Communication, Access and Exchange

3.3. Communication, Access and Exchange

The focus in this chapter is on the need for good communication as a condition of widening the understanding of 3D visualisation in the Arts and Humanities. This understanding is needed in order to enable access to 3D visualisation skills and knowledge, and for ensuring the visibility and a wider dissemination of 3D scholarship and its products. The previous chapter 3.2.2 pointed out the dissatisfaction with technology when it does not meet the expectations of Arts and Humanities scholars. Scientists share the same frustration. The problem often lies in the lack of communication, especially at the planning stages of collaboration. 
· The need for more effective communication of 3D visualisation issues.
The understanding of 3D visualisation is a condition sine qua non of its advance. It needs to be communicated effectively in order to thrive.  Successful collaboration is conditioned by good communication. Effective communication of the 3D research processes and outcomes remains problematic. The tendency has been to separate the subject-related content from technology.

3D visualisation is frequently a complex intellectual and technological construct. Better understanding of 3D visualisation should begin at ‘home’.

It is a paradox of collaborative 3D projects that colleagues on the same team sometimes do not have a full understanding of their respective roles and contributions. This is particularly true of some subject-specialists’ ignorance of, or unwillingness to acknowledge how technological processes contribute to the intellectual content of research. 

Professor of History about a postgraduate student modelling a historic building: He’s merely putting my ideas in 3D.

· The need to recognise that in academic 3D visualisation technological and subject-related content is equally important.

An  archaeologist about a computer model of a site he has excavated:
I haven’t learnt anything from the model that I hadn’t already known. 
    

‘The lips of a scholar praising a colleague are like a poisoned chalice smothered with honey’, Victor Hugo famously said. Whatever the reasons of the above striking comments – a statement of fact, ignorance or arrogance – they are indicative of tensions between contributors.  Such tensions impact negatively on teamwork; they might even jeopardise the project and sour future collaboration. 
‘At present, although humanities computing projects may involve large teams of personnel, they generally reflect the research vision of one or two scholars, other team members being responsible for data elaboration and technical development. Projects collaborative in the sense of allowing a wider group of researchers jointly to formulate new research questions are rare. 

· The need to address ‘two-cultures’ concerns and promote positive aspects of interdisciplinary research.

The debate over the breakdown of communication between the Sciences and Humanities has not abated since the issue was discussed by C. P. Snow in his influential article on ‘two cultures’, which was followed by an even more famous lecture delivered in 1959.
 Nearly sixty years on and the divide is still present and much debated. Different understanding of technology may be a positive factor as long as it encourages new methodologies and knowledge. The already mentioned lack of communication between imaging scientists and subject specialists (see p. 41) is likely to be seen as a positive experience in the sense that it will allow the team to learn a lesson and opt for better solutions next time round. There is, however, a need to condemn negative attitudes that arise from prejudice and are manifestations of uninformed critique.

Non-speaking-term relationships between Computer Science departments and Arts and Humanities academics could be regarded anecdotal if, regrettably, they were not true. This problem is not limited to the academic culture in the UK, but is more general.
 

This divide is strongly felt by many. Fora which offer a ‘safe heaven’ for communication of cross-disciplinary research should be encouraged and supported. Such organisations as Leonardo (est. 1968)
, CHArt (est. 1984)
, and the more recent COSIGN (est. ?)
 whose mission is to enable interdisciplinary understanding among humanities scholars, artists, scientists and technologists, demonstrate that ‘two cultures’ may be bridged by thoughtful patronage, with one culture being enriched by the other.     

Research programmes developed by the Royal College of Art, such as the Helen Hamlyn Research Associates Programme and a series of events run under the Innovation label, are amongst the most successful initiatives bridging science with the arts and humanities. They offer a model to follow. 

‘Historically, knowledge transfer between academia and industry has been a difficult process.

Academic timetables run differently from the financial year, expectations and outcomes can be mismatched, and each party can speak a different language to the other. All of this makes communication, much less collaboration, problematic to accomplish.

The Helen Hamlyn Research Associates Programme is a deliberate response to bring two worlds together: it teams new Royal College of Art design graduates with business partners on year-long design research projects.’ 

· The need for well-informed criticism of 3D visualisation. 

Scholarship thrives on well-informed criticism. Scholarship based on 3D visualisation has not yet developed review mechanisms whose authority would be widely recognised by the Arts and Humanities communities. Such mechanisms are well in place in scientific visualisation.
Critique of 3D visualisation should reach out to those who are indifferent or openly opposed to this technology and its products. Their participation in the debate should be encouraged. 

· The need to accept the validity of alternative methods.
It would be naïve to think that it will ever be possible to make 3D technologies universally accepted. The promotion of these technologies should never discriminate against alternative methods.
· The need to enable access to research products of 3D visualisation and for making its outcomes more visible.
Digital panoramic views produced for the benefit of property markets and tourism have become familiar features of these trades: one may examine the interior of a house before one even considers seeing it, or an hotel room before one chooses to book. It is far more difficult to familiarise oneself with visualisations which are products of academic or practice-based research. 
One needs to experience and examine a computer model first hand in order to comprehend it. One needs to interact with it in order to understand how it works. Such experiences are not readily available. Where does one turn to?  Many computer models and other 3D visualisations created in recent years are now available online, normally in a surrogate and simplified form of a video movie. The video serves demonstration but cannot be used and interacted with in the same way as the full product. DVD has been used to document and disseminate the outcome of 3D visualisation offline. Grid technologies are enabling global communication of 3D visualisation in real-time, all being welcome replacements for earlier media. 
‘Scholarship has no homeland, because 

man’s knowledge spans the whole world’.

Louis Pasteur

The words of the nineteenth-century scientist resonate ever more strongly in the time of global communication. The role of virtual research environments and virtual research communities is often being emphasised as a factor stimulating research and innovation. Collaborative Virtual Environments (CVE) are particularly well suited for 3D visualisation research and practice, enabling the exchange and dissemination of knowledge across geographical borders and vernacular schools of thought. There is a need to recognise these technologies as viable communication and dissemination channels (see Chapter 3.4.3 Sustainable Dissemination). 
Access to such technologies may potentially respond to 
· the need for a wider ‘collaboration with other universities for development, testing, dissemination, and educational use of computer resources developed for a 3D project’.
 
Researchers actively involved in 3D visualisation need to do more to demonstrate this potential and push for developments and institutional support in this area.
· The need to protect individualism 

3D visualisation projects rely on collaboration. Large-scale, international collaboration in particular facilitates the use of standardised methods and technologies. This should not discourage from individualism, even uniqueness of approach which should be properly recognised, supported and protected. A system of awards should be established to recognise the individuality and originality in student projects, as well as projects developed by individual academics and independent scholars on short-term academic contracts.
� Source: Edited comments received on 11 July 2006 and 24 November 2006 respectively.


� Source: [N.N.], A description of the workshop, Sound and moving image, organised by the Arts and Humanities E-Science Support Centre (AHESSC), Humanities Research Institute, University of Sheffield, 17 January 2007, � HYPERLINK "http://www.ahessc.ac.uk/node/117" ��http://www.ahessc.ac.uk/node/117�.


� C.P. Snow, ‘The Two Cultures’, New Statement, 6 October 1956 and a Rede lecture delivered in the Senate House, Cambridge, UK, on 7 May 1959.


� See, for example, G. Sporton (2007), ‘When Two Cultures Collide: e-Science, e-Art & Creativity’, Digital Humanities Quarterly, Forthcoming July. Sporton’s observations on this subject are recorded by G. Earl, (2007), in his review of the JISC Workshop, New Directions in e-Science and Visual Perceptions, EVA’07 Conference, London College of Communication, 11 July 2007, 3DVisA Bulletin, forthcoming September, at www.viznet.ac.uk/3dvisa/bulletin.html.


� Leonardo, an umbrella name for the International Society for the Arts, Sciences, and Technology (ISAST), the French Association Leonardo and a number of other organisations and networks, see www.leonardo.info and www.olats.org.  


� Computers and the History of Art (CHArt) is an international organisation promoting the use of digital technologies in the study of visual arts, see www.chart.ac.uk.


� COSIGN is the name of cross-disciplinary conferences bringing together artists and scientists, co-founded by the experts on videogames, Andy Clarke and Grethe Mitchell.


� Source: Human Frame, exh. cat., Helen Hamlyn Research Associates Programme 2006, Royal College of Art, London, 23-27 September 2006, p. 8, available at http://www.hhrc.rca.ac.uk/archive/hhrc/resources/publications/RA/ra_cat2006.pdf. See also www.innovation.rca.ac.uk.


� Source: A response to 3DVisA Survey, 23 June 2006.
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