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EXECUTIVE SUMMARY

The ExhiBit App is a web-based application that aims to democratize the curation
experience, offering the users the option to engage, involve and curate artifacts. This report
outlines the IT guidelines set for the Exhibit Project App, related to functional specifications,
administrative functions, user requirements, as well as accessibility guidelines.

The ExhiBit platform includes user authentication, content management functionality,
collaboration and advanced search functionality. The web application consists of four main
pages: Home, Gallery, Information and Login. Each page has a different function to enhance
the user experience and facilitates the access and creation of digital exhibitions.

Administrators are given role-based permissions, content moderation options and system
maintenance tools to ensure a secure and governed environment. User requirements
emphasize usability, multi-lingual support, and optimal performance on a range of devices.
The application also meets accessibility standards, adhering to WCAG 2.1 AA and supporting
keyboard navigation, contrast mode, and screen reader compatibility. These standards
ensure that the Exhibit Project App is high in functional integrity, administrative efficiency,
and accessibility to users.
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1. INTRODUCTION

This document provides the IT guidelines of the Exhibit Project App, covering functional
specifications, administrative functionalities, user requirements, and accessibility criteria.
The aim is to guide the user to navigate easily at the ExhiBit application available through
https://app.exhibit-project.com/. The platform is designed to facilitate exhibition
managements, user interaction and content curation.

The general features of the ExhiBIT App focus mainly on the use of digital technology as a
mean to overcome certain physical, political, social and cultural limitations, with the main
motive and aim of transforming the museum experience in terms of inclusivity,
democratization and its social reintegration into social reality.

In other words, the app was designed to function as an online place of interaction between
individuals and institutions, shaping social debates and creating dialogues that are part of
the social discourse. This view is mainly supported by the current academic literature, which
suggests that museum institutions have become alienated from social life and function
largely as agencies that deliver certain epistemic narratives about collective memory,
physical and cultural reality in a linear way. As they argue, the museum experience - at least
to a large extend - has been shaped to be less about social engagement and more about
didactics. This attitude alienates the public and undermines social engagement with
museum institutions, as they are perceived as threatening and distant (Bourdieu 1997).

Several studies have shown that to restore the social relevance of these institutions, it is
necessary to conceive of new notions of museums as social or cultural institutions, as well as
new modes of social interaction with them, and new understandings of what a museum
experience is (Hein 2000). These studies focus mainly on the design of educational programs
for museums that facilitate the use of exhibits as references to broader social or even
personal narratives, thereby creating an intertextual affinity between the viewer, his or her
social environment and the exhibits (Nikonakou 2012 ; Tourta, 2022). Another method is to
foster co-curatorial practices that allow the development of alternative narratives about the
museum exhibits, thereby transforming the perception that museums are about imposing
an official master narrative and encouraging instead a dialogue between the visitor and the
institution. The idea is to foster an active interaction between the visitors and the exhibits
(Serota 2005).

Many of these philosophies employ the multimodal nature of digital technologies as a tool.
For example, digital technology facilitates the use of multiple and diverse exhibits located in
different parts of the physical museum, or even in different museums at the same time, to
create a personal narrative using them. This technique is not new and can be seen, for
example, on social media sites where users can use and share many different digital objects
on their profiles to promote or talk about an idea.

I “" III

In this way, the exhibits become personal and can be used outside of their usual “officia
context. At the same time, any discourse around the exhibits becomes more socially
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relevant because it becomes part of the social debate, shared as a personal voice with to the
public. The museum is no longer an institution of authority but more a meeting space where
people are able to share their views and ideas and develop a political, social and cultural
discussion. The ExhiBIT app follows a similar philosophy. Rather than simply replicating the
physical museum experience in the digital world, the App uses the capabilities of digital
technologies to overcome the constrains of the physical world and enable new forms of
museum experience that are more personal and at the same time more socially engaged.

2. Functional Specifications

2.1 Core Features

Institution Individual
Register Register

username * 2.1.1 User Registration and Authentication

Secure login via email and social media integrations.
This feature applies only if you want to create an
exhibition or curate objects. There two different options
available, for institutions and for individuals. The
application is available and open for everyone who
wishes only to navigate, but for security reasons,
creating or curating exhibitions requires registration.

User Email *

User Password *

Confirm Password *

Register

Post Title *

Post description *

2.1.2 Exhibit Creation & Management

= % = The users have the option to create, edit, and publish
exhibits. They can also upload content, it supports
multimedia (images, videos, documents, audio) with
metadata tagging. The text can be also provided in
recorded form.

ragraph

]
w
" N
Il
Il
o
L

moz

i 2
lih
%

iption of your Post, you can see the
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2.1.3 Search & Navigation
Advanced filtering and search functionality for exhibits and related content. You can explore
by Institution, by artifact or by category.

1) Institution 2) Artifact 3) Category
Featured Institutions Featured Artifacts
Explore by Category
‘
@

2.1.4 Mobile & Web Compatibility
Fully responsive design for cross-platform usability. The application can be accessed either
from PC or mobile devices.

2.2 Advanced Features: User Participation & Co-Curation

The Exhibit Project App includes innovative features that promote co-curation,
democratization of narratives, and user participation. These advanced functions empower
users to engage with exhibits beyond simple viewing and interaction.

2.2.1 Digital Zine Creation (DZC)

Digital Zine creation refers to the feature of the ExhiBIT App that allows users to use
material from the official object descriptions, their own or other users' descriptions, and
photographic material to create zine-like content. The zine can be published as a simple web
page (get a link) or on social media platforms or within the app, or printed as a PDF or
physical copy. This function is based on the principle of inclusivity, co-curation,
democratization and decentralization of museum narratives permitting users to reframe the
context of objects within a more expansive and personalized framework. Furthermore, it
empowers users to act as producers themselves. Also, the dissemination of information
beyond the App’s own boundaries facilitates the dissemination of information about
museum institutions and their objects, thereby opening up the museum space to the
outside world.

2.2.2 Virtual Exhibition Curation (VEC)

Similar to the Digital Zine Creation feature, this feature will allow ExhiBIT App users to
create simple - yet powerful - virtual exhibitions that can be shared with other users within
the ExhiBIT App or via a link outside of the app. Users could use the material to curate their
own exhibitions based on their own thematic ideas. Users could write narratives about
objects or place objects in a specific context to support a thesis or an idea, personal, social,
political or other wise (to create an exhibition about an idea, a social concept, an event).
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2.2.3 Thematic Hashtag System (THS)

This is a function that will be utilized for DZC and VEC. This would permit users to
incorporate hashtags into their Zine or Virtual Exhibitions curations. To illustrate, one might
create a personal curated exhibition or Zine and add the hashtag #personal, while another
might create a social analysis or a historical analysis, alternative interpretations of a set of
exhibits. In this case, the user could use the hashtags #social #historical, #alternative,
#feminist, #lgbtq+ and so forth. This approach would facilitate the development of a
multitude of narratives and conceptual layers about the objects in question, while
simultaneously ensuring the validity of the content by defining the author's position at the
outset.

2.3 Menu and Page Descriptions

2.3.1 Home Page
The Home page provides two versions: one for individual users and one for institutions.

Welcome

: Institution Individual

Individuals can create exhibitions, while institutions can add artifacts using the Start
Creating button, which allows them to fill out a detailed form (upload picture, institution
name, artifact title, description, etc.).

1) Individuals

Post Title *

Form Guide

Post description *

« What details or features of this object catch your insert Photo

attention? Paragraph v B I

» What is the first thing you notice about this object?

« How would | use it?

« Does this object remind you of significant events,
people, or feelings from your life, such as nostalgia
or longing?

EruAéxTnkayv 0 v

BLOCKQUO
Ite the full de

Your selections will appear here. e

Featured Image

can see the
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2) Institutions

Start Creating

Upload/Capture Picture

Drag & Drop Files Here

or

Browse Files
00f10

Institution Name
Tsoukkas
Your Email

Enter your email

Artifact Title

Enter the title

Artifact Description

Enter the description

Artifact Culture

Enter the culture

Artifact Period

13th Millennium BCE (13,000 - 12,000 BCE) ~

1901-1910 v

Artifact Material

Enter the material

Artifact Location

Enter the location

Choose Categories (Select one or more):

EmuAéxtnkav 0 v

|Exh|BIT

Users can also create curated exhibitions using the Start Curating button. Below, there are
navigation buttons to the Phygital Museum and Browse Hashtags sections, along with a
Recent Activity section displaying the latest additions to the app.

Co-funded by
the European Union

Phygital Museum

Museum Artifact Registration

Record, photograph, categorize, log, label, and
display the artifact.

Start Creating

Virtual Exhibition Curation

Curate your own virtual exhibitions for ExhiBIT

application!

Start Curating

Recent Activity

\ 2 g ‘
£ |

Working
Clothes

Tordenkal

The
Vesthimm
erlands
Museum

The
Thunderc
alf

s,

Phygital Museum

Explore and Interact

=

Browse Hashtags
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2.3.2 Gallery Page

Explore Galleries

Discover virtual artifacts from renowned institutions

+

Locations of Artifacts The Gallery page allows users to choose a language (Greek,

Danish, or English) and view a Locations of Artifacts map that
shows the exact location of artifacts.

© OpenStreethap contributors.

The Featured Institutions section highlights institutions, providing descriptions and artifact
lists. Similarly, the Featured Artifacts section showcases artifacts from different museums,
allowing users to explore them without filters. Users can also browse artifacts by category.

Featured Artifacts

Featured Institutions

Working Tordenkal
Clothes

T
Vesthimmerlands Museum Museum of Larnaka P &
The
View All Thunderc Stone Axe
alf

View All
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2.3.3 Information Page
This page provides details about the Exhibit Project App, along with two flipbooks: one
about the project and another with curation guidelines.

EXNI

Exhibit App

Redesigning the museum experience

The ExhiBIT App, designed primarily for small to mid-sized Galleries,
Libraries, Archives, and Museums (GLAMSs). This innovative app
empowers visitors to co-create exhibitions in a non-authoritative way,
offering access to a wide range of digitized collections. Users can map
their journey, share their experiences, and engage with content that
highlights underrepresented voices and narratives, particularly from
marginalized communities. With a focus on fostering inclusive,

®
o ¥, v power

transcultural storytelling, the ExhiBIT App bridges the physical and
digital worlds, creating a new phygital museum experience.

2.3.4 Login Page

The Login page is essential for accessing the full features of the app. Users can either log in
or register under two categories: Institution or Individual User. Without logging in, users can
only browse the Gallery and Information pages.

Institution Individual
Register Register

Username *

User Email *

User Password *

Confirm Password *
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3. Administrative Features

3.1 User Roles & Permissions

1) Admin: Full control over app settings, user management, and content moderation.
2) Curators: Can create, edit, and manage exhibits.
3) Users: Can view exhibits, interact, and contribute where permitted.

3.2 Content Moderation
All the submitted content will be approved and moderated by the IT CIP team, before being
published to the web.

3.3 Data Security

In order to secure data, data storage as well as transmission is made under safe encryption
procedures. Access is managed through role-based permissions such that only authentic
individuals can see confidential data. The data is backed up on a regular basis, along with
end-to-end disaster recovery processes, such that the risk of loss of data and an interruption
in events is prevented.

3.4 System Maintenance

To ensure optimal system performance and dependability, regular maintenance updates are
undertaken on a regular basis. Such updates include hardware diagnostics, software
patches, and system performance tuning in order to prevent potential issues and enhance
system operations. Processes of error logging and debugging are also designed with caution
to identify, capture, and resolve any system faults in a timely way. This includes constant
monitoring, detailed error reports, and sequential debugging to achieve seamless
operations and minimize downtime.
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4. User Requirements

4.1 General User Needs
To enhance user experience, the system features an intuitive UI/UX designed for easy
navigation. This ensures that users can easily find and access the functionalities they need
without confusion or unnecessary steps. Additionally, multi-language support (Greek,
English and Danish) is integrated to cater to a diverse user base, allowing individuals to
interact with the system in their preferred language. Furthermore, the system is optimized
for high-speed performance with minimal latency, ensuring that tasks are executed swiftly
and efficiently, providing a smooth and responsive user experience.

4.2 Technical Requirements
To ensure broad accessibility and optimal performance, the system is compatible with
modern web browsers such as Chrome, Firefox, Safari, and Edge. This compatibility
guarantees that users can access the system regardless of their preferred browser, ensuring
a consistent experience across different platforms. Additionally, the system features a
mobile-friendly layout, allowing users to navigate and utilize its functionalities seamlessly on
smartphones and tablets. This design adapts to various screen sizes and orientations,
providing a user-friendly experience on mobile devices. Furthermore, the system requires a
minimum internet speed of 2 Mbps to function efficiently, ensuring that users experience
smooth and uninterrupted performance even with moderate internet connections.

5. Accessibility Criteria

5.1 Compliance with Standards

To ensure our system meets accessibility standards, we adhere to WCAG 2.1 AA compliance.
This ensures that our platform is accessible to individuals with disabilities, providing an
inclusive user experience. Additionally, we implement ARIA labels to enhance screen reader
compatibility, making it easier for visually impaired users to navigate and interact with the
system.

5.2 Accessibility Features

The ExhiBit platform includes several key accessibility features designed to ensure inclusivity
and ease of use for all users. Keyboard navigability allows users to efficiently navigate
through the system using keyboard shortcuts, which is particularly beneficial for individuals
who may have difficulty using a mouse. Contrast and color scheme adjustments provide
options to customize the interface, helping users with visual impairments or color blindness
to view content more clearly and comfortably. Alt text for all images ensures that every
image on the platform is accompanied by descriptive text, providing context and
information for users who rely on screen readers. Closed captions for video content offer a
text version of the spoken dialogue and other relevant sounds, making the content
accessible to users who are deaf or hard of hearing. These features collectively ensure that
our platform is accessible to a wide range of users, promoting inclusivity and enhancing the
user experience for everyone.
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CONCLUSION

The Exhibit Project App is designed to provide extended access, democratize museum
narratives, and empower individuals with co-curation features such as Digital Zine Creation,
Virtual Exhibition Curation. Through added user interaction, multi-language support, and
conformity to accessibility, the platform facilitates inclusive story-telling and user
interaction.

These IT guidelines ensure the Exhibit Project App meets functional, administrative, and
user standards of accessibility, allowing for maximum experience for every user.
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