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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 
 

	
  
2.	
  Service	
  Design	
  for	
  the	
  solving	
  of	
  collec3ve	
  problems	
  
	
  
The	
  la9er	
  is	
  described	
  as	
  ‘social’	
  or	
  ‘public’	
  design,	
  ‘a	
  process	
  of	
  ‘co-­‐crea5on’	
  
resul5ng	
  in	
  the	
  common	
  good	
  by	
  means	
  of	
  sustainable	
  solu5ons.’	
  (Viladas	
  2011,	
  
P31)	
   



 

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.  





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. 



Archaeological 
Artifact 

Label for 
Archaeological 
Artifact 



Visual 
Communication 

Visual 
Communication 



Visual 
Communication 

Visual 
Communication 



Visual 
Communication 

Visual 
Communication 



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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Brief Visual translations of ancient heritage 
 Re-contextualising ancient European script through 

contemporary visual communication methods and media  

!  Supervising Design 
Researchers: 

Melanie Levick-Parkin, 
Johnny Wood 

  Research Workshops :  Wednesday 25th & 27th of 
March 
 

!
Brief  
The purpose of this practice led 
research will be to explore the 
application of service design 
methodology and design thinking for 
the engagement in encounters with 
heritage in Archaeology.  
The intention is to re-contextualise 
visual aspects of ancient European 
script, through the application of 
contemporary visual communication 
practice and media touch-points. 
 
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 
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  

 
 
without the context the knowledge 
was created in being examined or 
opened up for discussion. This limits 
opportunity for audience engagement 
and for stakeholder inclusion in the 
construction and communication of 
that knowledge and thus how the 
Archaeological heritage is 
experienced. 
 
The intention is 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 strategies 
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 21st 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-
contextualisation of ancient content. 
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. 
 
 
 
 
 
 
 
 
 
 
 
 

 
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 vernacular of that 
audience needs to be taken into 
consideration. 
 
 
Deliverables 

• A range 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 















3 Part Brief 
 
- Working with the script in ink 
- Ideas generation for contemporary meaning 
- Generating of new symbols in vinyl and perspex 
 





























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 
- Illustrated Story Book 
- Graphic Design Artifacts 
 



Ideas for Material 
 
- Games based on Linear A and B 
- Illustrated 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 Visual Development Linear B Font

Font Posters Font Posters Development Font Posters Development



Font Posters Development

Font Posters Development

Visual Development



Proto-type 4 
 
Cooking based artifacts and embroidery 



Childrens Cookery Wear Embroidery Embroidered Symbols













Proto-type 5 
 
Children’s book illustrations 







Proto-type 6 
 
Linear  B Logograph Stamp Set 



Research and Idea Development

5IF�QIBJTUPT�EJTD
�JT�BO�BSUJGBDU�GSPN�UIF�.JOPBO�QFSJPE��*U�JT�NBEF�GPSN�mSFE�DMBZ�BOE�DPOUBJOT�TZNCPMT�PO�CPUI�
TJEFT��5IFTF�TZNCPMT�BSF�VOUSBOTMBUFE�BOE�BSF�CFMJFWFE�UP�CF�DSFBUFE�CZ�VTJOH�TUBNQT���5IF�JEFB�CFIJOE�UIJT�QSPKFDU�
XBT�UP�SF�DPOUFYUVBMJTF�UIFTF�TUBNQT�JOUP�BO�FOHBHJOH�BDUJWJUZ�GPS�DIJMESFO��� 
 
5IFSFGPSF��B�TUBNQ�TFU�BOE�BDDPNQBOZJOH�BDUJWJUZ�CPPL�XFSF�UP�CF�DSFBUFE��#FMPX�BSF�TPN�JOJUJBMM�JNBHFT�GSPN�
research into stamp sets. 

Vector Symbols

"CPWF�JT�B�ESBXJOH�PG�UIF�TZNCPMT�PG�UIF�EJJTD�BT�UIFTF�TZNCPMT�XFSF�HPJOH�UP�CF�UIF�CBTJT�PG�UIF�TUBNQT�UIFZ�OFFE�
UP�CF�SFDSFBUFE�BT�WFDUPST��#FMPX�BSF�UIF�WFDUPSFE�TZNCPMT��



Stamp Development

0MJWF�USFFT�BSF�OBUJWF�UP�$SFUF�TP�JU�XBT�EFDJEFE�UIBU�VTJOH�0MJWF�
XPPE�XPVME�CF�DPOUFYUVBMMZ�TZNQBUIFUJD��5IVT�CZ�MBZJOH�TDBMF�
SFQSFTFOUBUJPOT�PG�UIF�TUBNQT�ZPV�DBO�TFF�IPX�UIF�TUBNQT�mU�

���NN�TRVBSFT�XFSF�MBTFS�FUDIFE�JOUP�UIF�XPPEFO�CPBSE�UP�DSFBUF�B�
UFNQMBUF�GPS�DVUUJOH�PVU�UIF��TUBNQ�IBOEMFT��"T�UIF�XPPE�XBT�TP�UIJDL�
BOE�IJHIMZ�EVSBCMF�B�CBOETBX�XPVME�CF�VTFE�UP�DVU�UIF�CPBSE��

7BSJPVT�TJ[FT�PG�TUBNQT�UFNQMBUFT�XFSF�DSFBUFE�PO�UIF�MBTFSDVUUFS�UP�
BTTFTT�XIBU�UIF�TJ[F�PG�UIF�TUBNQT�TIPVME�CF�

5IJT�TIPXT���FYBNQMFT�BU����NN�BOE�POF�BU����NN��GPMMPXJOH�UIJT�JU�
XBT�EFDJEFE�UIBU����NN�XPVME�CF�UIF�mOBM�TJ[F�PG�UIF�TUBNQT��BT�UIJT�
XPVME�NFBO�UIF�PWFSBMM�QBDLBHJOH�TJ[F�XPVME�CF�SFEVDFE��

6TJOH�UIF�CBOETBX�UISFF�TUBNQ�IBOEMFT�XFSF�DVUPVU�BT�QSPUPUZQFT��
)FSF�UIF�CPBSE�DBO�CF�TFFO�SFBEZ�UP�CF�DVU�PO�UIF�NBDIJOF��

"GUFS�DVUUJOH�UIF����NN�CMPDL�B�UFNQMBUF�XBT�DSFBUFE�UP�RVBMJUZ�DIFDL�
UIF�DVUUJOH��5IJT�TIPXT�UIF�CMPDL�JT�UIF�DPSSFDU�TJ[F��5IF�TUBNQ�TZNCPM�
XBT�BMTP�FUDIFE�PO�UPQ�PG�UIF�CMPDL�BT�UFTU��

5IJT�JT�B�NJOBUVSF�CPY�UP�IPME�UIF�UISFF�TNBQMF�TUBNQT���5IJT�BMTP�
BMMPXFE�VT�UP�TFF�IPX�UIF�VYUBQPTJUJPO�CFUXFFO�XPPE�BOE�QFSTQFY�
XPVME�XPSL�

5IF�CMVF�QFSTQFY�DPOUSBTUT�XFMM�BHBJOTU�UIF�QMZXPPE��#MVF�JT�BMTP�
TZNCPMJD�PG�UIF�XBUFS�TVSSPVOEJOH�UIF�JTMBOE�PG�$SFUF�

&YBNQMFT�PG�TZNCPMT�FUDIFE�JOUP�UIF�-JOP�NBUFSJBM��UIF�MJHIUFS�BSFBT�
XJMM�CF�UIF�QBSU�PG�UIF�TUBNQ�UIBU�UBLFT�UIF�JOL�BOE�USBOTGFST�JU�UP�UIF�
QBHF��

Stamp Development





















Proto-type 7 
 
‘Cryptic Crush’ 
Linear B Syllabic app based on Candy Crush principle 







Proto-type 8 
 
‘Minory’ 
Linear B Logograph game based on Memory game 



OLIVE OIL GOAT COW GARMENT TREE

JAR SWORD FOOT STOOL OIL WHEEL

WHEAT WOMAN MAN SPEAR ARROW

ARMOUR GOLD DART BRONZE BARLEY















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 
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
Meredith	
  Davis	
  (2012:208)	
  	
  

 



from didactic to dialogic 

 

Host Community 

Visitor Community 

Heritage  
Experience 

Archaeology 



Visual 
Communication 

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!  
 



If you are interested in this type of ‘stuff’,  
please do get in touch: 
 
 
m.levick-parkin@shu.ac.uk 


