA Index of 3D Projects. Another questionnaire was therefore made available online for anyone willing to comment on the visualisation needs. The questionnaire was posted on the VISA-3D List, hosted by JISC (at http://www.jiscmail.ac.uk/lists/visa-3d.html) and advertised in the 3DVisA Bulletin and through other free academic channels. The number of responses received to both questionnaires was negligible; too small to consider a quantitative analysis. Communication via telephone or face-to-face was by far the preferred mode of communicating the needs. The comments received are referred to throughout this Report.
The 3DVisA survey of 3D visualisation projects has confirmed that successes and failures of past projects tended to depend not solely on technological solutions, but also on people-related issues: leadership and management, team work and communication, vision and purpose.  
3D visualisation methods have implications that go far beyond technological innovation in research and educational practices. The discussion of issues specific to the use of such methods in the Arts and Humanities requires much broader socio-cultural context.  A growing body of literature reflects the complexity of this debate. Such literature has been consulted and referred to where relevant.
· Reaching out to the undecided, the fearful and the apprehensive

The 3DVisA survey of 3D projects, understandably, involved the practitioners of 3D visualisation. The experience of earlier research into factors conditioning the uptake of ICT in research, teaching and learning across Visual Culture studies, suggests that views of non-users are critical for developing strategies for promoting such technologies. This Report communicates the needs of members of the community who are indifferent, fearful or openly apprehensive of the use 3D visualisation in the Arts and Humanities. It was felt that such views should not be ignored, but examined carefully as they may help to refine the goals and strategies of 3D visualisation. It is accepted in Social Sciences that the identity of a community is shaped by the outsiders’ relationships towards it (the ‘otherness’). An identity of a group is therefore a construct: it does not come naturally, but is shaped by judgements and actions that are reactions to opinions and attitudes of others.    
· Methodology

The qualitative methodology adopted for this research has been that of observation and targeted direct communication (face-to-face, telephone and email) with members of the 3D community.  It is believed that the comments received reflect genuine concerns of the 3D visualisation community. This report draws extensively on these comments, which has been edited where anonymity was requested. Where permission has been granted, the comments are cited verbatim. This report is also supported by a considerable additional analysis of earlier studies and new research. 
Some needs of the 3D visualisation community are common to the Arts and Humanities in general, and many of these have been identified in earlier studies. None of the methodologies proposed or used by these earlier studies served as a direct model for this research.
 The authors of the Hunt for Submarines report have approached the needs of researchers from a primarily technological perspective, i.e. by grouping identified needs according to computing criteria, and listed them as follows: Interfaces, Capture, Modelling, Image processing; Video; Visualisation; Processor power; Storage; Display. Additional categories of needs are concerned with: collaboration; image collections; access; categorisation/ordering and finding images.

As quantitative methods – the predominant approach in earlier studies with similar objectives – were beyond the means of 3DVisA, this Report draws upon established theories and communitarian practices developed in Social Sciences and Anthropology in recent decades.
  The emphasis is on the response from educational and research communities to the ever greater use of digital technologies in communication and human interactions.
One of the lessons one may learn from the earlier surveys is that qualitative research based on questionnaire may be problematic in the Arts and Humanities communities: the results do not need to be representative in order to be meaningful; a single voice can make a real difference to future developments. This contradicts the rationale of qualitative methods. It is not possible to say to what extent individual comments included in this Report are representative of a wider demand. Some comments refer to needs which are contradictory, yet both positions should be addressed.

Questionnaire-based methods are time and labour intensive to conduct and the response is often disappointing. A low response rate is caused by general ‘questionnaire fatigue’, as well as the questions often considered to be too generic to adequately reflect upon specialist areas of study.
  Therefore, all surveys listed in Chapter 1.2. used selective interviews as a follow-up method. The author participated in three of these surveys, acting as respondent and interviewee.  This experience was helpful in conducting the present research.

The cost of AHDS and IRLT surveys that employed such methods recently has been indicated in Chapter 1.2.  3DVisA has not budgeted for the use of qualitative methods.
· Scope
Only the needs which have been communicated to the author are discussed. The discourse is therefore that of reporting, rather than deductive assumption.  There may be other concerns not covered here because of lack of supporting evidence. Views were solicited across Arts and Humanities disciplines, research and pedagogical interests, and levels of computing skills. Paradoxically, disciplines where the use of 3D visualisation is routine (e.g. architectural practice, film studies) are poorly represented here. The low response from these practitioners and researchers may be explained by the fact that where 3D technologies are well established, the mechanisms for addressing new needs are already in place. The voice tends to be stronger when comments concern problems. Demands for support identified here range from individual to community-wide issues. Some require straightforward actions, others call for considerable changes in legislation and policies on a national level, and major shifts in attitudes. Where more research is needed, follow-up actions have been suggested.
· Timescale

The research leading to this report was conducted over a period of six months, from June to November 2006, on a part-time basis and concurrently with other activities. The Report was drafted in January-April 2007 and revised in July 2007 to include new research and signal the changes in the administrative structure of the UK institutions that are responsible for supporting research and education in the UK. The effects of these changes are yet to be seen.
� Bentkowska-Kafel, A. (2006), 3DVisA Survey of 3D Projects, an unpublished report available from 3DVisA. The 3DVisA Index of 3D Projects is an evolving resource available at www.viznet.ac.uk/3dvisa.


� Pringle, M. (2005), ‘The Bigger Picture – A method for Identifying Community Needs’, Electronic Imaging and the Visual Arts (EVA) Conference Proceedings, University College, London, 25-29 July 2005, eds. Hemsley, J. et al., ISBN 0-9543146-6-2, pp. 32.1-32.10.


� Pringle, M. and Shepherd, R. (2007), The Hunt for Submarines in Classical Art: Mappings between scientific invention and artistic inspiration, Report published by AHDS Visual Arts, Funded by the Arts & Humanities Research Council, available at http://www.ahrcict.rdg.ac.uk/activities/strategy_projects/reports/vads/vast_full_report.pdf.


� For an introduction to the community theory from educational perspective and bibliography see Smith, M. K. (2001) 'Community' in The Encyclopedia of Informal Education, � HYPERLINK "http://www.infed.org/community/community.htm" �http://www.infed.org/community/community.htm�.


� The schedule for the ILRT Bristol survey of 2005-2006, Current ICT Use and Future Needs of Arts and Humanities Researchers, had to be extended because of ‘difficulty in reaching the target audience, slow response, and respondents’ inconsistent interpretation of the questions which varied depending on experience.’ The investigators concluded: ‘Response to the initial survey invitation was slow, requiring extension of the deadline, but with active support from our Steering Group, finally achieved just under 500 responses [ABK: Actual figure: 449]. Students represented around a quarter of the responses. One of the main difficulties was finding appropriate routes to reach A&H researchers and in establishing the target population in UK HE.’ Source: AHRC ICT Strategy Projects, http://www.ahrcict.rdg.ac.uk/activities/strategy_projects/huxley2.htm.  
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