To what extent can projects like ‘City Witness: Place and Perspective in Medieval Swansea’ deepen our understanding of a historical period?
Any academic whose study revolves around history knows the intrinsic value of research, and its distribution. Websites like ‘City Witness’ are prime examples of the ways scholars achieve this broadened reach, sometimes outside of academic circles. We have come to name the umbrella under which such websites fall as digital humanities. 
Expanding over the last 40 years, digital humanities can be described as the “leading edge of applying computer-based technology in the humanities” (Berry, 2019). Though originally a tool to improve ease of access for information by providing digitalised archives and databases, the field itself has grown in a response to the digital era, and the opportunities it provides. The introduction of digital humanities doesn’t just stir a scholarly enthusiasm to publish texts and research online but has also prompted the evolutions made in reproduction techniques; now making it possible to reproduce artwork and prestigious books for better study. Professor David Berry at The British Academy claims the key to understanding this phenomenon is to ‘reject the idea that digital technology is invading the academy’. Evaluating and gleaning insight from websites like City Witness itself might show us instead, how the two can work in tandem for the betterment of education.
Specifically, City Witness is a “major, cross-institutional, multidisciplinary research project, funded by the UK Arts and Humanities Research Council” spanning from 2013-14. The website aims, alongside other objectives, to provide interactive topographical maps of Swansea, circa 1300, taking advantage of the digitisation available to create a uniquely in-depth and exploratory experience. This can be found rather easily using the navigation bar at the top (Fig. 1) bringing you to an image of the area accompanied by a list of more mapping information. The versatility of the maps helps the user greatly to achieve a more rounded, broader perspective of not only the events the map aims to support, but of the area. Visual learning has been clearly targeted in this website – this stimulates users beyond a repetitive word-heavy academia and is more accessible to those that have limited understanding of historical jargon or education. Topography and imagery are perfect digital tools to attract interest in a younger audience, instilling passion for history in the future generation.
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City Witness’s map page of Medieval Swansea
The project takes advantage of digital tools to physically and accurately explore place and perspective through the reconstruction of medieval Swansea, focused on the individual vantage points that together establish the story the website tells; the obscure and ostensibly miraculous hanging of William Cragh. And not only do these points help the user connect the details of the story, but they also offer insight into social hierarchy across religious, ethnic, and subgroups. 
[bookmark: _Int_NbCqnZVb][bookmark: _Int_ajyPkTFR]When exploring the story of William Cragh, the user will find an extensive menu that quickly directs to relevant sections. Accessing this research any other way outside of this digitisation would be notably slower and more tedious, having to not only locate the specific texts but leaf through thick books in an effort to find the right page. This glossary-like function we see in City Witness cuts down the user’s time remarkably, letting those interested focus on content and education. The website even sets out and details the ‘characters’ mentioned in a dedicated ‘Who’s Who’ section. (Fig.2) Evidently, the project has employed digital artistry to both humanise the story and bring a realer understanding of the events. Since digital humanities has ease of access at the constant forefront of its priorities, it’s not hard to see why further effort has been taken to present the research in the most digestible way possible; a way that entertains. The use of art is also useful in making research usable for younger ages, especially since, again, digital humanities focuses on outreach and accessibility for all. Stirring an interest in medieval histories among the younger generation is a definite objective in the case of City Witness, with their incorporation of art and an interactive game. 
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 Fig. 2 – Who's Who page featuring the digital artistic representations of historical characters mentioned in the William Cragh story.
The game, simply titled ‘What Did You See?’ intends to teach the user more about the setting in which the Cragh miracle took place through interactive entertainment. Allowing the user to be an active participant in their learning is an especially effective way to improve fact retention by making education fun. The game works by asking the witnesses a series of questions to ascertain their understanding of what happened and piece together what happened. Gathering information and testimony, the user will learn about the medieval peoples and places that make up Swansea of the time, answering trivia for collectible objects and to ultimately arrive at a verdict of what they think happened. When one comes to their conclusion, the website presents a results pie chart presenting what other players believed to be the truth. The inclusion of something like this, I feel, reminds people the subjectivity of history and the importance of developing your own stance as well as recognising others. 
Another way in which City Witness, and generally other websites like this, deepens our understanding of a historical period, is in their storytelling demonstrating the strong theism. A large part of what can be gleaned from the story of Cragh is the openness in which medieval society accepts divinity and miracles. We know Christianity was a pillar in Britain of the past and examples like Cragh really exhibit how imbedded religion was and how readily accepted ideas of miracle were. 
In conclusion, websites like ‘City Witness’ achieve a considerable amount in exploring and teaching history. Through digital means such as artwork, interactive games and detailed imagery that encompasses all from topography to imaginative recreations of Swansea streets, digital humanities have been a great boon to the evolution of information consumption, research and general education.
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