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Part 1: Introduction
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Our evaluation focus
What is thelegacy project and how has it conceptualisedthodologicalWf S3 O& Q
How might researchers appréeK G KS ARSI 2F ONBIGAYyHA 2

What would an animative and iterative approach to legacy creation look like?

How can we think aboutot just creating legacy bw@valuatingit?




1. Introduction

1.1 The OEvaluatingL egacy O proj ect

Backg round

Since 2011 the Arts and Humanities Research CqéittRChas funded nearly 300 community
research projects through its Connected Communities programme. The programme funds
research that builds understanding of the changing nature of comties and their rolein
sustaining and enhancing our quality of life. It hasnterest not only in achievingew insights
but alsoin new ways oftesearching communitg In 2013 two teams, between them
responsible for four of these projectdesignel a followup joint project focused othe legacy

of their original researchwhich had seen them evolve new ways of working based on
animative and iterative methodologiésTheproject received AHRC funding in 2013 to look at
ways of creating, enhancirand assessing the legacy of the four original projects.

Defining impact and legacy

When discussing the legacy of a project, notions of legacy and impact are often used
interchangeably and there can be some confusion between the fine. AHRC defines lega
asthe outcomesyesults and learningf projects, which is remarkably similar to definitions of
outcomes andmpact(also often used interchangeablgpmmonlyadoptedin the broader
evaluation fieldg eg,outcomes are the changes, benefits or learningt happen as a result of
your worké32 NJ & A srthelidiffetenci(s) made by an interventish For this project we
acceptthe closeand potentially overlappingelationship between impact and legadyut find it
useful to make a distinction betweendhwo so as to be clear about our focus on legacy.

[ S3I 0e SyO2YLIl d4aSa 020K WoKIG 6S tSI O3S 0SKAYRC
projector activityis completed k can be intended or unintended, tangible or intangible,

positive ornegative. For the purposes of this project we have considered legacy as what the

original research projects have left behind for others to use, learn from or otherwise benefit

from, as distinct from project impacts (the differersamade by the origindour research

projects). This understanding builds dooth popular understanding of the term artde

literature as it relates tgroject legacyywhichmakes a linko notions of continuation and

sustainability (as in the legacy narrative of laggpaleprojectsand events such as the Olympics

or Live Aid} The latter importantly adds the idea that legacy is not simply what is left behind

but is in fact what is left behind and being used, that is, still in sometiayA. FA y 3 Q



Understanding impact and legacy in a resea rch context

There is a growing interest in the idea that research impact matters and that as researchers we
should seek to maxirsé the impact of our research wherever possiblBiscussions about

research impact most commonly focus on research ugige impact of findings how our

findingsare usedwhat people learn from them, how they influence others in their thinking,
decisions or actiong so, what is left behind igrimarilyknowledge, insights, data, information
Some also considéine impact ofparticipation in research as a core aspect of research impact

as, for instance, in action research or participatory or empowerment research. Research legacy
is not as often discussed as research impact, but is a useful way to broaden out conversations
about the value of research. It enables usctinsider and be more proactive about what else

S YAIKI
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such aghanges in attitudes or culture, new connections or working relationships, new
approaches ordeas that others might build on or practices they might adopt.

Thelegacy 6 mo d edopted by this project
From the outsethe project team was interested in considering three different dimensions of
legacyc legacies of knowledge; connections; and methodologiEsese areapturedin Figure 1

below.

Figure 1 & three dimensions of research legacy

Knowledge Wt STlU o SKAYRQ

findings or other knowledge

about the research subject
that can be used, drawn on or

otherwise benefit others

(these others might be the
original research stakeholders
or different, new
stakeholders)

Connections ,
partnerships or networks
created in the course of a

research project that have a
life after the research is
completed.

Methodology -
methodological nsights and
practicesc new approaches,
theories, methods, artefacts
or ideas about methodology
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The three dimensions shagehe questions of interest for the legacy project as a whole:

O Questions abouknowledge legacieg what interesthas there beerin the original
researchwho might be interested and how can they be engaged with the findings?

O Questions aboualegacy of canectionsand partnershipsg what legacy has working
together across organisations and across disciplines left? What has been the life or
journey of partnerships and networks created during the original research that have
continued and been added to thrgh this project and beyortd Whathas been the
value of these connections and the learning that has taken place across disciplinary
boundaries?

O Questions aboummethodological legacieg what has been the legacy of project
methodologies and artefacts? Whiatf A T S Q mé@diziari thé dtidnal artefacts
have beyond the original research projects as other audiences engage with them,
experience them, learn about them, consider how they could apply them in their
practice, and ultimately put them into practg in different settings and with different
WO2YYdzy AiASaQK

Thisreport is primarily concerned witjust the lastof thesethree dimensions the
methodologicalegacy of the projectOther project partners havelsewhere reflectean

legacy creation in fation to knowledge and connectionscluding mapping some of the new
connections made and considering the impact of these on partners so in this report we only
touch upon these other dimensions of legacy in those places where work to create or enhance
methodological legacy overlaps with them.

The original projects resulted in a number of methodologies and cultural artefacts the team felt

O2dzA R KIFI @S | @lrfdzaofS WEATSQ o6Se2yOR a0k § SEANIORADY
Our remit at NCV(ys reflected in this reportyas to try to capture and describe this

methodological legacy and to assess the value of a different approach to enhancing that legacy

¢cky | OGADS | ydpproddllS NF 2 NXY I G A @S Q



1.2 Understanding the projectegdaty met hodo

A legacy of approaches, methods and tools

Animative methods. Cultural animation iss.community arts practiceaid toanimate (or

givelife to) the underlying dynamic of a community. There are a number of traditions of

animation with different theoetical underpinningsind these inforndifferent models of

animative practice GONB I G A @S oy ikstahc@TSHAENGETEA G | (0 S mei8withiintS Q& Sy 3
forms for enjoyment, seléxpression, and learninghilstd & 2-Qdz2 (i dzNJ £ | YA Yl (S dzNA
peopk and groups so they participateamd manage the communities in which they I{here

GKS F¥20dza A& Y2NB SRdOI GA@GS:E IyR tAYy1SR (2 0dz
shape theirommunities)® In the original Connected Communities projethe partnership

0SG6SSy YSStS | yAOGSNARAGE YR GKS bSg A0 fSR
FYAYFGAZ2Y a4 NBaSFNOKE (i KoladdressXesearah g@ajfenablidl K G K 2 3
seltexpression,enjoyment and creativityor partiapantsalongside opportunities fancreasing
selfawarenessa sense opersonal anccommunity agency. It evolved as a method of co

producing actionable knowledge through meaningful engagement with members of

communities, specifically by using techniquiesat required participants to articulate ideas and

experiences in actions and images rather than (or rather, as well as) the spoken word. In the

process participants created artisand cultural artefacts; puppets, songs, poems, dramasd
performancesaround an identified research theme.

lterative  methods. Iterative methods have been defingdt least in relation to data
analysisasda set of reflexive processes that spark insight and help us develop méaniimg

the Revisiting the Midpoint of Brih Community Studigsoject,iterative methods were
variously used including semstructured interviews built sequentially using mobile interviews
for further moments of iteration as people made reference to locational material encountered
on journeydo initiate, illustrate and refine interpretation®uring the course of the project a
board game calle@Glossopolyvas produced whicls well as functioning as an artefact to
illustrate the outcome of researcilso then and subsequently functionsasiterative method
for conducting community research aadmechanism for simulating debates about community
The iterative process of playing the game enabéming of views andhelps generateew
themes for discussion and analysis.

Though these methods adistinctly different, they haveeveral thinggn commonin terms of
their approach and value base

O They are highly participatory, grotgasedmethods. In common with other
participatory research methods, the process (engagement of participants with the
theme, activities, and, importantlyvith each other) is valued alongside the output

O They are at heart creative, dsng on play, imagination, art arghmesas ways to
energisepeople to articulate ideas and experiences in new and different ways

O In bothmethods (in their particular iteration as developed through the Connected
Communities projects), objects, artefacts and creative tasks serve an important purpose
as a way to stimulate imagination and conversation.



A legacy of cultural artefacts

The fouroriginal projects resulted in the creation of four artefagt¢ 3+ YSZ | (GNBS>Z |
F LX I eQd ¢ K2dzAK ONBIFGGSR RAFFSNByilGtes GKSaS g¢
FYR Ay GKS 2NRAIAYIFE NB&aSI NDdgeneS ofpedbge & Wiz22ft ac
individually and collectively in telling their stories and talking about what matters to them; thus

making them tools created through animation and iteration that were always intended in turn

to enable further animation and iteration.

Game 1 Glossopoly, created during tievising the Midpoint of British Community Studies

study, is a gaméased

method of engaging people

to interact, reflect and

discuss notions of

community. Itis an

instrument of iterative

research- a game that

involvesplayers engaging

GAOK 20KSNBERQ OASgoa
respond to cards and tasks

that serve as discussion and

activity prompts. The comments and images on the cardsoartthie board on which the game

is played come from original interview datdpng withexcerptsF N2 Y (G NJ yaONARLIi&a 27
conversations or images created while playing the game. The game is iterative in a number of

ways, particularly as there are repeated movements between people's initial viewpoints and the

views of others at the tablor as r@resented in the game. Originally created as a tabje

board game, in the course of this legacy project adizkk floor mat version was also created.

Tree T TheTree of Lifevas an installation and
artefactcreated during a visit ttMinamisanriku,

Japan following th@011Tsunami. Té highly

symbolic treeg a symbol of longevity and

endurance in Japanese mythologyas given

0Nl yOKSa 2yi2 6KAOK LIS2LIX S
stories and their hopes for the futureLikethe

boat described belowthis was an installation that

started life as being about lost worlds and

reimagined new ones.




Boat 1 The boat is a installation created through cultural animation as part of Brédging

the Gapproject. The boatisasevdn2 20 62 2 RSy Waiths@ESwdedylofg KS St a
images created in orkshops focusedoh RS & | 62dzi ONBFGAY3a WySg 62N
worlds of coal, steel and ceramics in StakeTrent. In the original workshops the boat took

participants on imaginary voyages of discovanyiting them to make artefacts and write

poems about the things that they or their communities might have lost, and to imagine a

different future. The boatwas then displayed as part ah interactive audievisual installation

with sound waves (recordiig 2 ¥ LJS 2 L) $afedswhene peNfleScuid Ecoid yheir

own storiesmake their own small boatsjndwrite down their poems and stories (eg, adding

more sails)

Play i The play is@interactive documentary dram& ¥ | 0 2 dzii | ycred@ddzND & f Sy 3
through theUntold Stories of Volunteerimgoject and performed by real people and actors.

This focused on the role of volunteeriggxploring volunteer journeys. It was created using

LIS2 L) SQa (GSadAY2yASa FTNRBY Jloywotkships B weave thas& Sy dza A
into a drama that also includes votoeer (interview clips), songs and poems written by original
participants in the project.




1.3 Planned activities to create and evaluate legacy

An animative and iterative approach to lega cy creation

A key facet of both cultural animation and iterati@pproachess developed in thaitial
Connected Communitigerojectsis that knowledge is actively created he project team
appliedthis notionin its thinking about how to understand legyacreation. Soather than seek
to passively map the original proje€lsgacyt adopted an animated (active) and iterative,
experiential approach. This part of tpeojectwas toinvolvethree types of activity

O Demonstrations and tasters: performances, workshops and installations aimed
at engaging new audiences in directly experiencing the methods and artefacts so as to
raise awareness of and interest in themndimprove understanding of their potential as
tools for research and for engaging withnamunities.

O Supported pilots: a small number of trials where the methods would be tried out by
others (in partnership with the project team) to build their skills and confidence to use
the methods in their work, as well as helping the team understand betteereand
how the methodsvork and what might support wider dissemination and oser time.

O Evaluation of the tasters and pilots: NCVO was tasked to provide evaluative
feedback on these two legacy creation activities and methodological legacies more
generally, to increase understanding about, aondrovide useful feedback on: the
elements of legacy; howethodologicalegacy can be created/enhanced; and the
overall impact of the legacy activities.

A pragmatic approach to legacy evaluation

The originaproject proposalsuggested that thevaluationwould rely on animativand

iterative methodsalongsidemore formal approachesbut there was an early sense of mismatch

between questions and suitable method; a low level of comfort and confidence of theadwoal

in using animative and iterative approaches; and insufficient time available around workshops

and activities for a highly creative or participatory evaluation input. This led to a largely

LIN: 3YIFGAO RSOA&AZY (2 NB flighttodch MBthodsypartichldrlR A G A 2 Y I f

observation, use of simple feedback mechanigpaper and online), and interviewing.

© Workshop observations ¢ with an evaluator observing f £ WG a0SND | Ol A ¢

at showcasing and introducing the methods and artefauatith, where possible, short
reflective postworkshop conversations with facilitators and/or participants.

O Feedback activities with participants at and after sessions gathering
feedback from participants at all bar one session (one of the pilots) usig g
discussion, feedback forms, and online folapr questionnairess well asnore
informal methods where time or other constraints meant formal or more structured
follow up was difficul{eg, oneto-one discussions or seeking email feedback).

O Observatio ns and interviews with those trialling the methods pre- and
postworkshop semstructured telephone interviews with researchers, observations of
their pilot/trial sessions and feedback activities with participants (as above).

8



Part 2: Creating a methodolo gical legacy
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Our evaluation questions

In this section we reflect on what the project has delivengtio engaged with project
activitiesr YR K2 g (1 KS -tubaing Ritie® @orked3rdptaiédVe consider:

What has the project delivered amho has engaged with the legacy activities?

Howdid the different project activities work, how well did they work, and what g
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2. Activities to create or enhance legacy

Our report focuses on the learning from and impact of a set of twelve proactive legacy creation
activities. Other activities took place under the project umbrella including meetings with-policy
makers and practitioner&g, at the Department for Communities abhdcal Government) and a
field trip to Canada involvinghowcasing the activities via talks and cultural animation
workshops that reached almost 100 delegates (members of apmofit network, a business

school, local academics and members of local comtias)i Howeverpur chief concern has
been the Ukbased showcase activities (delivered over five separate events) and the two

supported pilots where researchers new to the methods tried them out in real research settings.

2.1 Showcase and taster activiti

Figure 2. Sharing findings and methods

es

Session \ Audience s

A drama performance and

workshop: A performance of the Untold
Stories play followed by a taster workshop
to introduce the methods that went into
creating the stories

A mixed audience interestad volunteering
and the original research findings [47] and a
smaller group of volunteer managers,
researchers and polieyakers [11]nterested
in findings and methods (cultural animation).

Summer camp for Community

Organisers: Two taster workshops (at
and game) and an interactive installation
(tree) during a summer camp for communi
activists®

Community Organisers on their annual
weekend Summer Camp [36] with an interes
in the methods as potential tools to engage
communities, as community develogmt/
planning tools.

National volunteering workshop

taster workshop in cultural animation
organised by the National Association of
Neighbourhood Management for people
interested in engaging with volunteers in B
Local areds preceded by a presentatin
and Q&A on Urdld Stories of Volunteering

. a

Residents of Big Local areaslunteers and
members of partnerships engaging their
communities to improve local areas [20] with
an interest in the findings of the research as
well as in the methods as potentigbols to
engage with volunteers.

Big Local learning events: two short
taster workshop in cultural animation with
residents of Big Local areas preceded by ¢
presentation and Q&A on Untold Stories o
Volunteering and cultural animation
methods

Resident®f Big Local areassolunteers and
members of partnerships engaging their
communities to improve local areas [27]
Interest in methods as tools to engage
community members and/or to energise
planning processes within local partnerships

Legacy project u pscaling event:
Four intensive halflay tasters; 2 x cultural
animation and 2 x Glossopoly

Mixed audience of academics/ practitioners {
give indepth experience of methods [35]. Th
audience was interested in the methods for
engagement and research gaoses.

10



Overall here were moreshowcase activities than planned as partners responded flexibly to
growing interest in the methodsln total more than175individuals were exposed to the
methods and artefactsia these largelgxperiential workshopas autlined below.

Showcasing t he 6Untol d Storiesd interactive

Performance followed by cultural animation and evaluative workshop

Overview . A one-hour performance by actors and some of the origv@unteerswhose
stories hadnformed the devedpment of thedrama followed bya short discussion givintpe
audience a chance to reflect on the drama and their own volunteering stofiesre were
pre- (reflective) and posperformance(taster and evaluative) workshops for an invited
smaller group tdielp them consider volunteer stories and how we capture and use them
to help them understand (through direct experience) the cultural animation processes by
which the drama had been created

Aims . We had multiple purposefr the different audiences We were simultaneously:

O showcasing the artefact/performanaes a way bpresenting research findingeffering
I 1{AYR 2F aFAOGADGS NBIftAGeE OoW2ySa H
findingsandto performanceas a way of engaging pele with them

O conducting a research activityntroducing an iterative process so that people
watching could discuss and add/reflect on their own volunteer stariescoming
GallSOoilr OG2NRE y2G aLISOGLF G2 NBaal 1898)2 dz3 K

O introducing cultural animatiorexplaining its contribution to Untold Stories agiing
people the chance to experience the methfmtusing on theheme of volunteering
and volunteering storieghen asking them to reflect on thmeethods and their
experienceof them and how they might use them in their own work

Results . Thoughon the day the different elements did not quite relate to each other as
strongly as they might (perhaps the result of an overambitious programme for the aftern
nonetheless partigants fully engaged with each element separately and feedback was h
positive. Priority was given in the pgs¢rformance workshop to experiencing the methods
leaving less time than anticipated to explain their part in the research and the credttbe o
play, or for reflection on how and when participants might use them in their own work. (
aims were therefore only partially met.

11



Showcasing iterative methods (the Glossopoly game)

Three experiential workshops (where the game was played)

Overview . A1l.5-hourdossopoly workshop ghe annualCommunity Organisers camp.
The game was set up around a table. After the game was explained briefly, people star
play it with support from the members of the research team who had deisedjame
during the original project. At the second set of workshbekl at the New Vic Theatie
different approach was takenThese weréwo one-hour workshops with a mixed group of
academics and community practitioners and during the workshop tbamwas split into
smaller groups with one playing the game on a table top board set, one doing some cre
work (drawing)with an artist, ancanother small group,Jt I & A y&@A 1S Wt ASFNER A
where players move around the room instead ofngsa tabletop board.

Aims . With each of these workshops the goal was to showcase the art¢fecgéme, and
to givepeople the chance to experience the methodhopes of generating useful feedback
about the experience but primarily to generate inter@sthe game and ideas from
participants about how they could use it, or the idea of it, in their own work. The New Vi
workshops were more intensive and were part of a day more distinctly aimed at potentia
adopters of the methods and covering the rargféboth iterative and animative methods.

Results . The participants in each session engaged well with the game with a majority
enthusiastic about it as a mechanism to get people to engage with views that are not the
own, and to think about issues in diépfrom different standpoints.Though participants were
mainly positive about the game and its potential, g@ssions also generated useful learnin
about what people found more challenging about the game as a research meeg
reflections from thoseexposed to the game included conceatsout the operendedness of
the activity, the difficulty ofkeeping people fully engagefithe gametook a long time, and
how participantamightfeel if it took a long timéout did notthen have a clear ending.

& 2 draail | really enjoyed the format. The environment of structured play
YIRS ARSI 3SySNIGA2Yy |yYyR 3INRdzLJ RAaOd

daz2YSiKA y-#indgX Wiich meays & would be hard to finish it. |
wonder whether asking people pday a game which ends with no sense of
NBazfdziazy YAIKEG 6S | o0AG RSY20GADF GA
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Showcasing cultural animation methods and artefacts

Five experiential workshops and a stand -alone installation (the tree)

Overview . A1.5hour culturd animation/boat workshop with Communityr@anisersg
exploringissues otommunityand community resilienceFollowing a warrup activity

(names and actions) and a gameolving chairs and movemetite workshop focused on an
imaginatve activity linked to the boat installation and the creation of new worlds. During
same event the Tree of Life was installed in the summer camp reception area for Comn
Organisers to visit and engage with in a more ad hoc way over the weekéme cdmp.

A cultural animation workshop for local partnership members from Big Local areas show
some of the methods used in the original research projects. Big Local volunteers were ¢
the target group for two similar workshops on methods heldiimiBigham and in London.
Here the activities included the samaeimativewarm up name game, and a&xercise with
OKIFANES O0STF2NB | WLA Ol dzNB  andlgoefréveiting. @ iedctd A
case the workshops were preceded by a separags@ntation on findings about volunteerin
from the Untold Stories project giving the opportunity to explore both findings and methg

Two mixedgroupWa O f A y Ivorkighd@ at the Nelv Sitlthrgetegotential adoptersof
cultural animation methodg academics and practitionersand offered a more hulepth
exposure to the methods. These gave people the chance in small groups to try out acti
with the boat andthe tree, writing cinquains and aanimative exercise with buttons.

Aims . With each wakshop the purpose was to showcase the artefacts and methods fro
the original research so as to generate interest in trying them out in different settings. M
of the exposure was to people hoping to learn about ways to engage others in their own
commurity (eg, local residents or potential volunteers) rather than to researchers consid
cultural animation as a research method. However in the more intensive workshops hel
the New Vic, academics were targeted as part of the audience

Results.  We faund high levels of enjoyment and participation when people were given
opportunity to experience the methodgs A G K LIS2LX S § S gAy 3 S
ideas about how they could use them in their research or at the very least a desinel tmufi
more though some found the sessions too full or rush&de discus®roaderlearning from
these workshops later in this report.

13



2.3 Pilots 0 supporting others to use the methods

The original idea was to try and attract four academics or praaottis interested in piloting
animative and/or iterative methodand then to support them to use the methods and to follow
their progress and learning. However, negotiatiake-up / adoption of the methods within the
LINE 2 S O i Q Pproveddiffisutadd ifi tBedend only two pilots took place.

In the original project plan it was proposed that individuals or organisations would express their

interest in testing out the methods after the-

RSLIGK WaolfAy3a dzZJQ $2N] aK2|

2014 at the New Vibut in the end only two of the four pilots were able to go ahead despite
some initial work on the part of the project team with partners including a community project

and a school. The reduction in the number

of pilots from four to two did, however,ecsgice

that enabled the additional taster workshops offered to the Big Local programme (which were
not in the original project plan) thus generating wider exposure of the methods to new
audiences than originally anticipatedachieving breadth perhaps,treer than depth, of

exposure.

Figure 3 . Co-delivering research pilots

with new partners

Session \ Audience s

Green Keele research workshop.

A research workshop delivered in
partnership with researchers involved in a
university campubased sustainability
project'? - using cultural animation to
explore environmental issuesd the
relevance of sustainability to different
groups and disciplines within the university

Students, lecturers and staff in a mixed grou
of around half students, ha#ftaff. The grap
involved 3 researchers and 20 participants a
was a part of a wider research project on
sustainability.

LGBT research workshop . Ajoint
project undertaken in partnership with an
academic from Middlesex London Univers
FYR | [ D. ¢ 2fpgbishdinlS
Stoke to explore issues bGBT identitand
ageing

Researchers and members of an older LGB
group [1 researcher, 5 participantsjok part
in this session which was conceived as part
a wider exploratory piece of research into
ageing, sexuay and identity.

14



Piloting cultural animation in a research setting

Investigating attitudes towards sustainability in a university setting

Overview : A1.5 hourworkshop
delivered by New Vic in partnershiptiv
the Green Keele project ustaindility
project based at Keele University) and
attended by 20 academics and students.
The workshop waplannedto complement
a survey and other activities as part of a
project exploring attitudes towards
sustainability at the University.

Aims : Three resarch questions were originally identifiedAs we move into a resource
limited future(a) what skills and knowledge will your discipline(s) contribute to an endurin
and thriving society®) How does/could working in more than one discipline affect your
ability to contribute tosuch asocietyAc)How has studyingvorking at Keele prepared you t
contribute tosuch a socie® Ultimately, however, hese were changeduringthe planning
processon the advice of the Cultural Animatetar reflect broaderexporatory themeslinked
to the notion of a resource limited future. The research team hoped using cultural anims
would help deliver a depth of insight into views and values linked to sustainability, expla
éMethods like this allow youto getalbi Y2 NB 2dzi 2F LIS2 L)X So

a right answer, this is a morally loaded issue, but we believe working with these method
help us find something deeper and perhaps more hangss Q@S aSSy GKS
creating a safespaceg people will be behaving in ways that they would not normally, and
will be creating an environment that removes the moreyfort £ S O G dzNB NXk &

Results.  On the day there was slightly less time than anticipated but the workshtbp sti
managed to fit in a wide variety of activities, including a warm up activity game (names ¢
actions); engagement with the boat installation (imagining the earth in crisis and having
leave for a safe place); creation of a new safe place/buildingracoenmunity and collecting
significant artefacts to help create the future for that community; creating a new name;
writing an acrostic poem (story of the past); and then creating a community anthem and
dance. The workshop culminated with a performanc&df OK I NP dzLJQa | y i
unfortunately following this there was no time to reflect and feed back as a large group ¢
the activities or the performances. Despite some time constraints, feedback from both t
researchers and the participants was positivel averall the workshop achieved its
objectives with the researchers particularly pleased to see barriers broken dod/honest
sharing of views and ideas they had hoped.

GL S YyOGSRAXKadx 06 yRj AG 61 asx | 6a2ft dzi
The Green Keele lead regeher assessed the workshop later as making a meaningful

contribution to their wider sustainability research project. It also generated useful learni
F62dzi GKS LRGSYGAlLt 2F (KS YSGK2RA Ay VY
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Pilot ing cultural animation in a research setting

Investigating ageing in the LGBT community

Overview . Thishalf-day workshop delivered by New Vic in partnership with an academ
with a research interest in LGBT identityd ageing waattended by five indiduals (fewer
GKFYy 2NAIAYyLIfEfte AYyiSYRSRO FNRBY Ity 2f RSN
participants, staff and volunteers from the New Vic attendedssiston the day helping
create a very mixed participant group with an age range fromn te¢ns to early 80s. After
two warm up activities, includingrmame game and statementd | 8 SR WY dza A OF
which worked as effective idareakers, the group played a version of Glossopoly and
discussed questions of community as relevant to themd then took part in a cultural
animation activity where the animateur encouraged people create an artefact, a kind of
sculpture or installation using items people could choose to represent something of meg
to them when thinking about their own expences, their identity or their community.

Aims. The lead researcher on the project hoped
that the workshop woulde wideranging and
SELX 2NJ 2NE O IS RAR yz
guestion but wanted participants to talk about what
they felt was mportant, seeing the workshop dise
A0FNI 2F g2N)] G2 Sy3l 3f
B (2 dzyRSNEGFYR GKS NI y3S§
complexity of the subject. He was looking forward
G ¢ 2 NJ Ay 3 -eddadiess ag 4 I8yto hedpt
to the mes® & (0 dzF T iteréstERin |EARINE
about how the methods work, believing that taking
partwouldd F RR ' y2UGKSNJ RAYSY
O2y@SNAI GA2Yy A& L QQlSabaut$hs y
NEaSINOKSNJ NRf So¢

Result s. A lowerthan-expected turnout on the day meant that some planned activities
not work quite as well as hopegparticularlywhere the larger group broke intemaller
groupsto take part inactivities The lead researchéed back that some activities waell
better than others with, in this instance, animative activities working better than iterative
the sense of more actively engaging participants and generating different kinds of
conversations and richer data. Despite suggesting some limitation dtettativeboard
gameas usedn this particular setting, overatle assessed the session as highly successfu
felt that it had met his aims. He reported afterwards feeling excited at the potential of th
methods, and particuldy pleased to see the way the activities engaged participants
positive ways that they enjoyed

QY OSNE LX SHaSR 6AUK K2g Al 6Syds

0 KSANJ 2 ¢ goplé BeNdérating things that represedtparts of their

ARSYGAGASE A YROSWNKSAW it AYWHE XY ONBRAOT
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Part 3: Learning about the methodologies

creative

values
community

£“cultural animatio
g new stories

Our evaluation questions

Seeing the methods practised and getting feedback from participants and practitioner
about what they exprienced gave us a number of useful insights into the value of the
methods, practicalities of using them in research settings, and potential limitations or {
for further exploration.

What have we learnt about the specific animative and iterative meshdaw
they work, and their value/potential outsidie original projectdor researchers
and community practitioners?

What have we learnt abouising the methodsnd any challenges umsing them
in practice?
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3. Learning about the value of the methods

3.1 The strengths or benefits of the methods

Based on our own observations and feedback from researchers and research participants we
identified a number of benefits of the animative and iterative methods developed by the
original Connected Communitiesggects.

3.1.1 DEMOCRATISING  AND INCLUSIVE . The methods can break down
barriers and address (redress) issues of power between participants;

enabling more equal participation and encouraging conversations in

which more voices are heard and valued.

The nethods offerpotential toachievemoreinclusive andx 6 | £ | y O SfBréesearblPodzL Ja
community engagement purposeas opposed to some othgroup methodswvhere the more

I NI AOdA I S5 dK2aS ¢AGK Y2NB LR gSNI 2 ateih 6 2 NRa <
the group The methodswerd SSy a4 Wi S@Stt Ay3Q | YARon®dthe £ Sy I A
LINE 2SO0 GSIY YSYO6SNE LldzitheMilision fetvied expertdandn® 6 2 NJ A
SELISNIa a2YS6KIG ANNBt SJI wediahdithat botigadicipgntsand & 2 Y S G &
the researchers piloting the methods identified as one of their strengths.

4

Sa |y 2LILERNIdzyAde F2NJ LIS2LX S 2F RAT
dza S 2F GKSANI SELISNASYOS FyR ONBIF (A

GLY I ygdoudndyigét Aome voices heard more than others, but | felt with
0KA&A YSGK2R2f 238 LIS2LX S 6K2 YIe y20 y2N¥Iffe

GLGU oDfz2aaz2lLkRfev SyO2dzN) 3Sa LIS2LX S G2 62NJ A
experience, vision, ideas, which mightbe fietizf F2NJ O2YYdzy A& LI | Yy Ay =

GhyS GKAy3 L fA1S lo62dzi GKA& | LINRFOK Aa GKS
levels the difference between residents and paid staff. Because this is not-a work

basedformula that professionals are more experienced onfootable with then

6KSYy (GKS YAESR 3aANRdzL) 62N) & G(23SGKSN) GKSe& | NB

G¢CKAA RAFTFSNER O2yaARSNIofteée FNRY dzaAy3d Y2NB
great as focus groups and interviews can be | think in focus groups for instance

some can take a b&cseat or feel lacking in confidence to lift their own voice, but

here it seemed peoplgere all equally obliged to share to make it work and

equally did shar® ¢
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3.1.2 DEPTH OF INSIGHT. The methods quickly enable in -depth
reflection in groups 0 people feel able to talk at a deeper, more
meaningful level earlier on in sessions than may be the norm in more
conventional group settings however well facilitated.

In each session participants and facilitators drew attention to the type of discussionshaiihg

and frequently expressed surprise at the ease (and speed) with which people seemed able to

WRNRB L) 0KSANI 3dzZ NRQ FyR W2LISy dzLJQod Ly LI NI GKA
themes and topics thatesonate with participants, topichat interest and stimulate. It could

also be in part related to the fact that during the legacy project, most of the groups involved

relatively likeminded individuals and people with significant sets of interests in common so this

may have contributedh part to the quick deepening of conversations we observed

GLG oFa AYyOiSNBadAy3a (G2 KSIFENI gKFG LINAR2NRGAS:
generally agreed, so it would be even more interesting to see how the
technique would work if there were differing opi2 y & ® €

However, K2 dz3 K (0 KS Wal YL SQ 2 TmadyKa®eiben reldv@itie@sS R Ay &
a part of the relatively quick shift to deeper conversations and insightsawwascertainly

about thenature of the methods themselve§ here is sometimg more direct and immediate

about the conversations generated which strongly focus on how people experience and feel

about things. We observedan immediacyabout the way people related to questiongvhere

they were encouraged to feel, to emotionallysigond to questionsather than staying apart

from an issue antheorisingabout it. For instance, in the environmental workshop participants

fed back that the activities and workshop approach had enabled them to engage witk adsue
sustainabilitinad FFSNBY G ' YR L3 ¢ SN dzf at@aldezp lévé hdthdya S G K S @
had previously onljalkedaboutA y I &f A 3K & . YiReWBe inliRdadiel I y O
workshop n an activity involvingbuttons and imagined scenarios for a communitycirsis,
participants fed back that theechniques used meant tlyeactually? ¥ St 1 Q G KS LINB
decisions where resources were shrinking

w»

puf

Q

=

a dzNJ

QX

GL NBI f f@ouTeblthé padeKlikeyhardtimeS I £ £t @ A& NYzyy Ay 3 2 dzi

¢the conversationsvere amaingc i KAy 34 ¢gSNByYy Qi oAy 3 AyiaSttsS
way they spoke was lighter in some ways because they were able to joke, but
stlal I RSSLISNI t S@St K¢

The terative nature of processes at wods conversations take plagethin groups (andluring
gamesm particular) alsdelped create @pacefor viewsto be expressed andeveloped and
new ideas to bdéormulated through conversation with others asnew questionsareraised.
G¢KS Il YSa LINE whatére 90 Aoyl @n8 iNBrinadiviegiviyigia
red insight into peoples' livesE
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3.1.3 EXPLORING FEELINGS AND ATTITUDES AND UNDERSTANDING
COMPLEXITY. The methods lend themselves well to investigating how

people experience or feel about particular subjects, enabling
engagement with stakeholder values r elatively quickly. They are useful
where there is an interest in investigating dif ferent perspectives, for
open and exploratory research questions rather than closed.

There is a real opeandedness about these methods and the activities that the tehawve
developed and as such they have a particular value in regard to expl@uegs and opinions,
experiences andtories for understanding complex dimensions and experiefesocial or
community problemsand for imagining solutions.

G teKareideaF 2 NJ RSFf Ay3 ¢gAGK YR Sy3al3aAay3

owhat | find exciting about these techniques is that they work on several levels
enabling people from different backgrounds to spdae same (equally
unfamiliar)language, helpingis to visualise and undé¢asd complex ideas or
relationships €

Looking at the gxerience of the pilot projectthese showed very clearly that open exploratory

guestions were far more suitable than very specific and narrow questions (as originally
proposed by one of the researchaims concerned).

aLiQa @GSNE 2Ly SYRSRO® LT &2dz 6SNBE NBI ffe@

GAGK Y

jdzSaliAz2ya (GKAA ¢2dAZ R y20 06S GKS 41 @& 0 K2 dz:
RSSLISNJ dzy RSNB Ul yYRAY3I 2F | LINRofSY YR K2g |
GDNB I i T 2alNibsGehvhdreahdk i¢ alot of subjectivity and there may

0S RAFTFSNBYy(l LISNRLSOGADGSE @&2dz 6yl G2 KSI N
GLFT L ¢la R2Ay3I Al F3AFLAY LQR TFe&iftdzdA 2y RATF T
odzii Ffaz2 y2iG 022 OGENRIZR inaMiifeceNibestianS ( 2 3
gAGK adzOK | 0A3 adzwa2aSOi yR a2 YdOK (2 02 @¢

Some theorists have arguddat animation helps generate ideas, data and results about things

that matterto individuals and communitie$ Through the course of the project we sakist
happen with both animative and iterative methods quickly getting to the heart of what
mattered most to participants, their values, views and prioritrea way and/or with a speed
that sometimes surprised both researchers and participants alike

dt definitely made me open up, and feel more vulnerable because | was being

YIRS (42 R2 a2YSOKAy3 L g2dzZ Ryudid y2NXItte |

aL FStd Ad SylrofSR dza G2 3ISG (G2 GKS KSI NI
conversations start ildNBS Ot f &8 AF GKI G YI1Sa aSyaSos¢
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3.1.4 APART OF SOMETHING, OR THE START OF SOMETHING. These
methods may have a particular value where the research seeks to be a

part of or  a contributor to social or community change , Where there is

an interest in engagi ng participants as more than research
6respondentsd and in particular as a way
engagement or research project. Indeed certainly for research

purposes the methods are not ideally used as a standalone activity, and
may be best when complemented by other qualitative methods.

These methods lend themselvisresearch that is about addressing problems and thinking
about solutiondo research that is linked to action and change. One of the things that tieps
focus & that quite afew of the activities and exercisézat have formed part of the legacy of the
original projects have focusemh imagining and reimagining alternative futures and in so doing
exciting people about theseParticipants engaged during the life of the legpoyject saw this
potential and talked about wanting to consider using some of the methods in community
mapping and community planning, seeing the methods in a wider context, for instance as part
of a wider programme of community engagement.

G @S NE odeacSuFagiig pdople to discuss ideas with strangers inyathd
O2dzZ R Ay @2 tm@lt belugefiNEcauyicBsr cdmmunity action
LIt | yadé

One of thelegacLIN2 2 SOl Q& O 2 Buggeytedi RerrefldctNdprciad Eeport:

G/ dzf GdANHE2Y yAY GKS &AdFNI 2F a2YSGKAy3Id X OF
adr3sS 2F I RStEAOSNIGAGS LINP2SOGx odzi GKS St
AUFNI 2F a2YSOKAY3IQ a GKSe& GSYyR (G2 o0daAt R (
excitement and caxlo agencyp €

Both the research teams who trialled using the methods to address new research questions

reported afterwards feeling that this way of workintpy reallyonly wak, or at least may have

most valuewhen considered as part of a wider process, and botéridedfor their purposes

that the method would be useds only a part of a study alongside other methods.

LG RAR YSSG Yeée SELSOiGlIGAZ2Yya® LG ol a YSaac
YVENNI GAGPS FSStAy3a G2 A0 IfoSmkjveRAaA22AY (SR
A0NFyRa 2F LIS2LJ SQa fAFS yIFINNIGAGSao L 0K)
to interview to the people in the group as a folloalLJ®d €

G¢CKAA ¢2dzZ R 0 Fyf2 I DAARDAMIR o L2y || € AGGE S

and the interestingfizi Ga O2YS R2¢6y X A0Qa ftA1S GKS aidt
could then keep up the process, eg, witld@pth interviewing, and then use the

interview data to follow up in a more focused way in a second workshop | think

GKIG O2dzAZ R ¢62N)] NBlIffte Sttt de
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3.1. 5 PARTICIPANT ENJOYMENTAND BENEFIT. There is a level of
enjoyment inherent in these methods that is relatively unusual ( at least
in comparison with some other res earch methods) and significant.

Encouraging creativity, self -expression and play offers th e potential for
participants to benefit in several ways, including not just enjoyment but
also learning, increased self -awareness or feelings of empowerment

Participants taking part in workshops reported high levels of enjoyment, particolalgtivities
that encouraged creativity and play and use of the imaginatgknowledginghat even

thoughthey felt they had beemnlealing with important and serious issuéisis had happened in

an enjoyable and stimulating way.

GL GKAY1l AG ¢ vty thatBdavi. TEe ywalzihis ne ONBS | (0 A
particular moment when a most beautiful metaphor came out and that

SYSNHASR FNRBY | RSSLX & ONBIGADBS YAYyRaSio®»é

G¢KS NI 2F ONBLF (A ¢Eal énjoymenitiMerdating; 8 G KSNB 4|

engaged different senses in a qugowerful way

QLG 60dz GdzNI € FYyAYFGAZ2Y 62N] &K2LI0 GKS Y24d

Camments from participantseflected ways in which thefglt they had benefited from taking
part with some talking about havingarnt new things about themselves oralt the subject
alongside other positive gains.

@ 2dz Oy Straiafte FT2NEBSOG | fSO0Gdz2NB | 6 2 dzi

experience

a dza G

Gt 2AA0ABSYT dzLX AFGSRI AY8LIANBRS f20SR A0H

QY adza2NB GKI G GKS Y2 Y Sauénging foFobj@Sy dzi y S
during the time pressure, will have done much more for changing minds and
reinforcing ideas than any poster or faetceiving session. This morning was a
great way of exploring the concept. Fantastic.

ot was a very unusual experianbut very worthwhile. | keep thinking back on
various things we did/lI thought which I'm surprised at. The a&pee seems
more persistent thaid expect for a workshog.

This idea that fun and play matters as@rtcomeof engagement with these methods

important, but we found this was not just a benefit of taking part in animative and iterative

workshops, but also an essential part of f@cess fundamentally at the heart of why the
methods work. In the next section of our report we consider tleee of enjoyment and play
alongside other factors thdtelp explain how and whihese methodseem to workandwhy
they achievehe results that they do.
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3.2 Learning about how the methods work

3.2.1 THE POWER OF PLAY

Stimulating the imagination through play contributes significantly to
enjoyment and other positive outcomes . The use of play and enjoyable
activities  contributes to deeper, sustained engagement, reflective

conversation and creative thinking.

Watching people sing, write poems, build thervas a safe haven (like building dens in

childhood and putting treasured items in them), and immerse themselves in play and in using
their imagination it was clear there was a lot of enjoyment taken in completing activities during
workshops, and this wa®nofirmed in all the postvent feedback we received. Encouraging play
helps brealdown barriers between people, and seems to encourage creative thinking, including
re-imagining situations and coming up with new solutions to problems

Gt was surprisinghsy 22 &l 6t So L RARY QO SELISOG GKI G d¢

othe method forces you to be playful and imaginatiXe solution is more
f A1 St & ehcduraged wrink of new ways to do thirgs.

Using play for learning, enjoyment and creative thinking

Example: survivor activi ties (movement and imaginative play)

In the sustainabilityresearch Workshopebturers and studentwere jumbled together in a
boat andfaced withapractical tasicd @ 2 dz | NB & dzNIDA @2 N&BR 2 F |y
are on the boat to a new worjdvhat messages would you put in athle for future

ISy SNI (A 2y amstant engaeinant wWitlseRtopic @n a emotional level and also
acted asa levellerwith participants reporting that they felt sense of ald S A iy iBtog&theiQ
(literallyand figuratively), breaking dowwarriers andcreating a positive group energy.

At the Community Organisers
workshop people were tasked tha
1 , having arrived in a new world as
" € | | survivors they should create a saf
2 ' place in their new homedwWhat

¢ objects wouldyou save and take
k \ « with you? What would you do to
\ ' make itsafe? What name would
you give your new home? Once you have created your new home, create a charter or s
rules for how you want to live in &.Again this activity tapped intoreativity ard imagination
and touched on notions of what makes a community sdfetheprocess of buildingnd
creating rich conversationgook place. n choosing objects and makiagasefor their
inclusion andin negotiatingthe newcharter,conversations quidy got to the heart of
individual and collective values and beliefs, reaching consensus in a way that was
collaborative andun.
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3.2.2 THE POWER OF DOING THINGS DIFFERENTLY AND DOING
DIFFERENT THINGS

Being active, and putting people collectively out of their comfort zone
contributes to the effectiveness of the methods, it breaks down barriers

between people and the barriers that sometimes hinder individuals from

sharing their own views in a group setting.

Doing things differently seems to encourageniting differently andelating to others

differently. One thing that seems to be a part of this is encouraging people to be active. Each

sessionwe sawinvolved somemovement, particularly at thetart. Moving about and getting

active and immersed in sks changes the way people communicate and removes situations

where those used to meetings or formal group activities might dominate discussion, helping

break down barriers and encourag different voices to be heardTaking people out of their

comfort ne¢ though at the same time making them feel safand using activities that have a

G o S QNKAMAE 0 2A3yS GIK S NE toB& &sfa feyeler. MHisZdhtributSsSeddseof

democratising the procesand encourageall to feel they can engag
2SS 6SNB Y2@Ay3 | o2 dphysifadaove@entlayetl & pard L GKAVY]
Ay 3ASGGAY3 dza GKAY ] AEXKSE W (KI2IRIEA ff A GEENTF T § NB
R2gy 02dzy REFNASAa |yR LISNA2YIf &Ll OSaodé
¢Everyone is out of their comfort zone, no one canthbsir usual language or
aeaisSvyazr FyrR a2 A0 ONBlIGSa | tS@St LXIleAy3
G2S O2dz R KI @S R2YyS | Y2NBE VYthdtwauld NSI Y &2 NJ ?
have got the same resuli$with the lecturer/student relationships this puts
everyone slightly out of their comfort zobatA y G KS al YS g1l &é

Breaking down barriers

Example: ice -breakers and warm up games (active and symbolic)

One of thewarm up name gangused successfully in workshops was a game involving
people giving the name and performing an action connected to their name. Once the
group has gone around once with each participant linking their name to an action, peoq
0KSY WLI aa 2y Q AyidNERRdzO iélieBejhd dbliged KoSgmembgr i |
and repeator mirror the action associated with their name. This acts as abrieaker,
instantly putting people out otheirO2 Y¥ 2 NJi 1T 2y ST &l yRAy3:
no reference to who people are in their lives outside of the room (eg, their figs tr
expertise) or reasons for being present/interest in the subject.

A chairbasedactivitywas also played with some success where people place their chair
randomly aound the room and sit on it but there is one empty chair and one person
standing athe opposite end of the room far from the chaifhe people seatetave to
quickly move around from one chair to anothblpcking the standing person frometting to
a chair As well as breaking the ice, on each occasion the game was used we sawhbsw
used to introduce important themes for the sessipfor instance at its simplest, causing
people involved in community development to consider how their end point or goal (che
has to change as different barriers and obstacles get in their wayhsmddiscussinthis.
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3.2. 3 USING OBJECTS AND FOCUSING ON TASKS

Using objects and object -based tasks to explore questions and express
answers seems to enable people to feel safer to express themselves
and have in -depth conversations on sensitive top  ics and helps generate
new insights

The use of objects and focus on tasks make people feel safes have indepth conversations.
This seem part becausehey take the focus from a person to an object and thereag

remove the awkwardness thaen sometimes be engendered by direct quesiimgnon sensitive

or emotionallycharged subjectsand in part because they encourage imagination and empathy

d think there is something around using an object/action to speak for you,

making it easier to spedkr yourself as a result €

LG FStG tA1S L 6+a oftS (2 SELINB&aa Yeé LISNE
symbols and objects to usedo so. As with the Glossopoly game, people very

quickly moved to high level-grepth thinking, even though itwaskaNX & | 0 4 G NI O ®¢

G, 2dZONBE GKAY1Ay3a 2F @2dz2NJ NBaSI NOK | 3SyRI  0c¢c
someone says something new to you orto each dih&rl & A & 2dzalti dzy SELIS O
was a result of engaging with the objects and creating stuff.

Enabling deeper conv ersations through object -based tasks

Example: Creating a community using buttons

Thisexercisewas developed bgue Moffat from the
New VicTheatre as part of her Imperigar Museum
Fellowship in Holocaust Studies. It veasredand
adapted br useduringa taster workshopvhere the
group was asked tase the buttons to create a
community. Thegroupwere asked to reflect on the
process and what they were thinkindg with the

, facilitator giving feedback and enabling the discussic
Once the lnttons were arranged, the facilitator introduced a second level of sorting.
Participants were advised that they were now the governméiis is your community, these
are your peoplethings have to change as there is a crisis, there is not enoughromigy or
space. Decide quickly how you will change the community to respond to thescBsime
incredibly richconversatiors just cdropped out as people played with the buttons and
ONB I (G SR and ®eénNbangivig mali a community explainingheir thinking and
actions This functioned as mpidway of generating observations on what community mee
to people what resilience meansnd helped get to the headf someverydeeply held views
Fo2dzi ¢KFG YFOGGSNE Ay OYNyzZ A WHEB o Reddd 3 ¥
should be distributed. Agart of the process people emperated, listened, assumed roles,
creating a dynamiand generating insighthiat youwould be unlikely tsee, orcertainlynot
as quickly in a focus group purelydiscussiorbased activityon the topic of community.
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3.2.4 SHARING POWER WITH PARTICIPANTS IN RESEARCH PROCESS ES

Engaging with open ended questions and letting conversations flow as

iterative processes take things in different and potentially unexpect ed
directions contributes to the power and effectiveness of these methods.

The use of technigues that encourage participants to synthesise and
prioritise whatds most i mport ant -ptoductiveh e m
approach to creating knowledge that help S generate rich data.

The methods ask engaging open questiand create a structure or framework for activitjdsut
then encourage participants to take their conversations in directions that matter and make
sense to themAs several participants expieed it, moving away from taaditional question and
answer focuseems to enabl@eople to participate more on their own termsn this way the
approach is closer to gproducing knowledge than generating data/data collection.

GL 6Syd G2 Irkskbp fenyzgydiclSiNiPstybat | Wa® quite wreng
footed seeing people participating in the issues much more on their terms than
oni KS NBA&ASI NOKSNRao® L gla FYFHT SR 6& GKS RI

Ay 6 KAOK ndtustivie® NBS &SI NOKS!

G¢CKSNBEQa I aSya
GF1Sa LIS2Lx Soé

0KS LINROSaa

LY (GKS o6Df2adazlLlteo ¢2NJakK2LI L FStdG FofS
with the group | was in, and then to the wider group. The questions were deep

and complicated in many ways, yet they allowed us albtdgrdoute a mixture

2F LISNBR2YIt SELSNASYOS IyR Y2NB 3ISYySNIft &2

Some of the games and tasks used ask people to prioritise between things that mean something
to them (eg, items to save in a time of crisis, words to write in a messageoittie how to

reshape a world when resources are being reduced, how to make the most of a community
resource so that the most benefit is gained). Various word play and poetic activities such as
producing cinquains and acrostics have the same effesfuiring people to distil ideas into a

limited number of words. This type of prioritising or summarising activity can help groups quite
quickly reach consensus, identify what matters most to them or succinctly sum up what lies at
the real heart of much longeconversations.

GL OSNEB YdzOK tftA{1SR (G4KS ARSF 2F GKS U/ Ayljdz ;
helping to distil the most relevant points. For me, whereas the preceding

discussions tended to be rich and quite broad, the 'Cinquain’ provided a helpful

tool to summarise the most significant aspects concisely which participants

might be more likely to remember for a while following the end of the

62NJ] aK2 LJbg
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Getting to the heart of what matters

Exampl e: 6Creating stuffd from objests

During workshops with Big Local volunteers
groups were tasked to select andaiobjects
from a selection brought by the facilitatots
create a picturghat would tell the story of
their Big Local area. Each person in the group
took part, each had aay, choosing objects that
meant something to themPeople found the
ol exerciseenjoyable and it generated interesting
‘i N Ve conversations about priorities within and acros
LSRR RS RPIIR S, the different groups.New insights emerged
within each little group about their local@ties
and their priorities as people created the pictures and then shared their meaning and
significance back to the larger group. (This activity had previously been used in the Unt
Stories of Volunteeringrojectas a method where groups were askedotmpulate empty
picture frames with people and ideas missing from official discourses of volunteering as
part of the process of identifying untold stories.)

G/ NBFGAYy3a GKFG LAOGAZNE sl a OSNEBE AydS
thatinjust15my dzi Sa 2NJ 6KI G§SOSNI AL 6l azx 46SQ
AYLRNIOFYG GKAy3Ia o2dzi ¢KFGQa KI LILISY,

. In several of the workshops groups were

2 N@’WTT) 2 tasked to createa cinquain(five line verse)

Psrive. — AcTroms to capture the heart of their conversation.
This waommonlyused atthe end of an

Plan — o Kz'gg ~ Tali (- activity with people as a group identifying

messages, verses, words that have meanir

in relation to the issue being explored (eg,

Pchele < notions of home, community,
environment)

ComewiTy _ voive = Fun~ Chat™

This, likeother group writing activities with
a performativeelement(for instance, producing a charter, writing a message in a bottle,
producing an acrostiaghvolved distilling messages and prioritising words and thoughts tha
mattered most to the group.The proces$elped people quicklyagree on andgum up the
thingsthat matter to them collectively and then expregese thingssuccinctly and in a
memorable way.
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3.3 Learning about using the methods

The taster workshops and pilot sessions provided valuable learning opportunities; increasing our
understanding of @me ofthe practical challenges of using the methddsresearchers or

community practitioners coming to them new. For those new to the methods we idenéfied
number ofissues thatequire further consideration.

3.3.1 ENSURE CLARITY OFROLES

It is vital to clarify the respective roles of researcher and animateur,

and research er and participant  , when using cultural animation as a
research method. Guidance on what works well in partner ships
between researchers and artists could prove useful to those coming to

this work new and wanting to use a partnership approach similar to

those developed between researchers and artists in the original
Connected Communities projects.

One of the stragths of theactivitieswe observedwas the easy relationship between the team
involved in the original Connected Communities projects, with researcaeirmateursand
artistsworking sideby-side in a comfortable and complementary way. What we saw when
different researchershen sought to work alongside @ultural animateur for the first time was

that they are likely to need extra investment in planning and discussing processes, roles and
responsibilitiedo ensure that there is ctéty about how thingswill work. We found some lack of
clarityamongthe new researchers about their role during sessithrey were involved irand
aboutthe extent to which they could contribute, intervene or influence activities being directed
by theanimateur. In the end imne session the researcher role was a passive one (an observer
role), inthe otherl &t A3KGif& WYSEaASND YAE 2F NBaSHNDODKSN
instances the researchers concerned fakty wereonly ust starting to learrabout how to work
alongside aranimateur and would need to do more of this to be able to fully appreciate how
best to manage that relationship in a research context.

L 62df R 0S8 Ot SIENBN ySEG GAYS lo2dzi K2g (K?
RI & d¢

AAAAA

boundaries between researchers and participants. (We) wanted to go and

observe as researchers and collect data so we would use observation and talking

to people, but we actually got involved. TRe®&d | aSyasS 2F yS3I2GALF GA
ARSYGAGASaAE a4 NBaSINOKSNARE RAFTFSNByOufteo Ia
recording data so we duckexdlit to stop and take noteB ¢

Our observations and these conversations with researchers new to the metianded us to
reflect more generally on the question of roles within cultural animation as research,
particularly for those new to it. For instance, could or should researchers or community
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practitioners learn arts skills or skills in cultural animati@r?do researckrs briefor co-design

projects withanimateurs who thenBecome  te$e&rchers engaging with participants whilst

the researcher takes a back seat to observe and record as appropriate? Is the researcher in such
partnerships responsible for research gtiahnd the arts practitioner responsible for arts
practicdengagementor do these separations and distinctions lack meaning in this cdhtext

These and other questions occurred as relevatitefmethodological legacy seen as thavider
adoption of the methods by single practitioners or partnegshof researchers and artist.

may turn out as the methods evolve and more use them in their work that there can be no hard
and fast rules about roles, and indeed the researcher experiencing thet 3 K (i fdiferettY S&a a & Q
roles on the dayvas able to identify some benefits of this, but at tery least the experience

of the pilot sessionsuggests the valuef having early conversations abodoith objectives and

roles to ensureashared understadingis in place

G/ dzf GdzNI € FyAYF GA2y ythiSRybite a diSrenOrdi. 0 dzNJ € | y A
Could this be easily replicated? Do or can researchers adopt this role or do they
G2N] GAGK FNIa LINPFSaarAzzylfaké

GL oI afootedliBs6rHe of myassurdph 2 y & | 02dzi LIS2 L) SQa SELIS
and taking part meant | was challenged about my views as much as | was able
G2 OKI f f SnfatStwark€dSnellé X

3.3.2 CONSIDER AND BE AWARE OF THE VARIETY OF WAYS THE

PROCESS COULD INFLUENCE THE DATA BEING COLL ECTED

Adopters of this method need to carefully consider the ways in which

the facilitator role andthe nature ofthe  techniques themselves ( based
heavily on  performative and creative tasks) can potentially influence the

resulting r e s e a rdatd 6add outpu ts.

Both animators and researchers come from a tradition that advocates neutrality and objectivity

G2 NBaLISOG IyR Fff2g FT2N LIS2L) SQa ad2NASa G2 S
of our legacy workshops we saw some of the difficultiesenfaining neutral when working with

the energy of large groups and seeking to maintain a positive dynamic, particularly when

focusing on the completion of creative and/or performative activities or tasks. We identified a

number of area®r challengeshat those coming new to cultural animation as a research

practice might need to be aware of.

There is a risk that facilitators needing to step forward to maintain a group energy and flow,
canfind it hard to then step back if there is a danger that they coulcduly influence

conversations and/or the creation of artefacts and written record$Ve saw the potential for

less experienced facilitators sometimes to be tempted to map meaning onto something
symbolic for participants and suggest to people what anviagtcould symbolise after the fact if

a participant or group do not themselves see a particularly relevant symbolism (as judged by the
facilitator). Or, if under pressure of a time constraint to finish a task, a facilitator might shape a

29



conversation o& choice more actively than might have been expected within a more traditional
research processgfor instance choosing a word to complete a poem, attributing a meaning to
an object for a participantParticularly if the artefacts from a cultural animatiprocess are to

be a part of the way the research is represented, the process by which they are created (and
who is involved in that process and the part they play) is key. If such outputs or artefacts are
overly shaped by the ideas and preferences oflitators rather than participants, this would
introducS Wo Al 4Q | yR 1865 rlifbleliekedrch- ot at le&siinat outpus to

be taken or interpretedat face value.

L fSENYyG GKFEFG AG A& AYLR2NIIsgfaating2® NJ FIF OAf Al |
safe and comfortable environment in which participants are invited to bring their

creativity, imagination and thoughts, but also it is crucial that facilitators retreat

and refrain from the temptation of imposing in order to allow participastsries

G2 SYSNHS Ay |y | dzZiKSyGiAx0O o1 & d¢

GL o1& GKAY(lAy3d K2g¢g YdzOK GKS FlFOAtAGEG2NRA ¢
but also the answers. | felt certain answers were heard marigh one that |
saw, | felt a lot of their own ideas (the facilit®2 ND&A 0 ¢SNBE O2YAy3 Ayid2

How people complete the activities (the process involved) also affects the meaning and
value of the artefacts in ways that need to be taken into accounihere cultural

animation involves choosing an object and discussingéaning or attributing a

meaning to it, there is a need to consider not just what is chosen and what is said but the
wider context of the activity and the motivation of the person choosing the object.

GL ¢2yRSNJ IFfaz2 |G K2 gbelebpScialiythg atdstici KSaS | Ol A ¢
(CRISIS) or the haikwe were just coming up with words which fit, and then

those choices were rather ovirterpreted as meaning more than they did. The

same with the buttons and how certain things were interpreted andfédO | @ ¢

GLY 2dzNJ ANRdzLJAE a42YS LIS2LX S 6SNB NI GKSNJI R2)
make choices, which were then interpreted as representing the views and ideas of

the group. | didn't recognise some of the justifications/explanations reported back

at the end of an activity. These issues need to be taken into account if we want to

use these techniques for research. What effect does the game have on the

1y26ft SR3IS 2N ljdzSadAizya 3ISYSNI dSRKE

Another potential challenge to be aware of in being very tagkiented and including

performative or artistic tasks in research tee danger of tipping theébalance in favour of
concentrating on output production (a charter, a poem, an artefact, a performance) or on the
guality of that output or performance, losing sight ohe purpose of the task or other

priorities. So, in some workshops we observed participants become so engrossed with the
practicalities of a task (eg, concerned with preparing for a performance, with getting something
WNR IKG QX 2 NJ g A G kcomplstidriiok atask) that eoBversafioh sh& doWwi2 and
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the reason for doing the task or any connection to the research themes and questions, was lost.
We saw occasions where facilitators or participants themselves shut down valuable
conversations in ordeto hurry a group on to complete a task in a certain way, or where valid
guestions were not answered as people were hurried to move on to the next task. This may not
be dissimilar in essence to the way in which a researcher using a more traditionasisiscu

method such as a focus group may make a judgement call about the point at which to close
down one subject and move to another, but it was a notable feature of some of the workshops
we observed (possibly, granted, because of time pres3uaesl one hat might warrant further
consideration as the methods continue to evolve.

Oneother way in whichusing arts methodsould affect the data generated is where

participants (or even facilitatorsare influenced by their owrviews about what would be valid

for inclusionin artistic records of conversations or activities, arK I i g2 dz2f R O2y a (A (i dz
| NJTHs agaircould influence the validity ainyartefactscreatedif these areseen in any way

as research outputs. For instance, we observed peoplecoasion changing words that

a2YS2yS StaS KFIR OKz2aSy FyR 2yS LI NIOAOALNI yiQa
someone else as not sufficiently poeti€his hinted at the wag concern with how an end result

Wi 221 aQ 2 Niotanfatlyje&ldosote vitaivpRints or ideas being seen as less valid and

y2i WKSINRQ®

3.3.3 PAY ATTENTION TO STRONG BEGINNINGS AND ENDINGS

These methods offer a different  and potentially challenging kind of
research experience for participants 0 active, participatory and fo cus ed
on creative group activities. As with any such method, activities

without introduction or where insufficient time is put into a good ending

(however that is defined in the context of the activity) can make

participation feel less meaningful and can lead to disengagement.

As with any grougased research practice, the beginnings and endings of sessions, activities and
tasks really matter. From our observatiagrssuring strong beginnings and endings may be more
than usually important as animative aitdrative methods represent for most participants a very
different experience and one that can initially engenddrigh degree ohervousness or lack of
confidence in where things are going or what might happen

GL ¢l & @S NEnwitsab@ndaredieavingt S 3 A

We saw in each session how importavell- facilitated warm up activities could be, and the
significant difference they made to how well sessions went. In each session following active
warm up activities there was a visible shift in indival demeanour and collective energy in the
room from nerves to smiles, from closed to open body language, from hush to laughter. It
became clear that these activities are important for setting the conéext tone and breaking

the ice. h the sessionwe saw they were alsskillfullyused to start a rapid early focus on

31



content. For practitioners new to the methods, developing strong skills in breaking the ice and

setting the tone for activities will be key to success.

GwSlktte A1l Setth&ide Fel NEthi redt. Ol A JA (0 &

GGKS RAOS NRffAYI FOGSR & Fy AOS oNBI]1SNI 7

and comfortable and got them talking to each other instantly. I also thought this

paved the way for the serious and fruitful discussior§ toLILISY | FGSNB | NRa& d¢

It perhaps goes without saying that strong endings both to group activities and longer workshops

are also important. Mainly because we saw sessions often running out of time we savaficst

that rushing activities oendingthem without sufficient time for some kind of closure can
negatively impact on enjoyment and engagement (though generally where this happened

participants realised this was about the tidimitations of the showcase approach rather than

some problem with the methds or howwell they were being delivered).

GLG AayQid 21 G2 2dzald ad2 Lelahaivé dzi NB T

0 KS LJ Ay (non2 af thé dctivitiek was fihished before we were told
to move on, so it felt a bit pointless, like the persaming (it) wasn't really

z

AYGSNBalSR Ay ¢KFG KILLSYSR®E

S

é..

GL ¢2dAZ R KIF@S fA1SR G 2-"wat ddwe learyfdmdbis Of S NJ

card/question?" However, | also know this is meant to happen on a much longer

0 Ay

a dz

timescale, so part of thiswas duedoK Sy I G dzZNBE 2F GKS g2NJ] AaK2 LJDE

3.3.4 CONSIDER THE RELATIVE IMPORTANCE OF PROCESS AND
OUTPUT AS THIS WILL AFFECT DECISIONS ABOUT BOTH DELIVERY
AND ODATADG

It wi || be i mportant to have considered i
an animative or iterative wor kshop or activity will lie for the particular
project and context in which the method is being used. That is, will it

lie inthe process (the doing and creating/the engagement with objects,

tasks or games); in what is said  (the conversations, words, views

expressed); in the records or artefacts (the objects created during the

process) or equally in all three elements? Thinking this through will be

important for decisions about how activities are delivered and how

sessions are recorded and 6datad coll ect g

We saw some tensions as the methods were trialled by new research teams when it came to

understanding where the value of the activitiey for them in the context of their research
Researchers were not always certain whether they should be obsegrang dynamics and

creative processes, recording conversations, or paying attention to the artefacts completed as a
result of practical or creative tasks. There are important questions to be at least considered

about where researchers see the value ofgeenethoddying For community engagement
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