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Introduction
During his/her working life an artist can produce a substantial body of work.  Not all works of art are permanent. For some ephemeral pieces a photograph, sketch or text-based description of the work may have been created as a way of establishing a more long-lasting record. The preservation of these surrogates is crucial if a record of the original works is to be retained. The preservation and management of the record of an artist’s output poses technical, managerial and archival challenges.  The greatest challenge is the lack of an easy to use suite of tools to enable this access and preservation.

Traditional paper based means of presenting an artist’s work for study (e.g. books) are limited by their static nature.  Drawbacks include: first, a published book cannot be updated to include new works of art unless a new edition is produced and second, a book is written for a specific audience and it is practically impossible to write one that will serve the needs of multiple age groups or educational levels.  Slide and printed photographic records are subject to deterioration (e.g. the colour balance of slides changes over time), are notoriously difficult for users to navigate and can only be accessed from a limited number of places at any one time.

The use of databases and internet software (e.g. web browsers) makes it possible to create a digital archive of an artist’s output that can be updated easily and inexpensively and made visible to a substantial audience.  The contents of this archive can then be extracted in multiple ways enabling the dynamic creation of web pages that can be automatically tailored to suit the needs of many different groups of users. The access benefits of digital representations of material are widely acknowledged.  Creating a digital record enables the production of multiple copies of a record of a work that can be stored in separate locations; this should improve the chances of the long-term survival of the digital record. The long term preservation of digital materials is, we concede, prone to a range of technical and administrative obstacles.
 These are not however insurmountable when the image data are represented in recognised formats (e.g. uncompressed TIFF) and the data stored in ASCII in structured databases or represented in XML (eXtensible Markup Language).

Project aims 

The three broad aims of this project are:

· To provide a framework and system to enable artists to create a digital archive of their work.

· To establish guidelines and practices to enable students and volunteers to scan material, including slides, photographs, and printed and handwritten documents, and to create descriptive, administrative, and technical metadata.

· To provide the structure necessary to allow the contents of the archive to be extracted and presented in many different ways in order to facilitate the teaching and learning of multiple user groups.

The digital archive will consist of both images and metadata.  The majority of this material will be captured or uploaded and maintained by the artist, volunteers, or undergraduates.  It is, therefore, important that comprehensive and easily to follow guidelines for the digitization of images and the creation of metadata accompany the technical infrastructure.  

In order for the images to be usable now and in the future it is vital that the digitisation process be adequately document and involve a quality assurance stage for both the image and all associated metadata.  Images that do not pass the quality threshold will need to be rescanned and inaccurate or incomplete metadata amended.  We would envisage that the scanning of the photographic surrogates (e.g. transparencies) would be carried out by undergraduates.  This would enable the archive to be populated cost effectively and rapidly, while at the same time providing students with a unique opportunity to develop transferable skills.

Photographs are only one type of digital image that the Artist’s Archive, Preservation & Access Workbench (A2PAW)
 can include. Digital images of sketchbooks, correspondence, and other materials could also be included. The presence of these materials would enable the artist to make transparent (some of) the thought processes behind a particular work or the sequence of events that may lead to the creation of a work of art, embracing issues of creation, consumption, and status.

Although the images are of primary importance it is the metadata that makes the retrieval of images possible and allows them to be used in multiple ways.  Guidelines for the creation and uploading of metadata are as important as the digitization guidelines.  The metadata will include information about the digitization process, plus information about the work of art itself, such as its title, its creation date and materials used and administrative data to support efforts to protect the artist’s intellectual property rights (IPR).

Although it is unnecessary for the artist to be responsible for the digitization, entering of metadata, or quality assurance activity it must be possible for him/her to play an active role in the development of the archive.  The resonance of works of art may be enhanced by the stories behind them or by those that they encourage us to tell as a result of seeing them.  It must therefore be possible for the artist to access the archive and to be presented with a list of recently uploaded images, allowing him/her to add comments to them.  Later (s)he may wish to develop stories showing the links in the form of comparisons, contrasts, and interrelationships between different pieces.

Project Benefits

The uploading of images and metadata to create a digital archive is only the first step in A2PAW’s lifecycle.  Once the archive is populated it must be possible for the artist, a teacher, a student or a member of the public to browse the collection, its metadata, and stories that the artist creates about each image, for viewers to select specific works of art and their associated metadata to incorporate into specific stories, or to develop their own stories using images from the artists collection. Five examples illustrate how A2PAW might be used:

1. The artist or general public could browse the archive of images, captions, and other metadata.

2. The artist selects and brings together certain images in the collection in order to tell a story, to show the development of a theme, or to contrast works.

3. A teacher instructs pupils to look through the images, to select five and to write their interpretations in an online form that is then incorporated into the database.

4. A designer wishing to make an interactive display for a gallery can search the images, select the ones she wishes to include and utilize the metadata in order to provide information for gallery visitors.

5. A life-long learner browses through the images and gains a greater understanding of the processes involved in their creation by reading the stories the artist has attached to individual images or groups of them.

Databases and Internet software make this sort of information storage and retrieval possible.  They do, however, create rights issues that will need to be addressed.  The system will include mechanisms to provide some support for the protection of the artist’s intellectual property rights in the digital asset.  For example it should reduce the danger of images or metadata being exploited inappropriately. It should retain information about users, what images they looked at, the stories they built, and evidence that they agreed to the online user license. This may involve users having to register before they can access A2PAW, or restricting the resolution of images to certain users.

The entire system will run via a web based front-end that will connect to the underlying database system.  Although the database will provide the backbone of A2PAW the users will remain unaware of its presence.  Different user groups will have different levels of access and privilege.  Four access levels will need to be supported:

· System Administrators – these users will have complete access to the web site plus direct access to the underlying database.

· Digitizers and Resource Creators – these users will be able to upload images and metadata into the database.

· The Artist – will be able to check and enhance the information held about each image and will be able to use the tools available to develop stories

· Educational Users – these users will include children and life-long learners and they will be able to select images, read the artist’s stories, and write their own.

Stages of Development

The development of A2PAW will take place in four stages:

1. Creation of the Statement of Requirement document

This document will define the technical and operational requirements of the workbench.  Requirements will be grouped by priority level and the document will also include the project aims, objectives and deliverables.

2. Definition and design of the technical architecture

This will involve the configuration of the software and hardware, the definition of the underlying database system, and the design of the web based front-ends (i.e. the input and presentation interfaces).

3. Implementation

This will involve the creation of the database and the dynamic web pages required for accessing, uploading and retrieving the images and metadata.

4. Testing and evaluation

Once A2PAW is operational it will have to be thoroughly tested for security and functionality and the user interfaces will have to be evaluated to ensure it is suitable for the intended user groups (e.g. the artist, assistant to the artist, or students).

5.  Creation of the digitization & metadata guidelines document and the QA document

These documents will provide the guidelines necessary to ensure that the client maintains acceptable standards for digital image and metadata creation. It needs to be usable by volunteers and students, be consistent, and easily mastered.

6. Content addition

Once the database system is up and working there are two phases involved in populating it with content.  In phase one the existing photographs and other archival records can be scanned and information about the images (e.g. technical data about the capture process, caption and other material such as date and time work of art was created, location etc) manually entered into the database.  In the second phase the Artist can add stories either as text or as audio recordings (or both) to the images.

Progress and Use

By the close of 2001 The Humanities Advanced Technology and Information Institute (HATII) will complete stages 1-5 and the Artist in conjunction with Crichton Campus will be able to use students to complete stage 6.  Students would gain significant advantages by having the chance to create digital content.  Our other projects (e.g. scanning of 16th century material in the Hunterian Art Gallery) has shown that students take great pride in the opportunity to collaborate on real content creation projects. The aim of involving Crichton Campus students in stage 6 of this project is completely consistent with the project-based rationale for the 4th year and its underlying creative principles.  This project would also facilitate the development of postgraduate study and involvement.  As the initial collection of material consists of 1000s of images of works of art, hundreds of sketchbook pages, correspondence and possibly business documents charting the commissioning of works of art Stage 6 could run for many years.

Conclusion

A2PAW aims to provide a useful tool to help different user groups to gain a greater understanding and appreciation for the work of an artist.  It aims to create a record of the artist across space and time and by a combination of procedures, policies and technology to bring consistency to the digital representation of his/her artistic output.  

The partnership of the Crichton Campus, HATII, and the Artist opens up range of preservation, learning, and access benefits that individually would not realize their full potential.  
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� These challenges are charted in Seamus Ross, ‘Changing Trains at Wigan’, (London, 2000).


� A2PAW pronounced ‘a squared paw’
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