Cymru & Cynefin – A Digital Humanities Project

The development and adoption of digital technology has made a significant impact on almost every aspect of life. The field of humanities is no exception to this with advancements in digital technology impacting on how we engage with the study of humanities. The field of digital humanities has emerged from the use of these technologies (Battershill and Ross, 2022, 2). Digital humanities is a term which is difficult to define neatly as it encompasses a wide field of research, development and use (Svensson, 2016, 477). For the purpose of this essay, the term digital humanities refers to the development and use of digital tools to aid in the study of humanities subjects (Battershill & Ross, 2022, 4).
	Museums across the world are increasingly using digital media in their institutions with the Covid-19 pandemic acting as a catalyst of its widespread and rapid adoption (NEMO, 2022, 7). Digital engagement in museums can lead to the engagement of new audiences and the creation of new learning opportunities (Frost, 2010, 239).
The purpose of this paper is to introduce a hybrid museum learning programme for schools which uses digital humanities tools. This will be presented as a Project Plan which outlines the rationale for the programme, its audience and how it will be run. The second part will consist of a reflective analysis which will explain the rationale behind this programme. This section of the essay will analyse the use of digital humanities within the project, the audience and where it sits in the new curriculum.

Part One – Project Plan

	Title
	Cymru & Cynefin – Exploring Our Past and Envisioning Our Future

	Location 
	Online, the classroom and Amgueddfa Cymru – National Museum Cardiff 

	Overview
	Cymru & Cynefin is a hybrid learning programme run by the Amgueddfa Cymru: National Museum Cardiff. The programme aims to be cross-curricula and engages learners in multiple Areas of Learning and Experience. The programme will enable learners to engage with a number of digital humanities tools in order to understand and explore their local area in the past and in the future. This programme consists of sessions that will be held online, in the Museum and in the classroom. It will cover a number of different subject areas. The project will explore what it means to be a young person in this area and how this has changed over time. Learners will engage with National Museum Cardiff to discover the historical sources the museum may hold on their area, engage with the art gallery and explore how their heritage/cynefin can be presented in a museum.

	Audience
	Secondary school pupils ages 11-14 (Years 7-9) – Progression Step 4

	Curriculum Links
	Four Purposes:
1. Ambitious, capable learners, ready to learn throughout their lives
2. Enterprising, creative contributors, ready to play a full part in life and work
3. Ethical, informed citizens of Wales and the world
4. Healthy, confident individuals, ready to lead fulfilling lives as valued members of society
(Hwb, 2022a)

This project is relevant to all four of the Purposes as it encourages learners to apply their learning outside the classroom. They are thinking about how Wales is portrayed both in Wales and in the best of the world and by engaging with heritage they are engaging in something that will improve their wellbeing.

Digital Competency Framework
Digital competency is one of the mandatory Cross-Curricular Skills of the Curriculum for Wales and is governed by the Digital Competency Framework (DCF) (Hwb, 2022b).

This project has embedded the DCF throughout and is relevant to the following aims of the Framework:
· “I can select and use different online communication tools for specific purposes with higher levels of competence,
· I can independently select and use a range of online collaboration tools to create a project with others in one or more languages, e.g. making use of online technology to share and present ideas to others.
· I can select and effectively use a variety of planning techniques.
· I can search a variety of sources using relevant search techniques with increased complexity.
· I can evaluate the reliability of sources of information, justify my opinions and reasons for choices, and reference using appropriate methods.
· I can select and use a variety of appropriate software, tools and techniques to create, modify and combine multimedia components for a range of audiences and purposes.
· I can explore and develop a range of formal text document structures for different audiences and purposes.
· I can justify the reasons for choices and explain the advantages and disadvantages of the different digital outputs I create.
· I can suggest and make improvements that are relevant for audience and purpose, based on feedback and self-evaluation of my digital work.
· I can create a data capture form, capture data, search data and create a database and spreadsheet with appropriate data input method.
· I can perform analysis on simple data sets including grouping data as appropriate.
· I can use my data to explain and add validity to conclusions and, where possible, modify conclusions and/or hypothesis.
· I can present and evaluate my data by creating simple charts, e.g. pictogram.
· I can analyse large data sets and identify trends where appropriate.”
(Hwb, 2022b)

Cynefin 

This project has cynefin at its heart as learners will be exploring their local area and its heritage in the past and articulating what this means to them today.

A full definition of cynefin is given in the analysis section of this paper.

Areas of Learning and Experience (AOLEs)
This programme aims to be cross curricula and encompasses a number of the AOLEs. 
· Humanities – A core aspect of this programme is rooted in Humanities. Learners will be exploring their local area including the History and Geography (human and physical).
· Expressive Arts – Learners will explore a number of art technique in order to create their creative responses to what they have discovered about their local area. 
· Science and Technology – Learners will engage with a number of digital humanities tools and will use these to build a picture of their area and cynefin. 
· Language, Literacy and Communication – Learners will communicate their ideas of cynefin through an exhibition of artworks they have created.
(Hwb, 2022a)

12 Pedagogical Principles
“Working with other settings, schools and further education institutions.” 
(Hwb, 2022a)

Schools are encouraged to work in partnership with other learning institutions. Working with Amgueddfa Cymru on this project will fulfil this.



	Digital Tools Needed
	· People’s Collection Wales - https://www.peoplescollection.wales/
· Populations Past - https://www.populationspast.org/imr/1861/#5.8/53.615/-1.53
· Museum’s online catalogue - https://museum.wales/collections/ 
· One of leaners’ choosing 

	Purpose
	To engage secondary school audiences in a hybrid learning programme based on the Curriculum for Wales. This project will engage pupils with a range of digital humanities tools and with the museum collections. 

	Mission and Core Aims
	This project is relevant to the three of the six commitments of Amgueddfa Cymru including:
· For Everyone – This project will learners to respond to Amgueddfa Cymru’s collections and explore how they would like their cynefin portrayed in the museum. 
· Learn and Create – This project is at heart a learning project and participants will make a creative output.
· Creating Digital Experiences – This project will allow learners to engage with National Museum Cardiff online. 


	Learning Objectives & Outputs
	Objectives 
· Learners will gain an understanding of their local area and will be able to discuss how it has changed over time.
· Learners will become proficient users of digital humanities tools used in this project.
· Learners will be able to use art techniques to express their cynefin.

Outputs
· Learners will create an exhibition of artworks created using techniques developed in the museum.
· Learners will create a database of information of their local area and will be able to express this data digitally. 

	Activities
	There are three types of activity that make up this project. Some will take place in the classroom and are facilitated by teachers. The museum-based workshops will be delivered by museum staff and can take place in the Museum or online.  Online sessions to introduce school staff to the digital humanities tools used in this project will be provided before the project starts.

Teacher Familiarisation Sessions

1. Peoples’ Collection Wales – 1 hour session
Delivered via Microsoft Teams & recorded for reference

Key Objectives
· Access and log into Peoples’ Collection Wales
· Use search function to find relevant collections
· Use the map function to find relevant collections
· Successfully upload an object to the database. 

2. Population Past – 1 hour session
Delivered via Microsoft Teams & recorded for reference

 Key Objectives
· Access Populations Past.
· Use search function to find relevant areas.
· Use ‘side by side’ function to compare data.
· Search types of population data from your area.

3. Museum Online Catalogue - 1 hour session
Delivered via Microsoft Teams & recorded for reference

 Key Objectives
· Access online catalogue.
· Use search function to find relevant objects.
· Use advanced search options to refine search of objects.

Museum Led Sessions

1. Cynefin Workshop – 1 hour 
Delivered in person in National Museum Cardiff or online

Existing workshop focused on cynefin where learners explore the concept of cynefin through a tour around the art galleries at National Museum Cardiff. Learners will investigate how Wales is portrayed in art and how their own cynefin is portrayed.

Key Objectives
· Explore how Wales is portrayed through art.
· Discuss if they recognise their cynefin in the museum.
· Discuss how they would want their cynefin portrayed in National Museum Cardiff.

This session can be delivered digitally to schools who cannot visit the museum in person. 

2. Art through the Ages – 1 hour
Delivered in person in National Museum Cardiff or online

Key Objectives
· Explore different types of artwork on display at National Museum Cardiff.
· Explain the difference between different art styles e.g. Realism, impressionist, abstract.
· Discuss the materials used in different types of artwork.

3. Art Planning Sessions – 2 hours
Delivered in person or an online alternative broken up into shorter sessions.

Key Objectives 
· Work with museum staff and artists to plan key themes of art piece.
· Experiment using different art techniques.
· Create a plan for the piece to be created back in school.

There is potential that this session could be combined with the Art Through the Ages tour to save on transport and supply costs. 


School-led Sessions

History Classes
· Session 1 – getting to know People’s Collection Wales
· Session 2 – Exploring local area on People’s Collection Wales
· Homework task – Bring in an object to session three which you feel reflects your cynefin. 
· Session 3 – Explore chosen object and collect metadata which will be uploaded onto People’s Collection Wales.

ICT Class
· Take high-quality image of chosen object
· Uploading object onto People’s Collection Wales

Geography Class
· Use Populations Past to discover how demographics of your area have changed over time.
· Collate relevant demographic data into a table and present findings in a graph. What does this tell you about your area?

Art Class

· Create a work of art reflecting your cynefin that will be displayed in National Museum Cardiff. These art works will be digitised and uploaded to People’s Collection Wales. These art works can be created as a class, smaller groups or individually. 


	Collections Access Requirement
	This project will be using collections that are currently on display in National Museums Cardiff. There will be no requirements from storage or conservation audits required. 

	Timetable
	September 2025 – Initial Meeting of partner schools

October – December 2025 – Teacher Familiarisation Sessions

January 2025 – Schools take part in Cynefin workshop (online or in person)

Spring Term 2025 – School based sessions, exact dates chosen by the school.

Summer Term 2025
– Art through the Ages workshop
- Art Planning Session
- School based arts lessons

July 2025 – Installation and digitisation at National Museums Cardiff

July – August 2025 – Exhibition runs 

End of August 2025 – Deinstallation 

September 2025 – Project close and evaluation


	Budget
	Note: Budget will have to run through two financial years to accommodate the school term timetables.

Funding is currently being sought to run this project. The following budget is an estimate. This budget is written for five schools to be involved in the project. 

School bursary for transport and cover - £400 per day (3 days per school = £6,000 (VAT not applicable)

Art Pack – £150 each (1 per school) = 750.00 (inc. VAT)
(VAT can be reclaimed by Amgueddfa Cymru)

Staff time – Contribution in lieu

Marketing - £500.00

Artist fees - £250 per day (5 days) = £1,250

Exhibition installation – £200 per school = £1,000.00

Contingency = £500.00

TOTAL - £10,000.00 (inclusive of VAT)



	Evaluation
	This project will need to be evaluated against the parameters of the external funding when it is acquired. The evaluation will be adapted to these considerations. 

The museum will also evaluate the following:
· Success of the project,
· The relevance of the project to the Curriculum for Wales,
· The value of the digital humanities element of the project,
· Museum staff of the experience of running the project.

The experience of the museum staff, partner teachers and participating pupils will be considered.


	Health & Safety
	The standard risk assessments for school groups in National Museums Cardiff will apply to this project. Teachers will be expected to complete their own risk assessments for their visits. They will be supported in doing this with the Health and Safety Guidelines for Schools.

The Museum’s Safeguarding Policy is in effect for this project to ensure the safety of staff and learners while online and in the Museum (Amgueddfa Cymru, 2023). 





Part 2 - Reflective Analysis
This section of the paper will take the form of a reflective analysis of the creation of this project. As museums increasingly integrate digital innovations into their engagement strategies, this programme presents an opportunity to explore new ways of connecting with audiences. This programme will present opportunities for Amgueddfa Cymru: National Museum Cardiff to engage with new audiences in innovative ways. The context of this project is significant as it aligns with the rollout of the Curriculum for Wales to secondary schools. At the time of writing, the new Curriculum has been launched up to year 9, the third year of secondary school. 
This analysis will examine the anticipated audience, potential challenges and envisioned goals of the programme. By considering its design, content and limitations, this analysis aims to offer insights into how digital initiatives might shape modern museum practices and visitor interactions.
Current Programme
Amgueddfa Cymru is the largest provider of learning outside the classroom in Wales (Amgueddfa Cymru, 2020, 17). During the Covid-19 pandemic, like many museums, they moved their Learning Programmes online to engage with schools digitally while the museum was closed (ibid). Amgueddfa Cymru has made the commitment to continue to create digital learning experiences for learners to engage with their museums online (ibid). 
	 The project described above will be hosted at National Museum Cardiff which houses Amgueddfa Cymru’s natural history and art collections (Mason, 2007, 142). The Digital Learning Programme at National Museum Cardiff currently consists of four virtual sessions: two focused on art and two on dinosaurs. They are all currently aimed at primary school students (ages 5-11) (Amgueddfa Cymru, n.d.). The aim of this project is to create a hybrid learning experience for secondary school audiences as they are not served by the current offer.
The Project
This project aims to engage new secondary audiences with National Museum Cardiff. Using digital humanities tools, the participants will build up a picture of their cynefin and make a creative response which will be displayed in the museum. This hybrid programme aims to engage teachers with the museum, enable visits to the Museum and instil a sense of belonging in the participants.
Audiences
The intended audience for this project is school pupils ages 11-14. This is secondary school years 7-9 which falls into Progression Step 4 (formally Key Stage 3) (Hwb, 2022c). This audience has been chosen deliberately to create hybrid learning opportunities for those who are not currently covered by the existing Digital Learning Programme in the Museum. This is an audience segment that museums traditionally find harder to reach (Black, 2005, 159). This is usually attributed to it being more difficult to take older pupils out of school due to funding and timetabling issues (ibid). 
In 2022, Art Fund published a study focusing on barriers to schools visiting museums. The study found that funding was a significant barrier to schools being able to visit a museum (Art Fund, 2022, 13). Specifically, 56% of the sample stated that transport costs are prohibitively expensive and 41% listed the lack of funding for supply teachers as a significant barrier (ibid). 
	This programme has been designed to mitigate these barriers for access. For example, funding has been built into the proposed budget to cover costs associated with visiting the Museum for participating schools. National Museum Cardiff has had success with similar grants to enable secondary schools to engage with their Teacher Fellowship Opportunity in 2024-2025 (Amgueddfa Cymru, 2024). The museum-based aspects of this project have also been designed to be delivered online if in-person delivery is not possible. Hopefully this will mean that this project will enable schools who cannot usually access the museum to engage with the collections. Additionally in focusing on Progression Step 4, this project will not interfere with exam preparation which takes place in Progression Step 5 (Hwb, 2022c).
	The teacher familiarisation aspect is an important part of this project. Best practice for school visits would involve a teacher visiting the museum beforehand to understand the collection and how its fits in with their scheme of work (Ambrose and Paine, 2018, 73). In reality this does not always happen. The Art Fund research mentioned above found that teachers were extremely short on time and did not have the capacity to arrange these visits (Art Fund, 2022, 12). It also found that teachers did not have good channels of communication to the learning specialists within the museum (ibid). 
	The teacher familiarisation aspect of this project aims to break down these barriers. This stage has been specifically timetabled into the project to allow teachers to be introduced to the Museum, get to know the staff involved and the Museum’s collection. Another vital aspect of the teacher familiarisation phase of the project is the online sessions to get to know the digital humanities tools that will be used throughout the project. This project is not assuming any knowledge from the teachers involved. By hosting these sessions online, the hope is that it will break down barriers to engagement and allow teachers to partake in ways that can be fitted in around their busy schedules. Hopefully by bringing the participating teachers together online, the museum will be able to foster a Community of Practice where ideas can be shared and built upon (Tummons, 2023, 2). 
	In order to ensure that both National Museum Cardiff and the participating schools understand the parameters of the project and their responsibilities in participating, it will be vital that a partnership agreement or Memorandum of Understanding (MoU) is signed. It is important to lay out these parameters at the beginning of a project as organisations who have not worked together before may have different expectations of what the Museum can offer (Ambrose and Paine, 2018, 373). From National Museum Cardiff’s perspective, as this project can only fund five schools, it is vital that teachers understand that if they are participating then they are expected to engage in the project fully including taking part in the teacher familiarisation stage, participating in the museum-led aspects of the project and engaging meaningfully in the evaluation. Ensuring that a partnership agreement is in place which sets out these expectations is considered best practice and will help ensure smooth running of the project (Crooke, 2007, 47).
The audience for this project has been chosen carefully to ensure that the programme widens participation and breaks down barriers to the museum. However, it is apparent that with the current level of funding expected that there are still barriers for some schools accessing the project. The project proposal assumes that the participating schools have the level of digital infrastructure to take part in the project. Unfortunately, the funding does not cover capital improvements such as hardware and Wi-Fi infrastructure. This is because funding streams that include capital spending are harder to find and generally do not fund relatively small amounts such as £10,000 (Ambrose and Paine, 2018, 418). Although this is not ideal, it is important to draw parameters for any project and know what can and cannot be done. It would be ideal to be able to provide digital infrastructure to participating schools, but it is well beyond the scope of what the Learning Team in National Museum Cardiff can deliver.
Curriculum for Wales 
This project has been designed with the Curriculum for Wales at its heart to ensure relevance to participating schools. The Curriculum for Wales was launched in 2022 in primary schools with the roll out to secondary schools continuing year by year until 2027 (Taylor and Power, 2020, 177). 
	A significant change to the new curriculum is the cross-curricular approach to learning (Hwb, 2022a). This project covers a number of the AOLEs and brings in teachers from several subjects. A project like this which brings in staff from various subjects makes the most of what the new Curriculum has to offer. As this is a digital humanities project, the main emphasis is on the Humanities including History and Geography, and Science and Technology, focusing on ICT. 
A central theme to this project is cynefin, which the new Curriculum defines as:
	The place where we feel we belong, where the people and landscapes around us are familiar, and the sights and sounds are reassuringly recognisable. Though often translated as ‘habitat’, cynefin is not just a place in a physical or geographical sense: it is the historic, cultural and social place which has shaped and continue to shape the community which in habits it
           (Hwb, 2022a).
This definition is reminiscent of many explanations of heritage with the focus on an active participation in one’s surroundings (Harrison, 2013, 4). Museums are organisations which should reflect their community’s heritage. As National Museum Cardiff is a national museum, it has the task of representing the whole of Wales (Mason, 2007, 28). However, there is the potential danger for the museum to only represent an Authorised Heritage Discourse (AHD) – an accepted view on what heritage is and how it should be engaged with (Smith, 2006, 14). This project gives learners an opportunity to uncover what cynefin means to them, review whether their view of cynefin is reflected in the Museum, and to create an artwork that will be displayed in the museum.  
	Another key aspect of the Curriculum that this project focuses on is the Digital Competency Framework (DCF). This is a key aspect of the digital humanities element of the project. The DCF is a cross-curricular responsibility of the Curriculum for Wales which means that it is the responsibility of all AOLEs to ensure that digital skills are developed throughout the curriculum (Hwb, 2022b). This project will achieve the points on Progression Step 4 listed above on the Project Plan through the engagement with the digital humanities tools. 
Digital Humanities Tools
A central aspect to this project is the introduction and use of digital humanities tools. Three tools have been chosen by Museum staff to be used in the project, with one tool to be of the learner’s choosing. The three tools chosen are: People’s Collection Wales, database, Populations Past and Amgueddfa Cymru’s online collections. These tools were chosen because they complimented the work of the project and are also accessible for free. The classroom-based activities are based on using the digital humanities in classroom activities. The aim of these activities is to encourage experimentation with digital tools (Battershill and Ross, 2022, 74).
People’s Collection Wales (PCW) is an online, searchable database which anyone can add to. It aims to build a digital collection of objects, art and archive material central to the people of Wales. It is funded by Welsh Government (Tedd, 2011, 333). The aim of using this database within the project is that participants can upload their own objects to the platform to add to the understanding of the material culture that reflects Wales. This part of the project will be covered in the school-led section of the project by the History and ICT classes. In these classes the learners will discuss what sort of objects they would like to see in the in a museum that represent their cynefin, collect metadata on these objects, take high quality photos and upload them to PCW. This project aims to engage participants with museum objects and stimulate discussions on what makes a museum object (Battershill and Ross, 2022, 88). It is hoped that learners will understand why some objects are accessioned into museum collections and some are not. Learning through objects is a highly beneficial learning experience and leads to unique learning outcomes, including fostering a learning community (Simon, 2010, 193). The Curriculum for Wales lends itself to Object Centred Learning through its emphasis on learning experiences and cross-curricular learning. Objects are naturally cross-curricula as they allow us to engage with many aspects of life (Chatterjee, 2010, 180). Digitised objects are useful in mimicking these interactions (Geismar, 2018, 13). 
The second digital humanities tool that will be used by this project is Populations Past. This is an interactive atlas tool created by the University of Cambridge that explores socio-economic and population data in England and Wales (University of Cambridge, 2025). This is available for free and uses census data from 1851-1911 to create an interactive map (ibid). The aim of using this tool is to encourage students to explore metadata and be able to use numerical data from digital sources. Using digital humanities tools such as Populations Past will enable learners to explore census data and identify patterns and changes over time (Battershill and Ross, 2022, 89). 
The final digital humanities tool used by this project is Amgueddfa Cymru’s online collections database. By making collections databases available online, museums are adding to a democratisation of knowledge by making data about objects available to the public (MacDonald and Alsford, 2010,72). By exploring the Museums online database, participants will be able to discover what is held in their national collections. The aim of this is that it will pose questions around what they feel is missing from the collections and how Welsh identity is portrayed in the Museum. This will inform their art response that will be displayed in the Museum.
The use of digital humanities tools is central to this project. The hope is that combining the use of these tools with a larger project involving a creative output will embed the learner’s use of these tools in a real-world scenario. 
Limitations
This project has great potential to engage learners with a hybrid museum programme and introduce the use of digital humanities tools to students, however there are potential limitations to the programme design. Firstly, there is a limit on the number of learners who can engage with this programme. This is mainly due to Museum staff capacity. The type of funding examined does not cover staff time and the project does not run for a long enough period of time to consider looking at other funding streams. Perhaps this project could run as a pilot scheme and, if successful, further funding could be acquired to run the project for a larger number of learners. 
This project has been designed to ensure accessibility, with the museum-led aspects being adaptable for online delivery. Although this can be seen as a strength of the programme, every effort must be made to ensure that there is no difference in quality between a virtual or an in-person visit. There is no doubt that staff at National Museum Cardiff are capable of this, but the project manager should ensure that the same time is being dedicated to developing both online and in-person engagement. Although there are key benefits of engaging physically with objects, increasingly digital engagement is being seen as a high-quality replacement for this (Geismar, 2018, 9). This project has the potential to make good on these opportunities and develop new ways of engaging with objects for the schools and the museum.
Conclusions
This reflection highlights that it is clear that using digital humanities tools in museum learning projects has the potential to enhance accessibility and lead to new understandings of museum collections. The fusion of digital tools with humanities scholarship and museum learning can allow for new modes of storytelling, interpretation and presentation of the past.
This project effectively brings together museum experiences and engagement with digital humanities tools. It is deeply rooted in the new curriculum and follows best practice guidelines in working in partnership with schools. It was created to be truly cross-curricula and embed relationships with National Museum Cardiff in schools. The aim is to make the most of what the new Curriculum for Wales has to offer for both the museum and the school. The development of this project will bring new audiences to National Museum Cardiff and will engage these learners with the collections in new way.
Although limitations and challenges remain within this project, this project demonstrates the powerful role digital humanities tools can play in reimagining museum collections. Projects, such as this, will not only have an impact on the participating learners, but the lessons learned will inform future endeavours within the museum and will ensure that museums continue to evolve as dynamic spaces of discovery and dialogue.
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