Sheffield
Hallam _
University

Visual translations of ancient heritage - re-contextualising
ancient European script through contemporary visual
communication methods and media

LEVICK-PARKIN, Melanie <http://orcid.org/0000-0003-3925-9792>, FLOUDA,
Georgia and WOOD, Jonathan

Available from Sheffield Hallam University Research Archive (SHURA) at:
https://shura.shu.ac.uk/10898/

This document is the Presentation
Citation:

LEVICK-PARKIN, Melanie, FLOUDA, Georgia and WOOD, Jonathan (2015). Visual
translations of ancient heritage — re-contextualising ancient European script through
contemporary visual communication methods and media. In: EAA European
Association of Archaeologists Conference, Glasgow, 2-3 September 2015.
(Unpublished) [Conference or Workshop Item]

Copyright and re-use policy

See http://shura.shu.ac.uk/information.html

Sheffield Hallam University Research Archive
http://shura.shu.ac.uk



http://shura.shu.ac.uk/
http://shura.shu.ac.uk/information.html

Welcome



Visual Translations of Ancient Heritage

Re-contextualising ancient European script through
contemporary visual communication methods and media.



Dr. Georgia Flouda

Heraklion Archaeological Museum
Fellow, Centre for Hellenic Studies
Havard University

Melanie Levick-Parkin

Senior Lecturer in
Visual Communication

Jonathan Wood

Senior Lecturer in
Motion and Multimedia Design

ARDC Art & Design Research Centre
Sheffield Institute of Arts
Sheffield Hallam University



The Purpose

of this practice led research project was to apply a design anthropology approach to

the visual re-contexualisation of ancient European script, using contemporary visual
communication practices and media strategies in order to explore opportunities for
creative engagement with archaeological knowledge.



Practice-led / Design thinking methodology

Discovery - Design - Test - Implement

repeat process
iterative process



Archaeology

can grant us access to our history by allowing us encounters with remnants of
the past, but how these remnants are translated for us, read by us and what we
believe that they tell us is intimately tied up with the context of our own
contemporary culture.

What role can contemporary visual communication practices play in
communicating archaeological knowledge to young audiences by overcoming
potential aesthetic or media based barriers.
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Under the guidance of a specialist Archaeologist advisor
and two Design researchers,

a team of visual communication designers used their individual

creative practices to visually re-contextualise the oldest deciphered and
un-deciphered

European scripts of Linear A and Linear B,
with the goal of engaging a young audience.



The Aim

was to explore how visual communication can facilitate
archaeological heritage experiences that explore a multi-

layered narrative through co-creative and democratised
strategies of engagement.
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There is obvious affinity
between contemporary visual
communication design and
ancient script because they are
based on the same principle of
the encoding of meaning to be

de-coded by the receiver.



Like visual design, ancient script deals with visual presentation
of meaning and is directly relevant in relation to

Frutiger’s interest in archetypes and

Neurath’s Isotype collection.






The Brief

In order to frame and focus the visual investigation
and testing, the primary target audience is defined as
a ‘young target audience’. This means that the
aesthetic vernacular of that audience needs to be
taken into consideration.

Deliverables
A range of visual communication strategies with a
variety of visual outcomes
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without the context the knowledge
was created in being examined or
opened up for discussion. This limits.
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script, through the application of
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visual
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Background
Archaeology can grant us access to
our history by allowing us encounters
with remnants of the past. How these
remnants are translated for us, read
by us and what we believe that they
tell us is intimately tied up with the
context of our own contemporary
culture. This makes any interaction
with history also a potential
interaction with the present and
future. Any ‘reading’ of the past, is
also a reflection of our presence
(Gamble 2001)(Gere 2009)
(Hayden1993).

Ancient script deals with visual
presentation of meaning and is
relevant in relation to Frutigers
discussion of archetypes and

The intention s to look at how visual
communication and service design
can help create archaeological
heritage experiences that explore a
multi-layered narrative through co-
creation and democratised sirategies
of engagement. Silverman (2002)
noted that “archaeological tourism
provides the opportunity for selective
re-creation and reconstruction of the
past’, but in todays interconnected
age this does not sound like a
strategy fit for the 21% century.

The aim is to investigate the overall
relevance of visual communication
and service-design to a heritage
experience design in archaeology
and whether it may offer the potential
to engage new audiences in
archaeological heritage through re-
of ancient content.

Neuraths interest in isotypes.
Post-modernism proposes that
knowledge is socially constructed and
if we consider this to be an important
insight, we may concur that
knowledge construction in the
heritage experience should be
inclusive and socially accessible.
Archaeology is an area of practice
where the notion of socially
constructed knowledge is examined
within the discipline, but does not
always translate into how
archaeological knowledge and

artifacts are presented to the public or

cultural tourisms host communities.
Artifacts and fact may potentially be
presented as static knowledge

The Archaeologist adviser will provide
the expert voice in order to ensure
the appropriateness of visual
materials worked with and the
scientific integrity of the design
outputs.

Melanie Levick-Parkin,
Johnny Wood
Wednesday 25" & 27" of
March

Considerations

In order to frame and focus the visual
investigation and testing, the primary
target audience is defined as a
‘young target audience’. This means
that the aesthetic vermacular of that
audience needs to be taken into
consideration.

iverables

+ Arange of visual
communication strategies
with a variety of visual
outcomes



Observation of Linear B Session

- MA Archaeology University of Sheffield
- Professor John Bennet
- Basement Lab



cey and wet Thursday morming
n February and the Basement Iab
in the school of Azchaeology is
about to become a place for
tcanzcending the danknes: of
the here and now
I kave somehow managed to get
myself mited to 2 lesson on Linear
B tablet writing, 2 sess50n designed
and defvezed by Prof John Bemaet
for hiz MA Archacclogy smdents.
A PHD Student called Angela is
ting John in the session.

Az Tenter the room T can see 2
familiac looking kind of space.

The basement Iab looks more fike an.
art & design studio than the stecile

someone used to creative studio
spaces

A smell of clay, dust and fresh

from the sodden
elements outside.

Lmemiddzeotm;muahge
table coveced im 2 blae plastic cloth.
Setout ix: fromt of every clair are 3
woodea board, 2 pen Eke

pap
smdeat: oi the MA, who as they
arzwe clum a place on the table

after puttng on one of the dusty,
clay-covered white Jab coats, which
show ev:dence of previons weazers
activities, covered ps they arein clay
colozed Bandprintsigs




Al iis 1 tasemens oo the
cedling is quite Jov; with some
exposed pipework and box cabling.
There are wock susfaces on both
sides of the room, ane is completely
covered in vaious boxe: and 2ome
big pithai style jars in the coener,
the other one is faidy clear and has
a sink in the middle, with 2 sign
asking for cleanliness.

There’s 2 big grey shelving unit

at the at the far end of the room,
which alzo houses a glass display
caze and more shelve: on the wall
‘The front of the room has a
screen on it

There are more shelves at head
hight, crammed foll with different
clay based artifacts, zome easily
recognisable 23 beautiful replicas of
ancient objects other: not 30 much,
- sporting charming, but to my
eyes dightly dodgy, deconative
painted motives. Some of the
wases are broken and most

are very dusty.

Thelh\:\nd:uobgysmdmnm
Theze to re-create linear B tablets.
In the middle of the table is 2 big
slab of clay and examples of replica
tablets produced by John Bennet in
peevious years. These examples
have 2 variety of shapes, some
oblong, some more tablet shaped,
and all aze full of Lineac B
inseriptions. The tablets have all
been fired and their colour ranges
from the Light brown of oven fired
clay; to the irregular dack brown/
biack of clay fired in an open fire 33
an expenment, to emulate the
accidental firing of the originals.
Quite few of the tablets are broken.




Oneofdummmmsun
thumb-length machine cut piece of
cylinder shaped wood with a smrdy,
blunt metal needle sticking out of
one end. The other is 2 piece of
hawthorne twig, with the end being
fozmed naarally by the twigs poiary,
thorn-like end to it.

The natural writing implement i3
about the same length as the man-
made one It makes sense to me to
offer this variation, 23 the choice of
tool will ultimately impact on the
production of the script.

It would be interesting to compaze
these to original implements.

Aﬁudzmiﬁﬂwlnomelnd
sertling down, Angela cuts a
piece of clay for every student,
while John explain to the
students the nature of the

task about to be commenced.
He asks them to start by creating
2 piece of table, in any shape they
wish and to then transcribe their

zome instructions for the Linear
B script onto the whitehoard.




The students busy themselves
discaszing what spllable: best to
uze to spell their names in Linear
5 and Joha highlishts 2 few of the
peculiarities of the seript, such as
the omizzion of last syllables and
the order in which mformation
was communicated i zelation to

people — lists of economic com-
modities, who paid what to whom,
who owed and who possessed.
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NATIONAL

ART&DESIGN
SATURDAY CLUB

- scripts and discuss how their meaning relates to young peoples lives today and how they
might be visually presented to make them suitable for todays media environment.
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| hereby give permission for my child to participate in and contribute to the
ADRC Visual Translations research project 2" May 2015

Childs name:

Parent/Carer;

Signature:



3 Part Brief

- Working with the script in ink
- Ideas generation for contemporary meaning
- Generating of new symbols in vinyl and perspex
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Georgia’s Visit

- Prior recruitment of 6 Graphic Design students as researcher assistants
-4 Male 2 Female students, level 5 and level 6

- Initial briefing by Georgia followed by workshop

- Tutorials Georgia and Design Researchers

- Presentation of initial ideas at the end of day 2












Ideas for Material

- Games based on Linear A and B
- [llustrated Story Book
- Graphic Design Artifacts



Ideas for Material

- Games based on Linear A and B
- [llustrated Story Book
- Graphic Design Artifacts



General Discussions about materiality

- Be honest about materials

- No faking of stuff

- Whenever possible seek some contextual authenticity in material and colour
- Whenever possible seek some contextual authenticity in shape and form
- Anything goes if you want to try something out



Proto-type 1

Board Game based on Phaestos Disc












Proto-type 2

Graphic Typology of Script



Visual Development

Y1y

Visual Development

Linear B Font

Font Posters
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Font Posters Development

Font Posters Development
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Proto-type 4

Cooking based artifacts and embroidery
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Proto-type 5

Children’s book illustrations
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Proto-type 6

Linear B Logograph Stamp Set



Research and Idea Development Vector Symbols

Above is a drawing of the symbols of the diisc as these symbols were going to be the basis of the stamps they need
to be recreated as vectors. Below are the vectored symbols.

The phaistos disc, is an artifact from the Minoan period. It is made form fired clay and contains symbols on both
sides. These symbols are untranslated and are believed to be created by using stamps. The idea behind this project
was to re-contextualise these stamps into an engaging activity for children.

Therefore a stamp set and accompanying activity book were to be created. Below are som initiall images from
research into stamp sets.

A PUY




Stamp Development

Various sizes of stamps templates were created on the lasercutter to
assess what the size of the stamps should be.

Olive trees are native to Crete so it was decided that using Olive
wood would be contextually sympathetic. Thus by laying scale
representations of the stamps you can see how the stamps fit.

Stamp Development

This shows 4 examples at 60 mm and one at 100mm following this it After cutting the 30 mm block a template was created to quality check This is a minature box to hold the three smaple stamps. This also
was decided that 30 mm would be the final size of the stamps  as this the cutting. This shows the block is the correct size. The stamp symbol allowed us to see how the uxtaposition between wood and perspex
would mean the overall packaging size would be reduced. was also etched on top of the block as test. would work.

30 mm squares were laser etched into the wooden board to create a The blue perspex contrasts well against the plywood. Blue is also Examples of symbols etched into the Lino material. the lighter areas
template for cutting out the stamp handles. As the wood was so thick symbolic of the water surrounding the island of Crete. will be the part of the stamp that takes the ink and transfers it to the
and highly durable a bandsaw would be used to cut the board. page.

Using the bandsaw three stamp handles were cutout as prototypes.
Here the board can be seen ready to be cut on the machine.
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Proto-type 7

‘Cryptic Crush’
Linear B Syllabic app based on Candy Crush principle
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Proto-type 8

‘Minory’
Linear B Logograph game based on Memory game
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This Investigation

raises not only the question of the overall relevance of creative re-
contextualisation of archaeological heritage in engaging new
audiences, but also to what extent this re-contextualisation can be
allowed to undermine the ‘authenticity’ of the source material.



There is a need for criticality in relation to:

- Re-contextualisation not ‘so new’ media?
- Production: How is this contributing to anything and what to?
- Are we just producing more ‘tat’’
- Is the simplification of Archaeological knowledge justifiable just
to reach new audiences!
- Is compromising the visual authenticity and integrity of artifacts
justifiable just to reach new audiences!
- etc.



From Artifact to Experience

complex

simple

artifact

Meredith Davis (2012:208)

experience



Heritage

Archaeology from didactic to dialogic

Experience




Why try to connect design activism with archaeology?

Because archaeological practice concerned with activism
advocates a collaborative approach; particularly in relation to
community-based participant research (CBPR); the production
and democratisation of knowledge, and “decolonising” the
research process. Because archaeology is relevant to our past,

present and future.

(Atalay, 2012)



Thank you!



[f you are interested in this type of ‘stuff’,
please do get in touch:

m.levick-parkin@shu.ac.uk



