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Abstract. Technology can be designed to strengthen the participatory culture and
giving a voice to people through User-Generated Content (UGC). Such practices
may also influence thewaywe engagewith places and communities. In this regard,
we propose the conceptualization of an online platform to promote participation
and preserve audiovisual records of shared experiences. Memories attached to
places and cultural events, such as concerts, traditional celebrations and visits to
landmarks and exhibitions, are frequently captured on multimedia records, which
are often shared online by those who experienced them. The aggregation and cor-
relation of these audiovisual resources, in a participatory platform, may enhance
these experiences through forms of presentation based on multiple perspectives,
making them collective. To gather insights and make proof of concept the method
of exploratory interviews followed by a qualitative content analysis was adopted.
Hence, the conceptualization of a digital platform that allows the creation of a
living collaborative archive that preserves the uniqueness of each resource, but,
in addition, allows an overview and combination of other participants’ contribu-
tions, was presented to experts within the areas of archives, museology, heritage,
ethnography, community projects, cultural events, design, participatorymedia and
digital platforms. This paper presents a segment of the interviews’ results concern-
ing relevant use contexts along with recommendation and strategies for collection,
visualization and participation to guide the development process of prototypes to
be tested with target-users, whining a PhD research.
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1 Introduction

This paper aims to present the qualitative results gathered with experts about the concept
of a participatory platform to share and visualize audiovisual collectivememories, within
a PhD research about the role of participation in the 21st century visual culture. In terms
of structure, the document comprises six sections: the introduction to the study; the
contextualization of the main concepts and authors in terms of theoretical background
and related work; the outline of the main goals of the platform and the overall concept;
the methodology and objectives of the paper; the presentation of results regarding use
contexts and strategies; the discussion of results, opportunities and challenges and; the
overview of contributions for future work.

© Springer Nature Switzerland AG 2021
M. J. Abásolo et al. (Eds.): jAUTI 2020, CCIS 1433, pp. 3–14, 2021.
https://doi.org/10.1007/978-3-030-81996-5_1

http://crossmark.crossref.org/dialog/?doi=10.1007/978-3-030-81996-5_1&domain=pdf
http://orcid.org/0000-0001-9978-8317
http://orcid.org/0000-0001-5878-3317
https://doi.org/10.1007/978-3-030-81996-5_1


4 A. Velhinho and P. Almeida

2 Theoretical Background and Related Work

2.1 User Participation and Digital Storytelling

The increasing possibilities for online participation, by means of User Generated Con-
tent (UGC) and life testimonials, are gradually being regarded as relevant contributions
for, among others, building collective memories and encouraging user-led practices to
safeguard communal legacies [1]. Paved by a convergence culture [2], participatory
media contribute to build a sense of community, as people actively create and share
content around common interests. Participation through UGC enables user control but,
at the same time, opens new possibilities for visual presentation, since the same data
can be tailored to tell different stories using distinct visualization models and aiming to
achieve richer and more compelling stories [3]. Additionally, mobile became a trend as
a medium-specific genre, giving rise to many formats based on the coaction between
visual codes, narrative, and technical possibilities [4].

Currently, content production uses the affordances ofWeb 2.0 and mashup technolo-
gies [5] to delivermedia that combine human and software agency to increase valuewhen
exploring physical places. Geolocation services, like Google Maps and other applica-
tions based on the individual and community displacements, have mainstreamed digital
mapping as a daily practice, applied to tourism, education, gaming and utility services.
Locative technologies can be boosters of place-based storytelling and promote real-time
awareness, enhancing experiences by triggering contextual information. Thesemediated
geographies can be created by a collective intelligence [6], using networks of users that
structure and expand meaning within existing information. In this regard, participatory
platforms can promote social dynamics around media and operate as means of expres-
sion and cohesion for different groups, while also contributing to generate and expand
communal archives.

Approaching events as shared constructs amplifies how experiences are enjoyed
when they occur, and also motivates keeping records for the future. These digital records
(photos, videos, comments) are embedded with emotional value that surpasses their
documental role. That is why many social media applications, like Facebook, Instagram
or Google Photos, increasingly explore the sense of nostalgia, by sending notifications
about past publications to celebrate memories. Such strategies induce the feeling of
reliving the moments and the sense of belonging to a community, motivating social
engagement. These interactions tend to rely on UGC, which is remixed and replicated
to convey group storytelling [7] thus becoming more relatable.

2.2 Visualization Models Applied to Human Computer Interaction (HCI)

Considering the importance of visualization in the concept of the proposed platform
is important to consider reference authors in the field of Information Design, such as
Edward Tufte, known for detailing principles and models for coding and envisioning
information into manageable knowledge [8, 9]. Also, relevant to be mentioned is the
subfield of Information Visualization (InfoVis), which was adopted in the field of HCI
to describe systems that usually rely on interactive graphics. In this context, Ben Shnei-
derman [10] introduced the mantra of visualization – “Overview first, zoom and fil-
ter, then details on-demand” – that highpoints the importance of maintaining a sense
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of context and control over the information to identify and deepen the users’ inter-
ests. Another important aspect regarding means of attaching emotion to visualization
is storytelling, approached by the genre of narrative visualization coined by Segel and
Heer [3]. Also, the emergence of visualizations with larger data sets has promoted the
update of taxonomies [11] to accommodate cutting-edge examples instigated by cre-
ative tools. Considering the diversity of genres and purposes, is important to distinguish
two major types of visualizations: one that is explanatory and therefore task-oriented;
and other that is exploratory, inviting to a contemplative and playful fruition, usually
called casual visualizations [12], which includes artistic and participatory approaches.
To inform the ideation process of the proposed platform the models and principles of
the aforementioned reference authors were considered along with a selection of state-
of-the-art projects exploring casual visualizations that correlate resources. The projects
were distributed in two groups (see Fig. 1): 1) institutional websites and commercial
apps inspired by social platforms; 2) artistic and research projects with experimental
visualization approaches.

Fig. 1. Groups of selected related work: websites and apps (http://www.museudapessoa.net/
pt/home; https://www.historypin.org/en/; https://www.polarsteps.com/; https://www.sturevents.
com/) and; artistic and R&D projects (http://www.field-works.net/; Meireles, [11], p. 42; http://
intuitionanalytics.com/other/lostalgic/; http://on-broadway.nyc/).

http://www.museudapessoa.net/pt/home
https://www.historypin.org/en/
https://www.polarsteps.com/
https://www.sturevents.com/
http://www.field-works.net/
http://intuitionanalytics.com/other/lostalgic/
http://on-broadway.nyc/
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3 The Concept of the Platform

The main goal of the proposed platform is to give autonomy to users to collect and
share UGC of collective experiences to create richer narratives based on correlated visu-
alizations (combining, for example, time, geolocation, semantic correlation, networks
of users, etc.) aiming to preserve the uniqueness of each resource. It is also aimed to
provide an overview of the other participants’ contributions to build an expanded and
living archive. The proposed concept was subjected to a first stage of evaluation by
means of a video presentation to a group of experts (see Fig. 2) followed by a semi-
structured interview. The concept was briefly explained with a voiceover: “(1) Imagine
a mobile app that allows you to share records of past or ongoing events with people
who have also been there or have relevant information about them… / (2)… to obtain
visualizations that combine resources from multiple users boosted by social engagement
and the creation of new connections between content, to enhance the depiction and get
a deeper understanding of the event. As a collaborative living archive, this system aims
to generate forms of visualization that are modelled according to users’ participation…
/ (3)…and also to generate ‘snapshots’ that synthesize and evoke the collective memory
of that event, which can be saved and shared with others”.

Fig. 2. Screenshots of animated infographics included in the video of the platform concept.

4 Methodology

The current research adopts a Grounded Theory methodology [13] with a Participatory
Design approach [14] relying on mixed methods. This paper presents the qualitative
data gathered from exploratory interviews with experts towards the systematization of
guidelines to the prototype development of a participatory platform for easy collection
and correlated semantic presentation of audiovisual records of collective experiences.
The identification of a set of visualization models and review of related projects led to
the ideation of the platform concept that was presented to a group of experts to gather
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qualitative insights through semi-structured interviews, coded and analysed using the
software NVivo. The video call interviews took place between June and September 2020
with an approximate duration of 90min according to a script of 12 questions organized in
four groups: 1) about the overall concept of the platform; 2) about the content collection;
3) about the filtering, combination and curation processes; 4) about presentation and
visualization approaches along with proposals of features and use contexts. The experts
were challenged to brainstorm about the concept in the ideation stage, according to their
personal and professional experience, as well as encouraged to freely express opinions
and suggestions.

Following the qualitative method to content analysis of Laurence Bardin [15], the
analysis dimensions defined in the script were subsequently recoded and regrouped
after the reading of the full transcripts, that brought unforeseen aspects mentioned by
the experts. On the one hand, there was a vertical and subjective analysis of the dis-
course of each of the interviewees and the richness of their feedback, references and
recommendations. On the other hand, a horizontal and transversal overview identifying
the most frequent words associated with themes and comparing the emphasis on specific
topics and concerns, using NVivo matrix coding queries. This paper presents a segment
of the qualitative data gathered through the interviews, focused on the aggregation of
tactics to evoke collective memories and encourage participation, that were systematized
in recommendations and strategies, presented in the next section.

4.1 Sample Characterization

The sample comprises eleven experts, between 37 and 55 years old, from which five
are male and six are female. The criteria for selecting the experts was based on the
significance of their theoretical and practical work in relevant projects in Portugal1,
within the areas of archives, museology, heritage, ethnography, community projects,
cultural events, design, participatory media and digital platforms. Figure 3 presents
the interviewees identified, with an ID and their profiles, grouped according to areas
of expertise that let to the identification of two panels: five specialists are oriented
towards humanistic and social science domains in the context of cultural and community
dynamics – codified as the panel Culture and Communities (CC); five specialists are
inscribed in the field of design, digital art and participatory technologies – codified as
the panel Platforms and Participation (PP) and; one of the specialists presents a mixed
profile (CC/PP). In addition to gathering a set of complementary contributions that are
representative of their field, the definition of two panels intended to verify whether there
were differences of opinion according to the area of expertise.

1 https://arquivodememoria.pt/; https://campus.altice.pt/; http://center.web.ua.pt/; https://cdv.dei.
uc.pt/; https://digitalich.memoriamedia.net/; https://gps.pt/u/ffms; https://www.facebook.com/
GrETUA.oficial/; https://memoriaparatodos.pt/; https://www.memoriamedia.net/; https://2019.
portodesignbiennale.pt/; http://wholewebcatalog.org/; https://institutodehistoriadaarte.wordpr
ess.com/unplace/.

https://arquivodememoria.pt/
https://campus.altice.pt/
http://center.web.ua.pt/
https://cdv.dei.uc.pt/
https://digitalich.memoriamedia.net/
https://gps.pt/u/ffms
https://www.facebook.com/GrETUA.oficial/
https://memoriaparatodos.pt/
https://www.memoriamedia.net/
https://2019.portodesignbiennale.pt/
http://wholewebcatalog.org/
https://institutodehistoriadaarte.wordpress.com/unplace/


8 A. Velhinho and P. Almeida

Fig. 3. Experts’ profile characterization.

5 Results

5.1 Use Contexts and Audience

Departing from the opinions and suggestions of the experts, one of the categories of
analysis was subject to an in-depth interpretation, to refine the core concept and identify
relevant use contexts. Within the category dedicated to the “I) Overall Concept of the
Platform”, the following codes were selected: a) “Use Contexts”; b) “User Profiles”; c)
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“Needs and Differentiation” and; d) “Challenges”. The combined interpretation of these
indicators led to the systematization of specific use contexts mentioned by the experts as
useful and innovative. Figure 4 summarizes the identified use contexts associated with
particular needs and arranged according to their focus and type of participation (more
opened or mediated).

Fig. 4. Systematization of use contexts identified by experts
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5.2 Strategies to Collect, Visualize and Participate

Towards guiding the next steps with prototypes’ evaluation, three categories of analysis
were thoroughly examined and translated into operative recommendations: “II) Content
Collection Category” with the following codes: “Interoperability andMetadata”, “Copy-
rights and Privacy” and; “Evocative Resources”; the “III) Content Combination Cate-
gory” with the codes: “Classification and Curation Systems”, “Human vs. Automated
Curation” and, “Social Activation and Related Content”; the “IV) Content Presentation
Category” including the codes: “Visualization Modes”, “Content Flow and Update vs.
Memory Fixation”, “Visual Storytelling, Emotion and Sense of Collective” and, “User
Profiles’ Literacy and Generational Preferences”.

Figure 5 systematizes the formulated strategies expressed by the experts during
the interviews. The three core elements – collect, visualize and participate – are inter-
twined in the concept of the proposed platform, because the upload of content should
be possible during the interaction with other content already shared and, therefore influ-
encing the correlated visualizations. In this sense, the three core elements, as well as the
recommendations and strategies, are codependent:

• the identification of the relevant metadata is associated with strategies for content
collection, that highlight some features to include in the input form and data retrieving
from the media files shared by users;

• the identification of the most effective resources to capture experiences and trigger
related memories is associated with strategies for evocation and visual elicitation,
that address approaches in guiding and encouraging meaningful records and also
strategies to their presentation aiming to encapsulate the essence of an experience to
evoke similar memories and create a sense of collectiveness;

• the identification of the presentation formatsmentioned by the experts is relatedwith
strategies for visualization models to structure the archive of resources and provide
several ways of navigating and curating, according to filters of interest and layers of
information that highlight the similarities but also the diversity of contributions;

• the identification of existingmotivations and opportunities is associatedwith strate-
gies for joining and participating, that aim to reduce the activation gap that prevents
people to adopt and actively contribute and interact with a new system despite their
manifest interest, namely through mediation and activation mechanisms.
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Fig. 5. Recommendations and strategies suggested by the experts to apply in the participatory
platform.

6 Discussion of Results

Despite the differentiated profile and the separation of the panels, the eclectic and mul-
tidisciplinary sample expressed wide-ranging opinions in their discourse, beyond their
domain of expertise. Nevertheless, we highlight the main differences identified between
the two panels were:
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• The panel Culture and Communities (CC) manifested greater enthusiasm towards
the concept, although it placed emphasis on the need for human mediation, which
should be carried out by the ‘event/project promoters’ to guarantee the reliability of
the information. Also, this panel pointed the importance of having a guiding structure
to avoid disperse and decontextualized information that could generate disinforma-
tion and would constitute an obstacle to the application of the platform in historical
research and in some institutional contexts. In addition, some elements of theCCpanel
highlighted the need and potential of such a platform to facilitate the collection of
testimonies from communities in loco (many at risk of being lost due to the advanced
age of their beholders).

• The panel Platforms and Participation (PP) manifested scepticism about people’s
adherence to another platform, given the required effort and the cost-benefit face to
competitors like social media (already with many followers). Also, in institutional
uses, open participation may be problematic and require more regulations that may
be interpreted as restrictive and less democratic. Hence, instead of pointing to wider
audiences, the PP panel suggested more specialized niche uses (particularly targets
that already show appreciation for the emotional and techno-aesthetic dimension of
the experience as a differentiating feature).

Nevertheless, both panels emphasized the importance of ensuring the transparency
of criteria andmechanisms of the platform towards informed participation. Furthermore,
all participants were consensual in avoiding algorithmically biased control mechanisms
in favour of self-regulation and peer-reviews. Another relevant topic mentioned by some
elements, of both panels,was the contemporary interest in accessing invisible dimensions
of processes and events (including the making-of and backstage which allow audiences
to connect directly with resources and agents in a non-hierarchical way).

Overall, the use contexts and strategies systematized from the experts’ contributions
aimed at countering overly closed and imposing systems in favour of shared constructions
of meaning from multiple perspectives to enhance scientific cooperation as well as
co-creation. Besides the distinguishing feature of aiming to generate correlated and
meaningful visualizations from UGC, that may contribute to the depiction of collective
memories, we can state that the main opportunity for this platform is related to the
general need for content aggregation and exploration. However, despite this opportunity
and the findings already described, the experts also mentioned some critical challenges
that may compromise the platform’s sustainability.

Even with the proper resources to implement and maintain this kind of participatory
platform is necessary to be aware of the risk of generating conflicts because collective
memory is not consensual and, also, to acknowledge the danger of artificial appropria-
tion of events. In this sense, the purposes of use must consider distinguishing between
entertaining scenarios (based on immediate gratification and creative derivation) and sce-
narios of community production of knowledge. Some degree of compatibility of these
instances can be possible but will have to be carefully planned, designed and evaluated
with users. In any case, an online digital platform does not necessarily become a living
archive. To avoid a quick hype followed by lack of interest is vital to assuring mediation
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and activation strategies (complementary to in-person participation in events). For the
next stage is prudent to consider testing prototypes with a niche audience from a cohesive
group, concerning topics of their interest. It will be more likely they will be committed
to providing reliable information and taking an active part in content activation. After
the start-up with mobilized groups to feed the platform and gain scale, it will be more
favourable to create relevant partnerships to attract institutional uses.

7 Final Considerations and Future Work

The systematization of the qualitative data gathered from related work and the feed-
back of experts allowed to achieve the objectives of the paper: consolidate the concept,
identify use contexts and provide strategies for prototyping a participatory platform to
share and visualize audiovisual collective memories. The adopted methodology privi-
leged a participatory design approach by integrating experts during the ideation stage
without restricting their opinions with established decisions about the platform interface
and features. The goal was to freely identify needs and cultural contexts of use, based
on community dynamics generated by the participants (e.g. events like concerts and
exhibitions, intangible heritage and traditional celebrations, oral history, and life stories
were suggested by the interviewees). Also, some of the main challenges identified by
the experts to develop a solution that brings together researchers and communities are:
the reliability and contextualization of resources; the transparency regarding the system
mechanisms and operations; the sustainability to feed and maintain the system alive
without becoming a storage repository; the balance between spontaneous and special-
ized discourses and; the balance between the design of a simple interface and the features
required to make it a useful tool, without neutralizing the emotional drive of capturing
meaningful experiences to become collective and cherished memories. Worthy of par-
ticular mention is this emotional dimension of the experience and the fact that the sense
of collective memory will hardly be consensual, static or well defined. Hence, this will
also be a relevant qualitative topic to be explored in focus groups of potential users, to
complement and corroborate the experts’ insights.

In sum, the operative contributes to guide the prototype development to be tested
with users are a set of use contexts (Archives-driven, focused on Research and
Knowledge – based on existing resources and mostly powered by a niche audience;
Places-driven, focused on Information and Emotion – coordinated by local promot-
ers; Events-driven, focused on Emotion and Experience – Based on open and in loco
content sharing by different user profiles) together with recommendations and strategies
to guide the development process (relevantmetadata associatedwith strategies for con-
tent collection; effective resources to capture experiences associated with strategies
for evocation and visual elicitation; presentation formats related with strategies for
visualization models and; motivations and opportunities associated with strategies
for joining and participating). Furthermore, we hope these findings may also be help-
ful for other participatory projects focused on collective experiences combining several
resources, that can be preserved, represented and shared as meaningful and insightful
memories within communities.
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