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Below, you will find the three editable main sections of this document:
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http://dsh.oxfordjournals.org/for_authors/index.html. We provide a CSL file for use with reference managers such as Zotero. See the file and instructions here:
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Building Bridges aCROSS CULTural Heritage Silos. 
This research considers how best to cross the divides that exist between: (1) disparate practices between research fields (2) disparate interpretations of shared cultural heritage by the public and (3) disparate cultural heritage objects. 
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Figure 1The CrossCult Consortium and Partners
Building bridges across disciplines.
Within the field of heritage research there still remain, to this day, many silos between researchers in sciences or the humanities, professionals, practitioners and information technologists. In this poster we consider how best to bridge these gaps between the disciplines. We present, as a demonstrator, an H2020 project named CrossCult (http://www.crosscult.eu). The project brings together inter-disciplinary researchers including: Social scientists, Data and Information scientists, Heritage and Digital Heritage Scientists, Engineering, Humanities and Digital Humanities (Archaeologists and Digital Archaeologists, Linguists, Museum Professionals), Practitioners (Conservators, Curators), and Information Technologies (Backend and Front end and app Developers, Programmers, Semantic Web specialists, Gamers). We achieve collaboration and discussion through shared common goals and research objectives, and we support dialogue through tools. When possible, we use open source technology to support us for Communication, Programming, Data Structuring/Editing, Visualisation, Conceptual Mapping. We follow standards to be compatible with other people's work, produce reusable research outputs and collaborate with other European projects towards the same goal.
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Figure 2 Reusing existing tools and Standards
Building bridges across members of the public.
The challenge also extends beyond researchers and continues into the lived experience of our shared Heritage. It raises the challenge of how CROSSCultures can challenge siloed opinions and interpretations of Cultural Heritage (Lykourentzou et al., 2016). At the heart of this project is the desire to build bridges between disciplines to explore innovative practices that can present historic knowledge to non-specialist audiences in an engaging way. European history is an exciting mesh of interrelated facts and events, interpretations and narratives that cross countries and cultures. However, public history is a challenging practice that must be mindful of the audiences, their interests and goals; in this research we are concerned with the museum or the city visitor (Vasilakis et al., 2016).
Building bridges across cultural objects.
The final challenge we explore is how to build bridges between disparate objects of our common Heritage. We use heritage objects and historical resources to trigger reflection, individually and collectively, on European history and to showcase the importance to bridge the past and its connection to the present (ERCIM News, 2017).
Using the CROSSCULT project we demonstrate how we are can address the three challenges by developing around four use cases: from large museums to small ones, and from indoors to outdoors. In this presentation, we discuss two of the project’s four pilots (Pilot 1 and Pilot 4), which highlight the comparison between the Indoor and Outdoor Exhibition; in the first case with the museum/gallery and its paintings and in the second case with the city and its geo-located Places of Interest (POIs). The exhibits (both POIs and paintings) are represented as semantically structured data, linked through our Knowledge Base (Vlachidis et al., 2017). They are our stepping stones to create stories that connect one item to the other, and invite the user (gallery visitor or city traveller) to discover them. The POIs are either discovered outside (in Pilot 4) and can lead to the museum/gallery or vice versa (Pilot 1), eventually bridging the outdoors with the indoors and creating a seamless cultural discovery experience.
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Figure 3 CrossCult H2020 project – Overview of the four pilots and their supporting technologies
Pilot 1: Large multi-thematic venue - The National Gallery London- Building narratives through personalisation.
We use the gallery’s large collection to offer the visitors personalised stories that highlight the connections among people, places and events across European history, through art. Semantic reasoning, recommender systems and path routing optimisation are employed to ensure that each visitor will be navigated through the conceptually linked exhibits that interest them the most, while avoiding congested spaces as much as possible. The experience combines technologies, balancing in a unique way individual visitor needs with museum-wide objectives, can be extended and customised to serve the needs of various other large venues across Europe.
Pilot 4: Multiple cities - City of Valletta in Malta and City of Luxembourg. Building narratives through location based gaming and crowdsourcing.
Pilot 4 takes place outdoors in the two cities to trigger reflection through urban discovery. Focusing on the topic of migration, past for Malta and present for Luxembourg, and using the technologies of location-based services, urban informatics and crowdsourcing, it invites people to walk the two cities, discover and share stories. Visitors and residents engage in comparative reflection that challenges their perception on topics touched by migration such as identity, quality of life, traditions, integration and sense of belonging (Jones et al., 2017).  
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CrossCult Platform: Re-using existing tools and standards
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