Sustainable Dissemination

3.4. Sustainable Dissemination

3D visualisation has been employed in the Arts and Humanities studies for well over three decades now. While the technological progress made over these years has been proven and is experienced by all computer users, the transferable knowledge and experience of 3D visualisation accumulated over these years are elusive. Unlike other areas of academic research, digital scholarship is – not without a reason – notorious for neglecting past achievements. 
· The need for detailed and robust evidence of past achievements and up-to-date information on current work.
‘We need to provide detailed and robust evidence about the achievements to date of the UK arts and humanities community in the use of ICT for high-quality research. The UK may well be a world leader in this respect, but the claim needs more substantiation.’ 

3DVisA has been approached on a number of occasions by 3D visualisation students and more experienced practitioners with requests for information on ‘who has done or is doing similar kind of work’. The following message has been forwarded by a colleague at English Heritage: 

‘I am currently writing a grant for a project, which would involve fairly sophisticated modeling of key English monuments which contain both Romanesque and Gothic building phases.  […] I wondered if English Heritage or anyone else you might know of is going this type of work?

Any information you can offer about others doing this type of work would be greatly welcome.’ 
 
· There is a need for 3D visualisation-based research to follow a standard academic practice of acknowledging earlier research in the field.


In the paper-based research it is inconceivable for the author not to demonstrate his or her knowledge of earlier research in the same area. This is normally evidenced in the critical discussion of earlier findings and the bibliography. This has rarely been the case in research concerned with 3D computer-based visualisation, as if this medium allowed an exception. It is clear from the 3DVisA survey of 3D projects that researchers are either unfamiliar or unwilling to acknowledge earlier research of a similar nature.  Applications for funding of new projects strive to demonstrate the novelty of the proposal, often without referencing earlier work. Evaluators of applications should however be knowledgeable enough to recognise the lack of this information. 
“I certainly don't want to duplicate anyone else's efforts, but if I do get the grant, the models and information from my analysis (which is centered around a particular question) will be available to others, including English Heritage if it might be interested.” [Emphasis ABK]

· The need to make 3D products of research available to others should be coupled with the provision of a means for doing so. Dissemination is at present extremely difficult. 
At present, conferences are the main platform for exchange of knowledge and expertise in ICT-based research, but only a handful of these events publish the proceedings. 3D visualisation and other advanced ICT are fast evolving and print publication does not keep with this pace. Text illustrated with static images is still the predominant format for both online and paper-based publication.  This format is not adequate to 3D visualisation as it does not fully represent its dynamics and interactivity and does not demonstrate the advantages and inherent problems of such applications.

Research success is measured in the UK primarily by number of publications, not even their quality. Research Assessment Exercise (RAE) requires academics to submit qualifying titles of the articles and books they have published. A 3D computer model published in DVD format is not considered as qualifying ‘output’. Examples of two recent visualisation projects available on DVDs, namely the virtual reconstruction of Napoleon’s Triumphal Route through Paris, created by CASA of Bath for the National Maritime Museum, and How Kew Grew produced by King’s Visualisation Lab for Kew Gardens, are not even available from the bookshops at the commissioning institutions. They do not have catalogue records at the British Library, nor an equivalent of ISBN which normally ensures bibliographic presence (therefore also distribution) of an academic title.
· The need to establish a widely recognised system for evaluation of 3D visualisation products as valid academic research output. 

· The need to ensure long-term access to knowledge gained through the use of 3D digital tools.
3D information presented and stored in electronic formats risks becoming obsolete if not pro-actively maintained and migrated to new media.  Knowledge resulting from digital scholarship should be protected from obsolescence factors identified by the Digital Preservation Coalition.
  With the exception of evolving educational resources, such as Virtual Egypt developed by the UCL CASA, very few projects surveyed by 3DVisA have been able to maintain usability and access to 3D computer models and other resources despite their content remaining meaningful and of potential use. The records of projects compiled by 3DVisA contain information, where available, about the current status of created 3D resources.
· The need for establishing a wide range of systems enabling sustainable dissemination of knowledge gained through 3D visualisation, including the  need for electronic (rather than paper-based) publication of research outcomes, especially in a format which allows edits and further enhancement. 

The rationale for this need has been explained by John Pollini in the context of research into sculptural portraiture of Augustus. In a review of a book by Boschung on this subject, Pollini argues:

‘Because of the subjective nature of portrait studies and the constant addition of new archaeological material, no such work [book] can ever really be considered a definitive publication. Added to the corpus in the future will be sculptures like the relatively recently discovered marble portrait of Augustus from the theater at Troy, which could not be included in Boschung's work. Other pieces that have been little published in the past should also be included, like the sculpture in Lowther Castle in Lowther, England. 

Given the rapid developments in new technologies, I can even see in the not too distant future computer databases replacing bound catalogues. In this way, all newly discovered and attributed portraits could be easily added to a corpus. Eventually, too, such a database would allow a researcher to rotate portraits at will on screen to facilitate three-dimensional comparison.’
 [Emphases ABK]
‘…a digital model can be easily updated to reflect corrections to the model or new archaeological discoveries’.

This argument, cited after the creators of the model of ancient Rome from the University of Virginia, US demonstrates awareness of this potential which is common among the practitioners of 3D visualisation, but not among wider community of scholars. A static presentation of research findings corresponding to their fixed status at a given time is practiced by a majority of scholars because of the requirements of RAE and other reasons. Knowledge is not static, it evolves continually. Electronic publications may reflect this evolution if means are provided for their maintenance and sustainability. This long-term custody of knowledge should be planned for at the inception of research projects. Such practice may be further encouraged by exemplary applications.  

· The need for a specialist journal dedicated to 3D visualisation in the Arts and Humanities. 

This need for a specialist, peer-reviewed journal has been identified by a respondent to the 3DVisA Questionnaire. Although an electronic format is advantageous to the interactive 3D graphics, a paper version would also be welcome. This approach has been adopted by the 3DVisA Bulletin. The article on haptic computing by Robert and Stephen Laycock, published in Issue 2, is illustrated with photographs in print version (ISSN 1751-8962) and the online version (ISSN 1751-8970) includes movies. The Bulletin could be developed into a fully fledged peer-reviewed publication. It seems that a similar initiative from the University of Virginia has not yet been realised:
‘The leaders of the project [Rome Reborn] agree that they should shift their emphasis from creating digital models of specific monuments to vetting and publishing the models of other scholars. In this way, the vision of Rome Reborn can be realized more quickly as scholars around the world contribute their work as bricks in the larger edifice of the complete digital model of ancient Rome from the late Bronze Age to late antiquity. Studies are therefore underway about the feasibility of creating an online, peer-reviewed scholarly journal whose mission would be to make the model and related monographs available to students and scholars.’ 

· The need for developing a consensus and a transparent system for sharing knowledge enabled by digital 3D visualisation.
· The need for copyright which protects intellectual property, but does not restrict dissemination of research for academic and educational purposes.
‘With the Shakespeare Electronic Archive, the English Department at MIT has created one of the most comprehensive drama sites worldwide, complementing the complete texts of Shakespeare's works with images and films. Copyright issues, however, restrict the full use of the virtual library to MIT students; select external users have access to most of its services by way of a password.’ 

A number of practitioners of 3D visualisation, especially those involved in computer games, have pointed out the often insurmountable problem of access and reuse of their own work. The terms of use of third-party material in academic studies and teaching is equally burdened with conditions which contradict the purpose of digital research. There needs to be a wider debate to enable a better understanding of issues relating to dissemination of research in this area.   
�  Source: AHRC ICT Programme. Review Activities at www.ahrcict.rdg.ac.uk/activities/review/index.htm.


� Email message addressed to English Heritage, 16 February 2006, and forwarded to the author.


� See note 2.


� Waller, M. and Sharpe, R. (2006), Mind the Gap. Assessing digital preservation needs in the UK, A report published by the Digital Preservation Coalition, York, p. 8, available at http://www.dpconline.org/graphics/reports/mindthegap.html.


� Source: John Pollini’s review of the book, Die Bildnisse des Augustus, Das romische Herrscherbild, Berlin: Gebruder Mann Verlag, 1993, by Dietrich Boschung, Art Bulletin, December 1999, p. 22, available at


http://www.findarticles.com/p/articles/mi_m0422/is_4_81/ai_58926051/pg_22 (14 Oct 2006).


� Cited from the introduction to the Rome Reborn project, University of Virginia, US (no date or author given), http://www.romereborn.virginia.edu/  >About.


� Cited after the project website, Rome Reborn, http://www.romereborn.virginia.edu/ >About >Detail.


� Source: Ravelhofer, B. (2002), ‘Virtual Theatres’, Jahrbuch für Computerphilologie (ISSN 1617-3465), 4, pp. 133-150. Also online at Forum Computerphilologie, http://computerphilologie.uni-muenchen.de/jg02/ravelhofer.html.
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