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Digital Culture Outreach  
and Impact Lab

Presenting imaginative methods and tools to engage citizens 
in culture, art and innovation projects. The workshop will 
address common challenges in cultural uses of technology 
and digital innovation.

14:00 Introductions 
• Opening words: The role of digital culture and innovation in civic 

development 

14:15 Communicate your efforts to date, your successes and your 
challenges 

• Express your project 
• Key messages 
• Channels and tools 

14:45 Audiences and Stakeholders 
• Audience personas 
• Map citizens, audiences, stakeholders 

15:00 Open prototyping 
• Devising a trial 
• Project presentations 

15:20 Wrap up

Schedule
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FutureEverything is a festival and 
innovation lab, that presents innovation 
projects, research prototypes, artworks, 
industry conferences, and live 
experiences showcasing a digital future.  

Over 20 years, FutureEverything has 
participated in and shaped the emergence 
of a digital culture. 



How can we create 
opportunities to engage every 
citizen in the development and 

revitalisation of our cities?



Making, Openness, Creativity 



“In the UK, hack spaces are a place for 
the privileged to indulge hobbies…” 

“In post revolutionary Indonesia or the 
Ukraine, a hack space is a critical centre 
for development and education, a spark 

that might reignite an economy or at least 
change a community…” 

When Art Meets Technology, Innovation is All About the 
Outsider - Leila Curtis 



Artists use the tools we 
have to explore, prototype 

and test our possible 
futures, so that we can 
make better decisions



Connected 
Culture



“Everything comes down to the struggle 
between the network and the hierarchy: 
between old forms of society moulded 

around capitalism and new forms of 
society that prefigure what comes next” 

The end of capitalism has begun - Paul 
Mason
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Engagement and communication  
– pathways to impact 

Once upon a time, a cultural institution was keeper of a ‘cannon’ called art, and lived in an ivory tower... those days are gone.  

There are many reasons why a cultural institution needs to engage citizens, audiences and stakeholders. This engagement can 
often be the most significant and rewarding part of a the project, much more so than the ‘finished’ performance or piece. 
Tangible social and economic impact is now an obsession of the cultural sector. 

Underpinning all of these pathways to impact is the need for genuine engagement and communication in and around cultural 
projects. 

Open prototyping: 

Open prototyping is a technique developed to test a concept or process through input of external contributors. Opening the 
process up can create points of contact to various contributors and audiences at different stages in the development process, it 
can entail multiple points of openness and synthesis. Public trials and demonstrations enable co-creation and testing with a 
wide range of participants, and can help build visibility and engagement around a theme. The public, audiences and 
stakeholders can be engaged in shaping questions, collecting data and adding new interpretation. 
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Session: Communicate your projects to others

iii. Communication channels and tools (IN PAIRS, 6 min) 

Consider what tools and channels (social media, press release, website, 
lecture, workshop, etc) you could use to communicate a key message 
about your project. 

Discuss and describe one way in which you can communicate one key 
message.  

• What is the message? 
• Who do you want to reach? 
• How will you reach them? 
• Why was this tool or channel selected? 

Be precise – name the specific publication, or event, or social media 
service, and how you will access it. 
Describe WHY that channel or tool is better than any other for this 
message. 

iv. Feedback (FULL GROUP, 12 min)  

In turn, stand up and introduce the cultural project of your partner. 
Three words that describe the project. 
Show and describe the image communicating the project. 
The newspaper headline. 
The communication tool/channel, and the rationale for selecting it. 

i. Express your cultural project example  (IN PAIRS, 6 min) 

In pairs, discuss your example project.  
• Give three words that describe your project. 
• Show one image that communicates your project. 
• Describe that image to your partner. 

Ask each other questions so you understand their project. its goals 
and challenges, and would be able to describe it to others. 

ii. Defining key messages  (IN PAIRS, 6 min) 

Discuss these three questions, and record your answers for the 
second two: 

1. How do you want audiences/citizens to perceive your 
project?  

2. Identify one key message that is important to communicate 
about the project.  

3. Imagining the project has been successful, think up a 
newspaper headline to convey that key message. 

Prompts (use these only for inspiration, if you need to) 
What is the greatest imaginable challenge in your project? 
Looking back in 10 years time, what do you hope will be its 
impact? 
What does success look like? 
What was your inspiration or idea when you started doing this? 
Why do you do this, what are your underlying values? 
Is there an aspect you can describe that will surprise people? 
How can it be described to non-specialists? 
Who does it benefit? 
Why should I care? 
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Session: Audiences and Stakeholders
ii.  Touch points – map audiences and stakeholders  
 (FULL GROUP, 5 min)  

In this exercise we will consider users, audiences or stakeholders for 
your project, and if they are likely to encounter your project through 
proactive research, referral or recommendation (word of mouth) or 
dissemination. 

One by one, describe your personas on the chart, and explain your 
rationale for where you place them.

i. Audience/Stakeholder personas – Describe your persona to 
one another (SMALL GROUPS, 10 min) 

In groups of 4, present and discuss the persona you created for your 
project. In turn, each participant describe one ‘person’ (persona) you 
will engage e.g. in the development or dissemination of your project. 
A persona is a fictitious person who you can describe in detail. 

• Name 
• Role 
• Gender/Age  
• Interest - What relevance does your project have to them? 
• Stake - Describe any stake or relationship in your project 
• Needs - What needs or requirements does this user have for 

your project? 
• Technical/Cultural literacy - How literate is this user with art/

culture? 

In your group, discuss the following: 

1. Agree how each persona can be described in one to three 
words.  

2. For each persona, identify one question that persona might 
ask about the corresponding project e.g. How can I find a 
way to take part in theatrical productions? 

3. Decide on a category for your personas (audiences or 
stakeholders – you may decide your persona belongs to 
either one of these), and write your one to three word 
description on a coloured post-it (stakeholders: GREEN, 
audiences: YELLOW). 
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Session: Open prototyping

iii. Project presentations  (FULL GROUP, 10 mins)  

Each group presents their open prototyping concept.  
Discussion.

ii. Open prototyping  – devising a trial   
(SMALL GROUPS, 10 mins)  

In groups, select one cultural project from the group (e.g. a project 
with high potential for external engagement), and devise and describe 
a concept for a participatory experiment or trial that engages external 
contributors in one element or dimension of the project as a whole. 
Look for opportunities for public trials and demos to create visibility 
and engagement for the chosen project.  
Include in your open prototyping concept 

• The objective of the open prototyping concept. 
• The trial activity. 
• One external contributor and their role. 
• The motivation of external contributors. 
• Expected outcomes. 

Each group should nominate a spokesperson (different to the person 
whose project was selected).

Session: Wrap up

Wrap up  (FULL GROUP, 10 mins)  

Tell us one thing you will take away from today – something you can 
incorporate in current or future projects. 
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