








Appendix 1. Project
overview

Project

ArtisanCam
Projects 1 &2

City Heritage
Guides

Every Object
Tells a Story

Film Street

64 Demos

Partners

CLEO (Cumbria &
Lancashire Education
Online) (lead partner),
artists@work.org,
Notion 23
(technology)

24 Hour Museum,
SSL (technology),
Get Frank (design)

Victoria & Albert
Museum, Channel 4,
Ultralab (technology),
Tyne & Wear Museums,
Birmingham Museum
& Art Gallery, Brighton
& Hove Museums
First Light (lead
partner), CBBCi,
British Film Institute,
UK Film Council,
Creative Partnerships,
Atticmedia (website
design)

Date of launch

ArtisanCam North
2004
Nationwide 2005

September 2004

Budget

1st phase
£292,931
2nd phase
£253,402

£236,702

Events summer 2003 £1,960,000

Microsite in V&A

Website August 2003
Website January 2005
Full database version

May 2005

April 2006

£640,850
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Project Partners Date of launch Budget

Headline History Associated Northcliffe  June 2004 £663,187
Digital

Icons Cognitive Applications/ January 2006 £1,065,000
Icons Online

MadforArts The Community Website August 2004 £429,103

Channel (lead partner), Project live October
Mental Health Media, 2004 to December
Rethink, Web Agency 2005

Reefnet (technology)

My Art Space The SEA (website January 2006 £343,924
design, technology),
CETADL (Centre for
Educational Technology
and Distance Learning),
Urbis, The Study Gallery,
D-Day Museum

Noise Noise Festival October 2006 £60,000
Origination Insite Channel 4, National January 2005 £381,510
Museum of Film,
Photography and TV,
At-Bristol,

Wolverhampton Art
Gallery, Rugby Library,
Art Gallery and
Museum, The Churchill
Museum and Cabinet
War Rooms, Tottenham
Hotspur Football Club
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Project

Plant Cultures

Playground Fun

ProjectsETC and
other
dissemination
activities

Rosetta Requiem

SoundJunction

Stagework
Projects 1 &2

66 Demos

Partners

Royal Botanical
Gardens, Kew (lead
partner), Museum of
London, Bradford
Community
Environment Project,
National Museums
Liverpool, Leicester
City Museums, NYKRIS
(website design)

Developed by

Learnthings, based on
an original idea by the
University of Glasgow

Produced in-house
by Culture Online

Rosetta Life

ABRSM (lead partner),
Atticmedia (website
design)

National Theatre

(lead partner), lllumina
Digital (technology),
Bristol Old Vic,
Birmingham Repertory
Theatre, West Yorkshire
Playhouse, Northern
Broadside

Date of launch

Outreach work
May 2004

Full website
February 2005

Website and school
project April 2005

Website in beta
from May 2006
Launched October
2006

Website live July
2005

Official launch
October 2005

October 2005

January 2004

Budget

£431,367

£293,169

£116,689

£171,142

£668,686

Phase 1
£535,885
Phase 2
£320,291
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Project

The Dark

The Transporters

Web accessibility
DVD and
workshops

Web Design
Challenge

WebPlay UK
Projects 1 &2
(WebPlay US/
London 2000/01)

WWII
Remembered:
BBC project

WWII
Remembered:
Age Concern
project

Partners

Braunarts

Autism Research
Centre (Cambridge
University), National
Autism Society, Catalyst
Pictures Ltd

City University Centre
for Human Computer
Interaction Design

Hansard Society,
Design Museum

WebPlay

BBC Factual and
Learning, Museums
Library and Archive
Council in four regions
- South West, East

of England, West
Midlands, Yorkshire

Age Concern national
organisation with
regional federations
in the South West

Date of launch Budget
Installation March ~ £342,950
2004

January 2007 £424,847

Workshops 2004/05 £117,455
DVD launched
Feb 2005

School competition £263,166

October 2004 to June

2005

Being Heard website

live September 2005

November 2003 Phase 1
£225,038
Phase 2
£448,649

Outreach work £371,646

Spring 2004 to

Spring 2005

(BBC People’s War

website live June

2003)
£59,514
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descriptions

ArtisanCam — www.artisancam.org.uk — Projects 1 & 2

The ArtisanCam website allows students to watch videos and
webcams of artists at work in their studios or other locations. Once
live watching is finished, their work is captured in a time-lapse video
which summarises their activities. One artist per term is featured in a
live webcam. An interactive part of the website allows users to
virtually ‘try’ the artists’ techniques themselves. The website provides
ideas and extra material for teachers: there is more information on
each featured artist (techniques, influences, gallery), a questions
section, video lessons etc. The project is aimed primarily at Key Stage
2 and 3 pupils and their teachers.

ArtisanCam was created as a partnership between CLEO (Cumbria
and Lancashire Learning Online, artists@work and Notion 23.
ArtisanCam North was launched in 2004.

The following year ArtisanCam was redeveloped as a national
project. The project is ongoing with new artists and new genres being
added; the most recent artist has been commissioned by a consortium
of schools.

City Heritage Guides — www.24hourmuseum.org.uk/cityheritage

The City Heritage Guides website offers up-to-date cultural and
heritage guides for ten UK cities (Birmingham, Brighton & Hove,
Bristol, Leeds, Leicester, Liverpool, London, Manchester, Newcastle &
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Gateshead and Norwich). The guides are written by a variety of
contributors, including community groups and individuals, who
submit their stories and pictures using a specially created authoring
tool, ‘Storymaker’. The subsections range from ‘local history’ and ‘city
trails’ to ‘by kids for kids), catering for a variety of social groups.

The guides were commissioned from the 24 Hour Museum, the
Brighton-based UK’s National Virtual Museum, and were launched in
September 2004. The website remains active and has continued to be
updated by student writers, volunteers and 24 Hour Museum staff,
the database of venue and listings by partner institutions.

Every Object Tells a Story — www.everyobject.net
Every Object Tells a Story is an online collection of thousands of
stories about objects, customarily accompanied by their pictures and
at times by video footage, which mean something special to a person.
The site relies on user-generated content. Any member of the public
can contribute a story via the website. Staff at the Victoria & Albert
Museum (V&A) and its partners Tyne & Wear Museums,
Birmingham Museum & Art Gallery and Brighton & Hove Museums
have submitted stories about objects in their collections. Stories were
also collected by outreach projects run in schools, communities,
outdoors parks, markets and shopping malls, by the V&A and the
partner museums via iPods, laptops and video stories in video-booths
and a mobile video-booth taxi. The featured objects range from
everyday items with a special, personal history and meaning (eg
grandfather’s old camera) to more exotic ones (eg Nicholas II's
coronation commemorative set); they can be browsed in sub-
categories of ‘visual arts, ‘entertainment, ‘fashion, ‘homes,
‘childhood’, ‘hobbies’, ‘nature’, ‘beliefs and ideas’ and ‘science and
technology. The ‘learning’ section of the Every Object website
provides free classroom resources for Key Stages 2, 3 and 4 lessons in
ICT, history, English and citizenship.

Since October 2005, Every Object has released a series of audio
podcasts, where curators, archivists and researchers share their
personal stories about items, and video podcasts of the finalists of a
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video competition — the first audio and video podcasts from the UK
museum and gallery sector. The project is ongoing and the website
continues to be updated with new stories. The website will continue
to be hosted by the V&A Museum for another four years.

Film Street — www.filmstreet.co.uk

An interactive website which seeks to engage children between the
ages of 6 and 9 years in the world of film by improving understanding
of the medium and encouraging the exploration of filmmaking. Led
by First Light, the collaborating partners include CBBCi, the British
Film Institute, the UK Film Council and Creative Partnerships. The
website was produced by Atticmedia and launched in April 2006. It
allows children to engage with activities on, eg sound, lighting and
special effects, write film reviews, and think of ideas for film scripts. A
‘Film Mag’ has features and information on upcoming films. The
website also includes a section for parents and teachers with activities,
downloads with curriculum links, and information on children’s
cinema film festivals in different areas.

Headline History — www.headlinehistory.co.uk

Headline History is a multimedia educational website on the theme
of newspaper journalism. It contains 24 fact-based lead stories — six
issues each of four ‘virtual newspapers’ from different periods in
history: the Romans, the Tudors, the Victorians and World War II —
which link directly to areas in the history National Curriculum. The
website allows pupils to search the facts, interview witnesses
(choosing from pre-selected questions), write reports and edit the
web newspapers by adding quotes etc. They can also send in their
own stories of their neighbourhood in the featured eras, some of
which will be published. Teachers act as the newspaper editor, setting
pupils tasks as though they were running a proper newsroom. The
website has dedicated sections for both pupils and teachers, with lots
of material to download. The project supports Key Stage 2 (7-11-
year-olds) in the National Curriculum in subjects of history, ICT and
English.
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Headline History was created and is maintained by Associated
Northcliffe Digital, part of the Northcliffe Newspapers Group. The
website has been live since June 2004. Since April 2006 Headline
History has also hosted live chat sessions where children can ask
questions from someone impersonating a historical figure.

Icons — www.icons.org.uk

Icons, developed by the interactive media company Cogapp and a
purpose-created non-profit company Icons Online, went live in
January 2006.

It is a gradually growing online collection of British cultural ‘icons’,
which will piece together a portrait of contemporary England in a
jigsaw fashion. The Icons website allows users to nominate and vote
for possible icons and to add anecdotes and comments about the
icons. The aim of the project is to spark debate about what makes
England what it is in the twenty-first century. The current icons
collection includes, for example, people (eg Robin Hood, Sherlock
Holmes), cultural products (eg the Oxford English Dictionary, Monty
Python, The Archers), food and drink (pint of real ale, cup of tea), the
built environment (eg Tower of London, Blackpool Tower) and
natural sites (eg the Lake District). A ‘learn & play’ section of the
website provides resources for teachers (lesson plans in literacy and
citizenship, activities), audio-visual material on the icons and an
icons quiz.

Once the project contract with Culture Online finished in March
2007, Icons was transferred to the 24 Hour Museum, which will
continue to maintain and develop the site with further releases of
Icons content.

MadforArts — www.madforarts.org

MadforArts was an internet and TV project aimed to encourage
people with mental health issues to talk about the public art that
inspires them. The project was delivered by Community Channel in
partnership with Rethink and Mental Health Media, and it received
support from all other leading mental health charities (eg Sane,
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Mind). Ten short films (5 minutes each) were produced as part of the
project. In each film a person suffering from a mental illness spoke
about a chosen artwork and related it to their illness (depression,
manic repression, schizophrenia, postnatal depression, psychotic
behaviour, anxiety). All films were shown on Community Channel
and Channel 5 and they are now available for viewing via the website.

The MadforArts website went live in August 2004, and the film
project ran until late 2005. Events were hosted in 19 galleries around
the UK during the project, including launch and closing events
hosted by Tate Modern and the National Gallery. The project website
remains live, allowing access to the films.

My Art Space — www.myartspace.org.uk

A project aiming to revitalise children’s experience of museums and
galleries by the use of mobile phones and the internet. In association
with museums and galleries the project allows students on school
visits to ‘collect’ and share cultural artefacts using mobile phones.
These ‘collections’ can then form part of culture-related classroom
work. The project is aimed at Key Stages 2 and 3.

My Art Space is being developed by SEA and CETADL (Centre for
Educational Technology and Distance Learning). The pilot of My Art
Space started in January 2006 in three participating organisations: the
D-day Museum (Portsmouth), Urbis (Manchester) and the Study
Gallery (Poole).

Noise Festival — www.noisefestival.com/

Noise is an arts festival for young people (25 and under) aimed at
showcasing talent and promoting creativity across a series of media
platforms on television, radio, online and print. Noise received over
4000 submissions from young people across every major postcode in
the country and has held a series of successful showcase exhibitions in
London, Manchester and Liverpool. Showcased submissions were
selected by a panel of acclaimed industry professionals including top
UK entrepreneur Wayne Hemingway and design legend Peter Saville
(of Factory Records). Promotional partners for the festival included
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Aesthetica, Blueprint, Cent, Flux and Marmalade and the festival was
also featured in Vogue, Elle Decoration, Creative Review, the Telegraph
and the Guardian Guide as well as on BBC2, MTV and Community
Channel.

Culture Online helped Noise recruit an online producer and lead
technologist. They also funded a review of software that Noise
intended to use for the site and part of the website development.

Other funders include NWDA (North West Regional Development
Agency) and ACE (Arts Council England).

Origination Insite — www.channel4.com/insite

This project, led by Channel 4, facilitated the creation of websites that
reflected and celebrated the communities of various minority ethnic
groups. The project hoped both to build IT skills within these
communities and to use the Channel 4 brand and web traffic to
increase knowledge of and interest in their rich cultural heritage. The
websites created under this project that attracted the most traffic were
WildWalk (celebrating the cultural origins of various foods and
flavours), Arrivals and Integration (a visual narrative of postwar
immigration) and Body Adornment (a project by Wolverhampton
Art Gallery that looks at the impact of African, Chinese and Asian
body art on British fashion and culture).82 To foster contributions
from target groups with lesser IT ability, in February—December 2005
Channel 4 organised a series of two-day workshops in website-
building, in partnership with museums, galleries and community
groups in the five project areas (Bristol, Wolverhampton, Bradford,
Rugby and London). To encourage participation by young people, a
website-building competition was run in schools.

The website-creation phase of the project has now been dis-
continued. All the created websites can still be browsed and from
November 2006 the project website has provided links to other skill-
building projects in the UK.

Plant Cultures — www.plantcultures.org.uk
Plant Cultures is a collection of South Asian plants and related
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information, created by the Royal Botanic Gardens, Kew. Through
user-generated anecdotes, comments and recipes for the plants the
website aims to preserve and share knowledge about the deeper
cultural and religious significance of the plants, and in this way to
celebrate Asian (Indian, Pakistani, Bangladeshi) cultures and their
influence on British life. The database of stories and pictures can be
browsed by theme. An ‘activities’ section includes recipes and ideas
for reading, creative and outdoor pursuits. A ‘schools’ section
contains ideas and worksheets for classroom activities in ten different
subjects (eg art, history, religious education, geography) for Key
Stages 2, 3 and 4.

The website was launched in February 2005. To encourage
contributions from hard-to-reach audiences, outreach workshops
were run in four cities by Bradford Community Environment Project,
the Museum of London, Leicester City Museums and the National
Museums of Liverpool.

Playground Fun — www.playgroundfun.org.uk

Playground Fun is a website which aims to promote traditional
playground games, primarily among 7-9-year-olds. The overall aims
of this project were to promote physical activity, inclusiveness,
improvement of social skills, oral history and interaction. The website
contains information and rules of numerous games. They can be
searched by the categories of chasing, catching, searching and ball
games. Users can contribute rules for their own games or variations
on the existing ones; by the end of February 2006 a total of 495 games
and game versions had been added to the site. They can also upload
pictures to the game pages and contribute to a message forum divided
into ‘games), ‘songs and rhymes’ and ‘miscellaneous’ topics.

In one project Playground Fun was conducted as a partnership
between Learnthings and the V&A Museum of Childhood. Six
schools from London and East Anglia took part in a six-lesson pilot
project to introduce new games to pupils in April-June 2005. In order
to support and publicise the website, Learnthings and the V&A
conducted teacher training sessions in 2005/06 and a summer
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programme of events at the Museum of Childhood in 2005. The
website remains live.

ProjectsETC — www.projectsetc.org

The ProjectsETC website aims to bring together people who create
interactive resources for education and culture. The site contains
practical advice on various aspects of planning and managing online
culture projects, ranging from content creation to funding. There are
also case studies of best practice such as the ‘Children’s Tate’ website.
The site functions as a platform for information sharing and
collaboration: users are encouraged to contribute their own
experiences and comment pieces, or to suggest article topics for
others to cover. It is possible to sign up for updates to the website via
an RSS feed. ProjectsETC also publishes a series of podcasts with
first-hand accounts and interviews with practitioners; the first one
features the former culture secretary Chris Smith. ProjectsETC has
been developed by Culture Online. On the conclusion of Culture
Online’s work, the site was transferred to the sector skills agency,
Creative and Cultural Skills, which will maintain and develop the site
as a free resource as part of their Creative Knowledge Lab.

Rosetta Requiem — www.rosettarequiem.org

Rosetta Requiem gave hospice users a chance to express their
creativity by producing songs and films. The project was led by the
charity Rosetta Life, which helps people with life-threatening illnesses
to express themselves through art. Rosetta Requiem was first
launched in summer 2005. Hospice users created songs and films
through a series of workshops and master classes, where artists and
volunteers worked with them. Well-known filmmakers, musicians
and composers gave up their time to be involved, including Michael
Nyman, Billy Bragg, Orlando Gough, Jarvis Cocker and Emily Young.
One of the songs from Rosetta Requiem, ‘We Laughed’, was released
as a single and reached number 11 in the official charts in November
2005. The produced songs and films are available through the
website. The website also gives access to the online diaries of
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participating hospice users during the project, which can be used as a
future resource for support for patients, families, carers and friends.

SoundJunction — www.soundjunction.org

SoundJunction is a website which aims to inspire musical learning
and exploration by providing a wealth of information, interactive
tools and know-how. The website was designed and put together with
contributions from over 200 musicians, teachers, students and music
industry professionals. It features over 50 hours of audio and video
and some 1000 pages of content, covering over 300 pieces of music
from traditions around the world. The website tools allow the users to
find out about composing, performing, recording and producing
music; create their own music by remixing elements of specially
commissioned pieces with other ‘sound bites’ from the
comprehensive SoundJunction library; listen to music specially
written and recorded by more than 40 top musicians, remix artists
and composers; explore music, take it apart, listen to different
instruments and voices and find out how music works; and discover
music and instruments from different traditions.

SoundJunction was developed by the lead partner, the Associated
Board of the Royal Schools of Music. The website was launched in
October 2005 and is on target to reach 250,000-500,000 young people
in the UK over the next three years.

Stagework — www.stagework.org.uk — Projects 1 ¢ 2

Stagework is a website that provides insight into making theatre for
new and existing audiences. It allows users to follow the evolution of a
production from rehearsal to live performance. The material consists
of video footage, photos, web diaries and interviews with leading
actors and members of the creative and technical teams. The theatre
productions explored on the site include the National Theatre’s two-
part production of Philip Pullman’s His Dark Materials trilogy, Coram
Boy, Richard III, Henry V, The Crucible and The UN Inspector. The
website contains resources for teachers, such as advice on how to use
theatre practice to encourage creativity and learning, lesson plans for
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Key Stages 3 and 4 in history, English and drama, citizenship and
religious education. Sections of the website give information on the
featured productions, background on the people featured on the
interviews and rehearsal footage, and in-depth exploration of the
issues of the plays (eg war, blasphemy).

Stagework was developed by the lead partner National Theatre,
with contributions from Bristol Old Vic and the Birmingham
Repertory Theatre. The website was launched in January 2004. A
follow-on project from 2006 added new theatre productions, more
regional theatre partners and additional online tools.

The Dark — www.thedark.net

The Dark is a website and a touring interactive installation based
purely on sound. It explores the theme of slavery by creating an
imaginary, three-dimensional aural soundscape with sound effects,
commissioned music and spoken text by three ‘ghost’ characters from
the eighteenth century, including the poet Edward Rushton and his
work. The online version of The Dark contains a totally blank screen
with the three-dimensional soundtrack. To users without broadband,
there is the option to purchase a CD-Rom copy of The Dark via the
website.

The project was created by Braunarts. The interactive installation
was first set up in the Dana Centre, London, March—April 2004. It
then toured in other English and international museums and galleries
(Rotherham, Birmingham, Liverpool) in 2004/05. The Dark remains
accessible via the website and the installation is looking for future
venues.

The Transporters — www.transporters.tv

The Transporters is a fun animation series that aims to help children

with autism discover the world of human emotions. Culture Online

commissioned and developed the series in partnership with the

Autism Research Centre at Cambridge University and Catalyst Pictures.
The Transporters DVD includes 15 five-minute stories featuring the

adventures of eight loveable characters with real human faces. Each
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episode focuses on a different emotion and has an associated
interactive quiz to reinforce learning. Up to 40,000 DVDs have been
distributed through the National Autistic Society along with an
information booklet for parents, teachers and carers.

The Autism Research Centre has conducted some initial research
into the effects of using the project with children who have high-
functioning autism. After watching The Transporters for 15 minutes a
day over four weeks, children with high-functioning autism caught
up with typically developing children of the same age in their
performance on emotion recognition tasks. These results are subject
to peer review and further research will follow.

Web Accessibility DVD and workshops

Culture Online saw Accessibility issues as an important part of their
audience focus. Their intention was to put individuals in the minds of
producers and developers when they considered accessibility, rather
than going through a mechanical ‘box ticking’ exercise. Culture
Online’s accessibility strategy focused on incorporating the needs of
disabled people into the conceptualisation and design of projects
from the beginning. In partnership with Prof. Helen Petrie and her
team at City University’s Human Computer Interaction Group they
hosted an accessibility workshop for each project. They com-
missioned City University to test most of the websites with people
with disabilities and then helped the development teams incorporate
the changes necessary to make their sites accessible. Culture Online
also commissioned an Accessibility DVD featuring several people with
a range of disabilities going about their daily lives and using the web. It
made the case for good standards of Accessibility and offered practical
advice from experts on how to incorporate best practice into projects.

Web Design Challenge — Being Heard — www.beingheard.org.uk
The Web Design Challenge was a competition for Key Stage 3 pupils
run by the Hansard Society in cooperation with the Design Museum
held in the 2004/05 academic year.

Students were called to create websites based around the theme of
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citizenship. The ideas received ranged from ecology and the
environment to politics and religion. The competition website
included curriculum-related materials for teachers for the first phase
of the competition. The creators of the 200 short-listed entries were
given the task of creating a site under the title ‘Being Heard” and
invited to attend website-design workshops with professional
designers. Five of these designs were short-listed, and the winning one
formed into a professional, live website — www.beingheard.org.uk —
which aims to involve more young people in politics. It has user polls,
quizzes and up-to-date political news, which are also available via a
news feed. Users can submit articles for the website or write
comments for consultations.

WebPlay — www.webplay.org — Projects 1 & 2

WebPlay enables primary school children from rural and urban areas
to work with professional theatre companies and a partner school to
create, produce and perform short plays. The preparation stage
involves communication between children in the partner schools,
online discussions about the play between the children and the
theatre company, a field trip to the theatre with the partner school,
and workshops. The completed plays are uploaded onto a specially
created website. The project is aimed at Key Stage 2 pupils and
supports the National Curriculum subjects English, literacy, ICT and
drama.

WebPlay was first launched in November 2003 as a Culture Online
project in schools in Birmingham and Shropshire. (Previously,
WebPlay ran in 2000/01 in six schools in London and six in Los
Angeles, expanding a year later to include New York.) A new project
stage from 2005 expanded the audience to include younger children
and extended local activities to include Leicester, Nottinghamshire
and, most recently, Berkshire and Hampshire.

World War II Remembered — www.bbc.co.uk/ww2peopleswar — BBC

and Age Concern
WWII Remembered was an outreach initiative, aimed at overcoming

Demos 79



Logging On

barriers to the use of new technology among hard-to-reach groups —
particularly the elderly. It was built around a ‘call to action’ — in this
case, the opportunity to contribute personal histories to the BBC’s
People’s War project: an online collection of memories and personal
anecdotes about the Second World War. Older people with little or no
experience of using computers were able to attend supported
computer ‘taster sessions’ in a social environment — often through
local museums and voluntary organisations. World War II
Remembered comprised two projects working in parallel — one with
the BBC, the other with Age Concern, and also involved partnerships
with four regional MLAs and a substantial number of local voluntary
organisations. It ran between June 2003 and January 2006. Outreach
officers were appointed to develop networks of partners. A total of
780 outreach events were held in 2004/05 across England at MLA
partners (museums, libraries, archives), old people’s homes and
community centres. The target audience of 60,000 was surpassed by
17,000. The thousands of resulting stories were published on the
People’s War website — among the overall project archive of 47,000
stories and 15,000 images. The People’s War website has been closed
to new additions but it remains live as an online archive of oral
histories.
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for Culture Online’s

projects

To date, Culture Online projects have won 25 major awards

Award Project

2004
Newspaper Society  Headline History

BAFTA Interactive Stagework
Headline History

2005

WEBBYS Headline History
New Media City Heritage Guides
Association of Stagework

Online Publishers

Web Marketing Headline History
Association Web
Awards

Category

Best web design

Best promotion of an online
service

Best digital media
development

Factual learning
Children’s learning

People’s voice — broadband
Education

Design

Outstanding website
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Award

2005 continued
United Nations
World Summit
Newspaper Society:
Digital Media

Awards

2006
BETT

New Media
Effectiveness

Association of Online
Publishers

Music Industries
Association

Newspaper Society:
Advertising and
Digital Media Awards
E-Learning Awards
British Interactive

Media Awards

2007
BETT

Yahoo

European E-Learning
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Project

Stagework

Headline History

Stagework

SoundJunction

SoundJunction

SoundJunction

Headline History

SoundJunction

SoundJunction
Film Street

ArtisanCam
SoundJunction
Film Street

Film Street

Category

E-learning

Web design

English Key Stage 3 &4
Effectiveness in music
Innovation

Best launch

Best supplier initiative

Best online community
webpage

Most innovative new
product
Education and training

Kids

Digital content (primary)
Digital content (secondary)
Find of the year

Best international project



Appendix 4. Website
visitor numbers

Small project, aimed at a narrow target audience
(hospice users)

Rosetta Requiem

©)
@)

O

October 2005 to February 2007: 20,046 visits to the website
worked with 177 hospice users to create music and films
with them

featured twice on Jeremy Vine’s BBC Radio 2 lunchtime
show (interviews with Billy Bragg and Maxine
Edgington); single released due to popular public demand
after song was performed by Billy Bragg on the show; also
featured on BBC1’s live New Year’s Eve programme
December 2005

22,000 copies of ‘We Laughed’ sold, reaching number 11
in UK singles chart.

Medium-sized educational project

Stagework
O January 2004 to February 2007: 488,520 visits to the
website
O 7400 downloads to date
O site also provides career advice to 16+ who want to work

backstage in the theatre
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O

blogs introduced to highlight the touring process and
allow the audiences a chance to feed back to individuals
involved in the production process

has won two BAFTAs, a BETT award and a UN World
Summit Award.

Large general audience project

Icons

©)
©)

Notes

January to February 2006: 1,521,017 visits to the website
Just under 500,000 votes cast, nearly 8000 nominations
(over 1000 published to date), and 8500 comments left on
the site.

These figures count one visitor as one IP address.
Consequently, the figures shown here for visitors are likely
to be underestimates, because they do not take account of
multiple users using the same IP address.

The time frame for these three projects covers different
periods.

The statistics provide interim figures — the projects are
still running and visitors are still accessing the websites.
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DEMOS - Licence to Publish

THE WORK (AS DEFINED BELOW) IS PROVIDED UNDER THE TERMS OF THIS LICENCE (“LICENCE").THE
WORK IS PROTECTED BY COPYRIGHT AND/OR OTHER APPLICABLE LAW. ANY USE OF THE WORK OTHER
THAN AS AUTHORIZED UNDER THIS LICENCE IS PROHIBITED. BY EXERCISING ANY RIGHTS TO THE WORK
PROVIDED HERE, YOU ACCEPT AND AGREE TO BE BOUND BY THE TERMS OF THIS LICENCE. DEMOS
GRANTS YOU THE RIGHTS CONTAINED HERE IN CONSIDERATION OF YOUR ACCEPTANCE OF SUCH TERMS
AND CONDITIONS.

1

2

Definitions

a “Collective Work” means a work, such as a periodical issue, anthology or encyclopedia, in which
the Work in its entirety in unmodified form, along with a number of other contributions,
constituting separate and independent works in themselves, are assembled into a collective
whole. A work that constitutes a Collective Work will not be considered a Derivative Work (as
defined below) for the purposes of this Licence.

b “Derivative Work” means a work based upon the Work or upon the Work and other pre-existing

works, such as a musical arrangement, dramatization, fictionalization, motion picture version,

sound recording, art reproduction, abridgment, condensation, or any other form in which the

Work may be recast, transformed, or adapted, except that a work that constitutes a Collective

Work or a translation from English into another language will not be considered a Derivative

Work for the purpose of this Licence.

“Licensor” means the individual or entity that offers the Work under the terms of this Licence.

“Original Author” means the individual or entity who created the Work.

“Work” means the copyrightable work of authorship offered under the terms of this Licence.

“You"” means an individual or entity exercising rights under this Licence who has not previously

violated the terms of this Licence with respect to the Work, or who has received express permission

from DEMOS to exercise rights under this Licence despite a previous violation.

Fair Use Rights. Nothing in this licence is intended to reduce, limit, or restrict any rights arising from

fair use, first sale or other limitations on the exclusive rights of the copyright owner under copyright

law or other applicable laws.

Licence Grant. Subject to the terms and conditions of this Licence, Licensor hereby grants You a

worldwide, royalty-free, non-exclusive, perpetual (for the duration of the applicable copyright) licence

to exercise the rights in the Work as stated below:

a toreproduce the Work, to incorporate the Work into one or more Collective Works, and to
reproduce the Work as incorporated in the Collective Works;

b to distribute copies or phonorecords of, display publicly, perform publicly,and perform publicly
by means of a digital audio transmission the Work including as incorporated in Collective Works;

The above rights may be exercised in all media and formats whether now known or hereafter

devised.The above rights include the right to make such modifications as are technically necessary to

exercise the rights in other media and formats. All rights not expressly granted by Licensor are hereby
reserved.

Restrictions. The licence granted in Section 3 above is expressly made subject to and limited by the

following restrictions:

a You may distribute, publicly display, publicly perform, or publicly digitally perform the Work only
under the terms of this Licence, and You must include a copy of, or the Uniform Resource
Identifier for, this Licence with every copy or phonorecord of the Work You distribute, publicly
display, publicly perform, or publicly digitally perform.You may not offer or impose any terms on
the Work that alter or restrict the terms of this Licence or the recipients’ exercise of the rights
granted hereunder.You may not sublicence the Work.You must keep intact all notices that refer
to this Licence and to the disclaimer of warranties. You may not distribute, publicly display,
publicly perform, or publicly digitally perform the Work with any technological measures that
control access or use of the Work in a manner inconsistent with the terms of this Licence
Agreement.The above applies to the Work as incorporated in a Collective Work, but this does not
require the Collective Work apart from the Work itself to be made subject to the terms of this
Licence. If You create a Collective Work, upon notice from any Licencor You must, to the extent
practicable, remove from the Collective Work any reference to such Licensor or the Original
Author, as requested.

b You may not exercise any of the rights granted to You in Section 3 above in any manner that is
primarily intended for or directed toward commercial advantage or private monetary
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compensation. The exchange of the Work for other copyrighted works by means of digital file-
sharing or otherwise shall not be considered to be intended for or directed toward commercial
advantage or private monetary compensation, provided there is no payment of any monetary
compensation in connection with the exchange of copyrighted works.

If you distribute, publicly display, publicly perform, or publicly digitally perform the Work or any
Collective Works, You must keep intact all copyright notices for the Work and give the Original
Author credit reasonable to the medium or means You are utilizing by conveying the name (or
pseudonym if applicable) of the Original Author if supplied; the title of the Work if supplied. Such
credit may be implemented in any reasonable manner; provided, however, that in the case of a
Collective Work, at a minimum such credit will appear where any other comparable authorship
credit appears and in a manner at least as prominent as such other comparable authorship credit.

5. Representations, Warranties and Disclaimer

By offering the Work for public release under this Licence, Licensor represents and warrants that,
to the best of Licensor’s knowledge after reasonable inquiry:

i Licensor has secured all rights in the Work necessary to grant the licence rights hereunder
and to permit the lawful exercise of the rights granted hereunder without You having any
obligation to pay any royalties, compulsory licence fees, residuals or any other payments;
The Work does not infringe the copyright, trademark, publicity rights,common law rights or
any other right of any third party or constitute defamation, invasion of privacy or other
tortious injury to any third party.

EXCEPT AS EXPRESSLY STATED IN THIS LICENCE OR OTHERWISE AGREED IN WRITING OR
REQUIRED BY APPLICABLE LAW, THE WORK IS LICENCED ON AN “AS IS”BASIS, WITHOUT
WARRANTIES OF ANY KIND, EITHER EXPRESS OR IMPLIED INCLUDING, WITHOUT LIMITATION, ANY
WARRANTIES REGARDING THE CONTENTS OR ACCURACY OF THE WORK.

6. Limitation on Liability. EXCEPT TO THE EXTENT REQUIRED BY APPLICABLE LAW, AND EXCEPT FOR
DAMAGES ARISING FROM LIABILITY TO A THIRD PARTY RESULTING FROM BREACH OF THE
WARRANTIES IN SECTION 5, IN NO EVENT WILL LICENSOR BE LIABLE TO YOU ON ANY LEGAL THEORY
FOR ANY SPECIAL, INCIDENTAL, CONSEQUENTIAL, PUNITIVE OR EXEMPLARY DAMAGES ARISING OUT
OF THIS LICENCE OR THE USE OF THE WORK, EVEN IF LICENSOR HAS BEEN ADVISED OF THE
POSSIBILITY OF SUCH DAMAGES.

Termination

7.

8.

This Licence and the rights granted hereunder will terminate automatically upon any breach by
You of the terms of this Licence. Individuals or entities who have received Collective Works from
You under this Licence, however, will not have their licences terminated provided such individuals
or entities remain in full compliance with those licences. Sections 1,2, 5,6, 7,and 8 will survive any
termination of this Licence.

Subject to the above terms and conditions, the licence granted here is perpetual (for the duration
of the applicable copyright in the Work). Notwithstanding the above, Licensor reserves the right
to release the Work under different licence terms or to stop distributing the Work at any time;
provided, however that any such election will not serve to withdraw this Licence (or any other
licence that has been, or is required to be, granted under the terms of this Licence), and this
Licence will continue in full force and effect unless terminated as stated above.

Miscellaneous

d

Each time You distribute or publicly digitally perform the Work or a Collective Work, DEMOS offers
to the recipient a licence to the Work on the same terms and conditions as the licence granted to
You under this Licence.

If any provision of this Licence is invalid or unenforceable under applicable law, it shall not affect
the validity or enforceability of the remainder of the terms of this Licence, and without further
action by the parties to this agreement, such provision shall be reformed to the minimum extent
necessary to make such provision valid and enforceable.

No term or provision of this Licence shall be deemed waived and no breach consented to unless
such waiver or consent shall be in writing and signed by the party to be charged with such
waiver or consent.

This Licence constitutes the entire agreement between the parties with respect to the Work
licensed here.There are no understandings, agreements or representations with respect to the
Work not specified here. Licensor shall not be bound by any additional provisions that may
appear in any communication from You.This Licence may not be modified without the mutual
written agreement of DEMOS and You.
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