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- at School of Humanities, College of Arts 

- Research in Digital Heritage, 
Museology, Digital Humanities, Info 
Management, Digital Curation

- 2 (very popular) masters courses:
▪ Museum Studies

▪ Information Management & Preservation (IMP)

- UGrad degree in Digital Media and 
Information Studies

- Scotland’s oldest public museum

- Large, unique & diverse collections 
recognised of National Significance   
(over 1.5 million items)

archaeology, numismatics, natural & life 
science, anatomy, ethnography, scientific 
instruments, extensive art collection

- Museum(s) [Main, Zoology, Anatomy] & 
Art Gallery

- Kelvin Hall Collections Study Centre 
(opened Nov 2016), partnership with 
Glasgow Life, NLS                                 
Moving Image Archive

Information Studies  
(previously HATII)

- Founding co-director of 
Glasgow Digital Cultural 
Heritage Lab







Kelvin Hall I, 
Glasgow

• Multiple collections storage;
• Research and teaching labs, 

conservation & digitisation 
studios; 

• Search rooms, seminar rooms; 
• PostGrad study space;
• Conference suite;
• Academic offices and archive

Hunterian Collections
Study Centre at KH



Research interests
• Communication, learning, participation in GLAMs
• Study/evaluation of these 

• from within (e.g. Kelvingrove Evaluation Strategy; Hunterian 
Digital Strategy)

• from outside – end users (e.g. CHIRON, EMOTIVE)

• Use of digital for both knowledge management and 
communication / interpretation

• Digitisation of collections, use of online catalogues
• Immersive, storytelling
• Participatory, co-design, co-curation



EU H2020 EMOTIVE project (2016-19) 
Support the creation of experiences which draw on the power of “emotive

storytelling” to foster a deeper connection with collections/cultural heritage;
Research & Innovation Action; Antonine Wall display at Hunterian Museum 

one of two case studies to test project's approach & tools

The Hunterian Museum Antonine Wall display (part of Roman Frontiers UNESCO World Heritage Site)



The Hunterian Museum Antonine Wall display (UNESCO World Heritage Site)

EMOTIVE’s consortium

8 partners
5 countries
2 pilots



Main objectives

The Hunterian Museum AW display: one of the two EMOTIVE heritage sites

1. Develop methodologies and tools for
a) designing and
b) evaluating emotionally-engaging

digital stories, and
2. Test these with prototype applications in

situ in real CH settings with a range of visitors



Common Cultural Heritage (CH)
challenge:

Despite their importance, 
many CH sites (and collections) 

can be unintelligible for many visitors 
today

The Hunterian Museum AW display: one of the two EMOTIVE heritage sites



The Antonine Wall
Map of Roman Frontiers 

Emperor Antoninus Pius (ruled from 
AD 138 – 161) ordered building of 
Antonine Wall in years following AD 
140. Hadrian’s Wall was abandoned 
and frontier was extended to allow 
Antoninus to both pay reverence to 
and supersede achievements of 
Emperor Hadrian.

Antonine Wall was last linear frontier         
built by Romans. 

Only occupied for about a generation 
before being abandoned following 
Antoninus’s death  in AD161 when the 
Roman army  retreated to Hadrian’s 
Wall.

(source David J. Breeze, The Roman Frontier PDF https://www.academia.edu/9431935/The_Antonine_Wall Culture 2000)



Map of the Antonine Wall

Old Kilpatrick
Bearsden Bath House

Auchendavy Fort 
close to Shirva Farm

Carriden

It ran for 40 Roman miles (60km) from Old Kilpatrick on the River 
Clyde to Carriden (or modern Bo’ness) on the Firth of Forth



Example: The Antonine Wall Today

UNESCO World Heritage Site of the Antonine Wall today
at Rough Castle, near Bonnybridge, Falkirk 

Picture courtesy of Jess Lydon, MLitt (Hunterian MUSE 2013 – 2014)



Museum displays can be unintelligible too…                                                                      
or fail to engage visitors more deeply

The Hunterian Museum Antonine Wall display: 
one of the two EMOTIVE heritage sites



Traditional model of museum interpretation where 
meaning is communicated in didactic fashion, 

stressing cognitive gain and museum staff as keepers 
of knowledge > problematic as disconnected from 

emotions which inspire and motivate the larger world. 

Hunterian Museum, Glasgow, Explorathon, Primary 7 class from Castlemilk, September 2017



The Hunterian Museum AW display: one of the two EMOTIVE heritage sites

Very few coherent frameworks or models to adequately define 
designing and evaluating emotive experiences in cultural sector 
despite emotional engagement being a key outcome for visitors 

1st EMOTIVE User Experience Workshop, Hunterian Museum, Glasgow, February 2017



Two case studies
Ebutius’s Dilemma A window to the Scottish Roman Past:

Views on Verecunda’s Life



Design rationale – motivation for             
Hunterian onsite experiences

• Connect with Antonine Wall site through stories (of                    
a Roman centurion, Caledonian slave girl, etc)

• Engage with objects in the gallery
• Address universal themes (love, loss, family, work, etc)

• Emotional engagement, sympathy & even empathy
• Challenge stereotypes, encourage critical reflection          

about heritage (borders, relationship of  Romans  with locals, 
military life, etc)

• Maintain engagement & immersion in the story, but
• also distinguish between fact & fiction



DESIGN TOOLS



DESIGN PROCESS

Prototyping



DESIGN PROCESS
“BODYSTORMING”



Use of Ebutius’s Dilemma digital story in the Hunterian Antonine Wall Gallery
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Early versions 
& prototypes
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“Ebutius’s Dilemma” – beta release
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Ebutius’s Dilemma story
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“Ebutius’s Dilemma” – Connecting Objects

3D models of the physical objects in the 
Museum can be manipulated by the user



Change the top image 
to "Distance slab" and 

add the correct text 
banner

Connecting Objects with the story
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Calle and Ebutius meet

Go with the Roman 
army

Ebutius’s Dilemma

At the end, users are asked to help Ebutius 
make a life-changing decision
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The Facts Behind the Story
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Views on Verecunda’s life:
A window to the Scottish Roman Past

Exploring issues of identity and what makes us who we are
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The Virtual Ebutius (online)
• A virtual version of ‘Ebutius’s Dilemma’ was also designed 

for remote online visitors
• A 360 panorama of the Antonine Wall display space
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The Virtual Ebutius (online) II
A floorplan of the display helps users 
navigate in the virtual space encouraging 
them to explore the objects
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Facts vs Fiction
• Challenge of maintaining engagement & 

immersion in the story …
• … but also distinguishing between fact & 

fiction
• Where and how to do this best
• What are the Facts that                           

users are interested in?
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Views on Verecunda’s life

• Interactive, digital storytelling experience about a young 
Caledonian slave called Verecunda

• Designed for 4 people visiting ‘The Antonine Wall: 
Rome’s Final Frontier’ display at the Hunterian Museum

• To be used with a facilitator onsite
• Encourages visitors to reflect on the past, particularly 

Roman Scotland, and to challenge stereotypes about life 
and identity in the Frontiers of the Roman Empire
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Views on Verecunda’s life - video
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Views on Verecunda’s life - VR video
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Views on Verecunda’s life - VR video
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Views on Verecunda’s life - VR video
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Views on Verecunda’s life –
facilitated group discussion
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Views on Verecunda’s life –
character-driven exploration of display
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Views on Verecunda’s life –
character-driven exploration of display
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Verecunda – Part 3: AR effects I
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Verecunda – Part 3: AR effects II



EVALUATION

Verifiable, generalisable triggers for emotive experiences 
with heritage? moving beyond usability to evaluate 
complex digital heritage user experience;
combination of qualitative & quantitative (e.g., observation, 
interviews, computer log analysis, focus groups)
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Evaluation
Evaluation with over 200 adult visitors and 70 children
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Evaluation Framework & Methods
Mixed methods combined accordingly:

– Research-informed instruments 
(e.g. standard & specialized questionnaires)

– Semi-structured interviews
– Focus groups
– Analysis of system logs
– Where in your body?
– Screenshots of experience for recall and 

discussion at interviews
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Where in Your Body?
• Where in your body did you feel 

the EMOTIVE experience the 
strongest?

• Why?

• Adapted from Matthew Reason, 
York St John University, UK –used 
for audience reactions to theatre 
performances

https://matthewreason.com/portfolio/where-in-your-body/ 
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Components evaluated
• Story plot and characters
• User interface
• User control of experience development
• Navigation within museum exhibition 

space & engagement with objects on 
display

• Social interaction
• Emotional engagement
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Emotional Engagement, Empathy and Immersion

‘emotionally engage with the display. It took me on a journey. It was 
clear the difference between narration and fact but made me 
emotionally invest’

‘feel that history became more tangible and it made it come alive. 
Great!’

‘engage with what makes history. Made me feel a part of it.’

‘made me realise that Romans were people like everyone else, 
People’s history, helps us to relate directly and engage with the 
exhibition & the environment. Interesting experience’

‘feel more immersed in the story behind the artefacts.’
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Factors affecting emotional engagement
• writing story in the first person while 

looking back in time
• the way story was linked with 

physical objects on display
• the final decision that users had to 

make for main character of story 
(element of drama; engaged users 
from beginning of narrative)

• the voice over used to narrate story



Social interaction
The EMOTIVE experience 
did not break but on the 
contrary, supported and 
even encouraged social 
interaction 
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• to feel the story behind the item. As an archaeologist I'm always 
interested about findings' stories but I can explore a total different 
aspect of a finding's story. I can engage in an emotional way. 

Verecunda –
Feedback cards from Public Demo

(44 collected)
The EMOTIVE experience made me…



Evaluation Findings: Social interaction
The EMOTIVE experience 
did not break but on the 
contrary, supported and 
even encouraged social 
interaction  - vital in CH
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Empathy with characters
‘This was mainly to do with the final choice. The experience 
connects you with the characters that by the end I didn’t 
want anything bad to happen to them. Other moments 
where this “feeling” came about was when the couple fell in 
love and got married (the pot and the ring)’ (User 
01_20180116)

‘I really liked the story and I felt like I was there. It was quite 
strange because it felt like he [Ebutius] was talking to you in 
real life’ (IMG_2961)
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Engagement with the objects
‘engage with objects I would normally overlook. As a MUSE 
guide I do tours for the Antonine Wall and it was great to 
interact with objects such as the nails and hammer that I, and 
perhaps others, would easily overlook’

‘I thought this was really cool! It ʺbroke the glass wallʺ that 
separates the viewer from the object in the museum. Really 
interesting!’

It made me really think about the objects I was looking at and 
provided context that might not otherwise have been available.   
It also provided me with a direction and meant I wasn’t 
aimlessly wandering around. I also think kids would love this!



Findings Pre-COVID
• Importance of social interaction and dialogic approaches for supporting emotional 

engagement 
• Re-enactment, through critical conversation, and through personal decision making

(key role of mediator / facilitator in this)
• Powerful effect of VR/AR when integrated appropriately with storytelling to support 

engagement and connections with objects, sites, and the past in general
• How much of this has changed Post-COVID?
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Jun 2020 - Hunterian application to MGS
- Building on EMOTIVE research findings and prototypes
- But also looking at how the MGS/Scottish government’s 

investment would have long-term benefit and impact 
beyond the (1-2year) funding of the project

- emphasis on increasing Hunterian staff skills on digital 
engagement

- Long-term sustainability

- The challenges of taking advantage of short-term funding 
opportunities / staff contracts to implement long-lasting 
change

Increasing Digital Engagement and Access to 
The Hunterian’s collections (IDEA) project



Thank you from the whole EMOTIVE team & 
keeping in touch

maria.economou@glasgow.ac.uk
@MariaEcoGl @hunterian @UofGInfoStudies @UofGDCH

http://emotiveproject.eu


