To what extent can projects like 'City Witness: Place and Perspective in Medieval Swansea' deepen our understanding of a historical period?


Projects like City Witness make their Historical findings more accessible to general audiences by being online. The information projects like City Witness have negative and positive issues. Because of digital software and lack of funding, some websites and digital bases fail and crash which is a huge issue for the purpose of getting information accessible. However, some of these issues can be easily resolved making the Project more reliable and able to deepen Audience’s understanding of a Historical Period. This would make is more accessible and easier to store information in once place.

City Witness is one project of many that are Digital promoting the digital humanities. The issue with becoming more digital is the unreliable situations such as, the Website crashing, software failure or inability access certain areas of the website. Some of the websites tend to present wrong information that may need changing, therefor making them less reliable but some resources online, like Wikipedia, have the same format as Digital humanities but yet are open for changing making them less reliable.[footnoteRef:1] There is a solution to the issue. Granting Permission to other academics is a solution. This helps to better understand the Historical Period. Projects like this would be effective as 61.3% of the World Population use the Internet.[footnoteRef:2] Due to the increase in people using the internet, more people are going to look for their research online. It would be more useful to have all the research in one place. The Issue is the quality of the software used. It could lead to the software breaking down and crashing. A project using a website intending on being open to the public should be simple to read and to understand. The Projects are not just making research accessible for Academics but for people interested in the subject that might not be Academic.  [1:  Mandiberg, Michael. 2020. “Mapping Wikipedia,” Atlantic Monthly (Boston, Mass.: 1993) https://www.theatlantic.com/technology/archive/2020/02/where-wikipedias-editors-are-where-they-arent-and-why/605023/ [accessed 6 October 2022]]  [2:  “Internet and Social Media Users in the World 2022” Statista https://www.statista.com/statistics/617136/digital-population-worldwide/ [accessed 6 October 2022]] 


City Witness has a game that is not accessible to everyone. When some people go onto the game it fails to work.[footnoteRef:3] Because the game fails it makes the game more engaging to the audience you are trying to get the attention of.[footnoteRef:4] There is an increase of 54% of virtual reality learning games which indicates an increase in people learning from gaming and interactive learning.[footnoteRef:5] And 65% of students prefer interactive Learning therefor to get research and information across to engage an audience you need elements of interactive learning.[footnoteRef:6] So for Projects, such as City witness, need to update their software to make it more reliable so it doesn’t crash and cause issues. Because the game at times crashes means it’s losing much of the Audience they want to appeal to. However, without looking at the project negatively, the idea does come with positives.  [3:  “Game.” [n.d.]. Medievalswansea.ac.uk https://www.medievalswansea.ac.uk/en/game/index.html [accessed 7 October 2022]]  [4:  George. 2021. “Why Online Games Are a Great Way to Engage Your Audience,” Onebite https://www.onebite.co.uk/news-and-views/why-online-games-are-a-great-way-to-engage-your-audience/ [accessed 7 October 2022]]  [5:  Chang, Jenny. 2019. “54 Gamification Statistics You Must Know: 2021/2022 Market Share Analysis & Data,” Financesonline.com https://financesonline.com/gamification-statistics/ [accessed 7 October 2022]]  [6:  Citroner, George. 2022. “65% of Students Prefer In-Person Learning, New Survey Finds,” Healthline Media https://www.healthline.com/health-news/65-of-students-prefer-in-person-learning-new-survey-finds [accessed 7 October 2022]] 


If Projects, like City witness, were working better than they are then they would be brilliant ways of engaging and learning creating better understanding of the subject. It will increase Student understanding and could even increase audience. In websites like these it needs to have all methods of learning from reading to gaming so that it engages all audience and even all parts of the brain to increase the chances of the audience to remember the information.[footnoteRef:7] This would make the website effective even more because it engages a range of audience which is the goal, to engage the audience and readers. The Projects have it as their main purpose. So, if the website works then it will be engaging to the audience but if it fails because of software issues then it engages no one as it fails to work, and you lose your audience. Therefor if your Website works the audience will understand the historical period.  [7:  Blanchette Sarrasin, Jérémie, Lorie-Marlène Brault Foisy, Geneviève Allaire-Duquette, and Steve Masson. 2020. “Understanding Your Brain to Help You Learn Better,” Frontiers for Young Minds, 8 https://doi.org/10.3389/frym.2020.00054 ] 


The Project creates understanding for the Audience on the historical period. The better the Project works the more the Audience understands the Information. Digital Humanities is increasing centrality to research in humanities.[footnoteRef:8] This means that Projects like City witness are resources to centralise the research and to make all the research accessible to the audience making them understand the historical period easier and in one place rather than looking through endless articles trying to get some information. It makes it easier for learning. The purpose of the website to make learning fun and interactive making them easier to understand. It is easier for teachers to access the website and get students involves so it could be a great educational resource. Therefore, theoretically Projects likes City Witness is a great educational and research project but in reality, the Projects need to be made better by better funding to get stronger software to prevent it from crashing. [8:  “What Are the Digital Humanities?” [n.d.]. The British Academy https://www.thebritishacademy.ac.uk/blog/what-are-digital-humanities/ [accessed 7 October 2022]] 


In conclusion, projects like City Witness deepen our understanding of a historical period when done correctly and with proper funding. These projects would make great educational and academic resources. By using games, they are engaging all parts of the brain and using interactive learning which can be great for Education. For schools, the projects really help the school by the research and information being in one place and have them with a game and with different elements of learning to engage a class of different preferred learning. Therefore, Projects like City Witness is a good idea but needs to be funded correctly to allow a deeper understanding of a Historical period.
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