Case Studies

Image: Participants creating artwork using
pencils to emboss designs into a thin sheet
of metal. Credit: Wendy Daws.
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Case Study 1:
Accessible Logo Design
Background
Sensing Culture was a three-year project, funded by the Heritage
Lottery Fund (HLF), who believe that “our heritage should be
protected for the future, and…that everyone should have the
chance to explore and look after it”. To achieve this aim they
support a variety of projects, including this one. As this project
has several partners, a unifying brand identity was needed to
help signpost and promote the project

Challenge
This project was about engaging BPS audiences, so thought was
needed to go into how we could improve accessibility of the project’s
visual media. We wanted to take the opportunity to be innovative
and see if we could address the visuals in an accessible way.

Solution
We created a logo that would be visually accessible. We established
the project visuals early, so the logo could sit alongside other
promotional items such as roller banners, photographs or leaflets.
The RNIB’s inhouse tactile images and maps team highlighted
examples and ideas for how a logo could be made accessible.
A graphic designer was recruited, and was set with the challenge
of creating a logo, which would work for all types of viewers and
reflect the essence of the project.
The resulting designs where reviewed by RNIB employees,
including those with sight loss, to ensure that it met the agreed
criteria. The logo consists of an abstracted form created by the
letters ‘S’ and ‘C’. The letters blend to denote that Sensing ’S’ is
not separate from Culture ‘C’. Sensing becomes a pathway that
leads to a cultural experience. The branding’s simple form is
an expression of its message, that a cultural experience can be
gained in a quick, direct, confident and guided manner. The near
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symmetrical shape of the letters is suggestive of decorative
detail or pattern. Whilst this could be heraldic, architectural,
ecclesiastical or archaeological, the shape is ambiguous and does
not define culture in any specific terms.

Image: Accessible logo with the words “Sensing Culture” in bold, black
lettering. Above these words are the interlocked letters “S” and “C”,
also in bold, black lettering.

Outcomes
The challenge of designing a tactile logo made the designer
think about standard processes in graphic design, and how
things can be more accessible. He now approaches other
design work with more awareness of the needs of different
audiences.

Top tips
As much can be learnt from the process as from the
outcome; projects are meant to be experimental, use the
opportunity to be innovative.
The target audience should always be involved in the
development process.
If you are working with people who are new to
accessibility, give them as much support as you can.
2

Case Study 2:
Canterbury Cluster:
The Art of Making
Background
The Canterbury Cluster’s involvement in Sensing Culture,
including Canterbury City Council Museums & Galleries,
and Canterbury Cathedral (CCCM), has been led by Beaney
House of Art & Knowledge. The Beaney is a Grade 1 listed
building, containing nationally important collections of fine and
decorative art, natural science, social, world and local history
material. Canterbury Cathedral is part of Canterbury’s World
Heritage Site and attracts over 1 million visitors a year. The
building and its collections are of international importance, with
documents and artefacts dating from the 9th century onwards.

Challenges
We wanted to encourage blind and partially sighted visitors
to access our collections, through innovative and creative
sessions. Prior to the project we didn’t have the resources
to prioritise working in this way. We discovered that our
existing relationships with the voluntary sector specialising
in this work, didn’t necessarily translate into supporting
the recruitment of blind and partially sighted participants.
However, this was resolved in the longer term as word got
around that there was a great free project on offer!

Solution
We paid professional artists, who had experience of running
sessions for people with sight loss to help us facilitate the ‘Art
of Making’ workshops. These free sessions, set up as a creative
group for adults with sight loss, have been running monthly
at the Beaney and Canterbury Cathedral. They are tutored by
an artist with considerable experience in working with visual
impairment. Participants enjoy handling objects from the
collections, tactile tours, and creating their own artwork.
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Outcomes
The artwork from the sessions has led to two exhibitions in
the Beaney Front Room gallery (a space which showcases
work by local artists and community groups). The group has
become strongly co-supportive, welcoming to new members,
and highly creative. The participants also double as a focus
group, to help with development of greater accessibility for
visitors to the Beaney. The group have therefore been helping
the Beaney to make permanent displays more touchable,
upgrade the Braille and large-print offer, and have been
creating a tactile trail and an iBeacons app. In addition, a
separate music strand has been developed – see Canterbury
Cluster: Beaney Butterfly Machine Case Study .

“If this went on for ever, I would be perfectly happy.”
BPS ‘The Art of Making’ Workshop Participant - CCCM

Top tips
Allow plenty of time for the participant recruitment stage don’t feel the need to start delivery in a rush.
If your project involves participants creating work, find a
way to exhibit it - it provides a useful goal, and is also a
fantastic way to change the way visitors unaffected by
visual impairment regard sight loss.
Integrate your work with blind and partially sighted
visitors into wider museum programmes. For example,
create a tactile object handling collection that everyone,
regardless of sight level, will love.
Always apply for project management funding within a
project, so that your work on other projects and delivery
isn’t disadvantaged.
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Image: Beaney House of Art & Knowledge is a large, double-fronted building
with steps leading up to the entrance. Credit: Brickworks Media.

Image: showing a BPS workshop participant creating artwork using a knitting
needle to emboss designs into a thin sheet of metal. Beaney Canterbury – Art of
Making Workshop. Credit: Brickworks Media.
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Case Study 3:
Canterbury Cluster:
Beaney Butterfly
Machine
Background
The Canterbury Cluster’s involvement in Sensing Culture,
including Canterbury City Council Museums & Canterbury
Cathedral (CCCM), has been led by Beaney House of Art &
Knowledge. The Beaney is a Grade 1 listed building, containing
nationally important collections of fine and decorative art,
natural science, social, world and local history material.
Canterbury Cathedral is part of Canterbury’s World Heritage
Site and attracts over 1 million visitors a year. The building and
its collections are of international importance, with documents
and artefacts dating from the 9th century onwards.

Challenges
We wanted to encourage blind and partially sighted visitors to
access our collections, and experience two dimensional pieces
of art in new ways. Prior to the project we didn’t have the
resources to prioritise working in this way.

Solution
A local musician and an A-level student physicist, both worked
on the music strand of the ‘Art of Making’ project, running
free creative sessions, for people with sight loss. Together
they created the unexpected outcome of the Beaney Butterfly
Music Machine. This is a device which holds original music
and sounds created in response to artworks in the Beaney
Gallery. When placed in front of the artwork a user can trigger
the sounds by moving their arms in front of the picture: this
movement is picked up by sensors on the machine, which then
plays the corresponding set of sounds or music.
6

Image: Visitor using the Beaney Butterfly Music Machine. The Machine is
positioned in front of paintings hanging on a wall, and the woman directs
a long baton towards one of the paintings. Credit: Wendy Daws.
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The Beaney Butterfly Machine is an immersive interpretative
tool which engages a user with artwork by creating a physical
link to the piece and triggering an emotional response
through the musical interpretation. The music was written
by local primary and secondary school students, including
blind and partially sighted pupils, as part of the Art of Making
workshops.

Outcomes
By employing an experienced Arts Award Advisor, we could
add a long-term outcome of recognition and an award for the
young participants. All participants, regardless of age, have
enjoyed using the machine, and it has been out in public on
numerous occasions, with incredibly positive feedback:

“I went back to the Beaney today as I noticed
the Butterfly Machine was going to be there.
I went on my own and had a fabulous time...
It wasn’t too busy and it was amazing…It was
a beautiful experience and very emotional for
me. The music was almost painting a picture…
What talented young composers!”
Beaney Butterfly Machine Feedback

Top tips
Build a team of experienced and invested volunteers who
work with you during the project and then can help create
further outcomes.
Be open to, and explore potential opportunities; you
never know what will happen as a result of a dynamic
project. For us, the Arts Award was a way of making the
experience last.
Don’t be afraid to experiment with technology – if you’re
not an expert, find someone who is.
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Case Study 4:
Conan Doyle Collection:
Sensory Touring
Exhibition
Background
The Conan Doyle Collection is made up of 3,500 objects, 16,000
books and 40,000 archives. These are held in a permanent
exhibition in Portsmouth Museum, or by appointment to see
the archives in the Portsmouth History Centre.

Challenges
We saw this project as an opportunity to work out how to
translate the collection for the enjoyment of everyone, including
blind and partially sighted visitors. The aim was extremely
ambitious and attempted to achieve something that hadn’t been
done before for this collection. The process therefore involved
trying and testing a range of methods, so took much longer than
anticipated.

Solution
As the Collection had only just been fully catalogued, we decided
the best format was to produce a small-scale sensory exhibition
for touring purposes. Working with the University of Portsmouth’s
School of Creative Technologies, and using a blind and partially
sighted steering group, a free-standing plinth type case was
produced with 16 audio described panels, detailing this huge public
collection. The Sensory Exhibition is a surprising take on the usual
handling objects. The case tries to capture the essence of a scene
within the archive - a Spirit appearing physically over Sir Arthur
Conan Doyle’s shoulder, and Moriarty and Sherlock Holmes battling
on the wind-swept cliff top of the freezing Reichenbach Falls.
The case is not only portable to different venues, but the
panels are in a ring binder so can easily come out. The panels
9

Image: Purpose-built multi-sensory 3D interpretation display case with model
of Conan Doyle’s head and shoulders with an embossed “Spirit”; on the righthand side is a model of Holmes and Moriarty battling on the cliffs over the
Reichenbach Falls. Credit: Brickworks Media.

The finished Conan Doyle tactile portrait
Visitors experiencing the Conan Doyle story through the touring
exhibition

Image: Conan Doyle sensory exhibition visitors. An exhibitor directs the hands
of a BPS visitor towards the open “book” containing 3D models.
Credit: Brickworks Media.

10

are comprehensive in giving information about Conan Doyle’s
life and the content of the Conan Doyle Collection. The A3
tactile panels fix inside a book structure and provide accessible
interpretation of various further elements of the authors
story using braille, tactile images and large print. Sound spots
which work with the Discovery Pens provide audio description
of the contents of the pages. The unit also incorporates a
refrigeration system, which chills the area of the waterfall
in the Reichenbach Falls, making it cool to touch for those
experiencing the depiction.

Outcomes
We have succeeded in creating a very unique experience for
people, allowing them to engage with a previously hard to
reach collection. Feedback from blind and partially sighted
groups so far has been excellent and they have thoroughly
enjoyed this creative approach.

“A big plus of this exhibition and the removable
pages is that it can be put into a familiar, known,
venue which enables blind and partially sighted
people to have freer access in their own time
and is much more enabling.”
Michael Gunton - Senior Archivist, Arthur Conan Doyle Collection

Top tips
Collaborate with other companies or organisation’s as it
exposes you to new possibilities and ideas.
Having a portable exhibition enables more visitors to
engage with it in a meaningful way.
If using audio description in an exhibition, make sure
that consideration for any audio for online resources is
built into the original plan. We didn’t anticipate making
an online version of the Sensory Exhibition, and had to
negotiate extra recording time in the studio and extend
the time with the volunteers who were involved.
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Case Study 5:
Conan Doyle Collection:
Writing Residency
Background
The Conan Doyle Collection is made up of 3,500 objects,
16,000 books and 40,000 archives. These are held in
a permanent exhibition in Portsmouth Museum, or by
appointment to see the archives in the Portsmouth History
Centre. We saw this project as an opportunity to work out
how to translate the collection for the enjoyment of everyone,
including blind and partially sighted visitors.

Challenge
We wanted to find a way to encourage blind and partially
sighted visitors to engage in the story of Conan Doyle, whilst
gaining the confidence to create their own.

Solution
An opportunity arose for us to run a week-long writers’
residency for 8 people with sight loss at the Arvon Centre in
Shropshire. The aim of this intensive course was to take away
the focus on sight loss and concentrate on budding writers
gaining the skills they needed. Arvon specialise in creative
writing and have years of experience in offering courses where
anyone, regardless of writing experience, can be involved and
inspired. Activities during the week included talks and writing
workshops by two established crime authors.

Outcomes
The writing course has left a lasting impression on the
confidence of the writers who took part. The team at the
Conan Doyle Collection are now looking to commission one of
the writers who took part to become a paid mentor for them
and to advise on making events more accessible for blind
12

Image: Photograph of a BPS visitor standing in a library holding a large,
print book on Arvon participant visit. Credit: Brickworks Media.
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and partially sighted audiences. An additional visit has since
taken place, allowing participants from the course to visit the
collection and experience the items first hand.

“I was more than a little nervous about it, I arrived
convinced I wasn’t good enough to be there, that
I would be uncovered as a fraud and sent packing.
By about 6:30. on Monday evening that notion
began to fade. There were times through the week
I struggled and took myself off to have a moment.
However, due to the people, I knew all I had to do
was walk into a room and just be around others.
It instantly picked me up. Having sight problems,
I often feel excluded, isolated. The feeling from
arrival to departure last week was one of being
included. Not being defined by my disability.”
Arthur Conan Doyle Collection / Arvon workshop residential
participant

Top tips
When organizing a residency, make sure you take into
consideration everybody’s needs and requirements,
including travel.
Recruitment needs to be done well in advance and as wide
a geographical spread as possible.
Think about when you plan to hold events or workshops.
The Arvon residency was in January, possibly not the best
month to get people to take part in a week-long residency!
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Case Study 6:
Focus Groups
Background
Sensing Culture was a large and ambitious project with
outputs delivered across all partners, managed directly by
the RNIB. Collectively the partner organisations house varied
and eclectic collections. Each partner had its own strategic
or forward plan and specific target groups of visitors were
identified to develop within their segment of the project.

Challenge
A key aim was: To support staff and volunteers in working
with blind and partially sighted participants, using an
innovative approach to engage with the blind and partially
sighted community and make more effective use of volunteers.
We needed to find ways of achieving this across all the sites,
which vary in size, scale and scope.

Solution
Blind and partially sighted people were involved in the project
from development to delivery, not just as end users. A culture of
focus groups was established at development stage, with groups
informing the direction and output of the various activities.
Recruitment of participants, whilst difficult at first, came through
networks, contacts, or word of mouth. Target audience input
was a vital part of the process and enabled the partners to meet
visitor needs. Over the life of the project, 17 focus groups have
taken place. Through these, 91 blind and partially sighted people
directly provided feedback, to inform the project’s development.

Outcomes
This approach has not only encouraged the involvement
of people with sight loss, but is proving to be embedded in
creating and delivering future projects across the partner sites.
15

Image: Oxford University Museums staff discuss tactile objects in training session.
Credit: Brickworks Media.

Image: BPS focus group participant holding an exhibition item. Two exhibitors are
on hand to demonstrate the item and to record the participant’s views. Credit:
Brickworks Media.
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The focus groups have allowed a voice for those with other
disabilities. For example, the Arthur Conan Doyle Collection
reached out to users with a variety of disabilities. The focus
groups had a range of abilities and disabilities including sight
impairment, hearing impairment, dyslexia, knowledge of
working with young people with disabilities.

“…being part of the focus group has enabled
me to give my opinions of both positive and
negative aspects of the prototypes when testing
them as a visually impaired person in providing
feedback for the museums to provide accessible
exhibits. It is really good that our opinions as
visually impaired users were asked for, and taken
onboard, when trialling parts of the project”
Blind and Partially Sighted Focus Group Participant – OUMC

Top tips
When writing a funding bid, include funding for meeting
spaces, refreshments and incentives for volunteers to
attend focus groups.
Allow extra time to build relationships with gatekeeper
organisations who can help you access your target
audience more easily.
Don’t forget your existing networks!
When developing your questions or themes of discussion
for focus groups, make sure you take time to consider
these carefully. Will the create a bias? Are the questions
leading? Will they help you to inform your work or project?
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Case Study 7:
Lewes Castle: Audio
Guide
Background
Lewes Castle is a ruined Norman Castle. You can climb to
the top for stunning panoramic views across Sussex. The
adjoining Barbican House is home to the Museum of Sussex
Archaeology and houses local collections from the Stone Age
to medieval times.

Challenge
Lewes Castle is mainly outside with lots of steps. We wanted
to find a way to encourage people to the top of the castle but
also to represent the view through creative use of sound in the
garden at the bottom, for those not going up the steps.

Solution
We decided to create an audio guide that would improve
access to the buildings and collections for all, as well as
provide key orientation and audio described information for
blind and partially sighted visitors. Firstly, we worked with an
app developer, a sound artist, an audio describer and castle
staff to create a script. This was used by the sound artist to
create an audio described journey around the castle using
binaural recordings and historic characters. This was turned
into an app that uses iBeacon technology, so that the audio
is triggered as you pass points around the site. There is also
a permanent sound installation and a listening bench in the
garden.
As the project was technically ambitious and we wanted to
incorporate the needs of our visitors, each step of the design
process was accompanied by user testing. A focus group made
up of blind and partially sighted people talked to us about
18

Image: The Panoramic view from the top of the castle is translated into audio
description. Credit: Brickworks Media.

Image: Listening bench situated in the castle garden. Credit: Brickworks Media.
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how they used digital technology and the kinds of features
they would like to have built into the app. This meant we
could embed accessibility into the design of the app from the
beginning.

Outcomes
Feedback from focus group participants has been
overwhelmingly positive and the audio guide has made a
significant impact on the way blind and partially sighted
people enjoy their experience of a physically demanding
heritage site. The app, whilst designed with blind and
partially sighted visitors in mind, is not marketed solely for
this purpose, making it a way of accessing the heritage, for
everyone.
Use the following links to download the Lewes Castle audio
guide and try it for yourself:
iOS via the App Store
Android via Google Play

Top tips
Start with the impossible and aim for that.
Always be prepared to adapt your ideas in the creative
process.
Listen to your target audience by developing a focus group.
Allow more time than you think to create an audio guide
script.
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Case Study 8:
Lewes Castle: Explorer
Bags
Background
Lewes Castle is a ruined Norman Castle. You can climb to
the top for stunning panoramic views across Sussex. The
adjoining Barbican House is home to the Museum of Sussex
Archaeology and houses local collections from the Stone Age
to medieval times.

Challenge
We wanted to create additional resources to supplement the
audio guide , and to offer visitors a choice of formats. The aim
was to improve all visitors’ experiences of the buildings and
collections.

Solution
We created additional multi-sensory resources, called ‘Castle
Explorer Bags’. These bags contain resources ranging from
braille, to recorded stories, scent and sound activities, objects
and creative activities. Volunteers have sewn bags of toys
and resources to support some traditional stories. These are
available to borrow from the front desk and are handed out
on our dedicated ‘Morning Explorer Days’, for families with
additional needs. These sessions are open for families who
may need a quiet space with limited numbers and trained
volunteers are available to guide and assist them to access the
activities. We also provided the content of the audio guide in
hand-held, low tech formats and on listening posts
To ensure these new resources are enjoyed by our visitors, we
delivered staff training, improved the site signage, enhanced
the website and fostered partnerships with local groups and
access forums. This has helped ensure these resources are
embedded into what we offer, now and in the future.
21

Image: Tactile story cubes. On each face of each cube is sewn a tactile
representation for the different aspects of a story.
Credit: Brickworks Media.

Image: Tactile explorer bags: a game of “I spy at Lewes Castle”, a rock,
some chain mail and a chain mail glove, a pouch containing a rusted
metal object and a folder. Credit: Brickworks Media.
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Outcomes
Those involved in making the resources learnt about how
to create multi-sensory learning resources for families with
additional needs. Families with additional needs feel welcome
and can enjoy learning and playing together to discover the
castle’s stories. Training has enabled staff to feel confident in
welcoming BPS visitors and their families.

“I want to do it all.”
Participating child excited by what he saw as he entered the
room with the sensory bags laid out.

“It’s good the children can wander around, make
a noise and not disturb anyone. They can come
back to the activities when they want - much
more likely they will join in and try things out.”
Morning Explorer Feedback - Lewes Castle SAS

Top tips
Involve front desk staff in ideas, content and training
so that they have more ownership of resources and are
confident in giving them out to visitors.
Be prepared to change things as you go along.
Work with a focus group to ensure your resources meet
your target audiences’ needs.

23

Case Study 9:
Oxford University
Museums: Touch Tours
Background
The Oxford University Museums & Collections’ (OUMC)
involvement in Sensing Culture, has been led by the Museum
of Natural History and includes 4 museums in total. The
Museum of Natural History, a Grade I listed building, opened in
1860 and houses internationally important collections. Among
its most famous features are the Oxfordshire dinosaurs, the
Dodo, and the swifts in the tower.

Challenge
We wanted to try and establish continuity of access across
all our venues, so that visitors receive a similar experience,
no matter which of the University Museums they visit.
The overwhelming feedback from our focus group work
at the beginning of the project, showed how much people
appreciated interacting with the museum through its staff,
rather than through a piece of technology. For two of our
museums, which have nothing on open display that can be
touched, we had to convince them to explore alternative
ways of engaging with the collection, to provide meaningful
experiences for blind and partially sighted visitors.

Solution
The Ashmolean had a long history of delivering touch tours
and we wanted to make the offer across all our venues.
Offering a programme of touch tours across all the museums
would allow us to improve access for everyone and provide
the face to face interaction that our focus group valued. New
themes were suggested by staff who know the collections
better than anyone. The tours are booked and managed
centrally, then delivered at each venue. They last an hour
24

Image: Oxford Museums touch tour. Participants handling objects,
a staff member placing a large beetle into the hands of a tour visitor.
Credit: Brickworks Media.

25

long, with half an hour spent exploring objects on display in
the galleries and half an hour spent still within the museum/
gallery space exploring related handling objects.

Outcomes
Our touch tours have now gone from strength to strength.
We started with an audience of 5 or 6 visitors and are now
regularly attract between 15 to 20 participants per session
– plus guide dogs! We have delivered twice the number of
tours we originally set out to deliver and the tours look set to
continue across all the museums beyond the life of the project.
Since beginning the touch tours, we have also developed our
own, bespoke training session that we can deliver in-house,
to equip our volunteers and staff with the skills they need in
audio description and sight loss awareness. This is helping
them to deliver the touch tours successfully and consistently, a
challenge that we faced in the beginning.

“Great that you have lots of helpers to help and
give individual attention. Excellent once again –
hope funding continues.”
“I have learning difficulties as well as being blind
and I found the session great.”
“Long may these sessions continue.”
Touch Tour Participant (BPS) feedback - OUMC

Top tips
Visitors like to be in the museum space. Although a side
room or teaching space may provide better facilities in
terms of controlling light levels and noise, it often negates
the point of people visiting the museum in the first place.
Invest in a tactile image printer – it makes producing them
quick and simple.
26

Support your tour with experienced and trained volunteers.
Our volunteers have had sight awareness, sighted guiding
and audio description training. The consistency of using
the same team of volunteers has, over time, given our
visitors confidence.
People love an expert – Our visitors have really appreciated
having curators, researchers and other “experts” help
deliver the tours. Being able to support staff members in
talking to an audience they may not be familiar with (as
well as offering training), has meant that more members
of staff outside of the traditional engagement roles have
been keen to be involved in the tours.

Image: Participant touching brass Astrolabe, Oxford Museums touch tour.
Credit: Brickworks Media.
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Case Study 10:
Oxford University
Museums: 3D Models
Background
The Oxford University Museums & Collections’ (OUMC)
involvement in Sensing Culture, has been led by the Museum
of Natural History and includes 4 museums in total. The
Museum of Natural History, a Grade I listed building, opened in
1860 and houses internationally important collections. Among
its most famous features are the Oxfordshire dinosaurs, the
Dodo, and the swifts in the tower.

Challenge
As with most museums, there are limited tactile opportunities
at our venues. We wanted to explore new ways of interpreting
the collections in a meaningful way for blind and partially
sighted visitors, through 3D printing. The advantage of 3D
printing is that the process produces both an exact replica
of the shape of that individual object and a virtual 3D scan.
However, 3D printing technology has advanced a great deal
over the last few years, and so we would need some expertise
to guide us in a potentially costly field.

Solution
We produced the 3D models in partnership with the Oxford
Internet Institute at Oxford University, using a technique called
photogrammetry. We talked to a number of local 3D printing
companies and were able to work with one who helped us
through the process of producing a 3D print. We undertook
research with our focus group on the types of material that
were used for each print.
When printing, we had to balance the tactile sensation with
the cost of the material, and the size of the print. To print one
of the objects in a cheap plastic was £185, but to print in the
28

Image: 3D printer in operation. Credit: Brickworks Media.

Image: 3D printed model of the top of an internal column featuring
decorations of a Monkey Puzzle tree - Museum of Natural History OUMC.
Credit: Brickworks Media.
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more tactile and representative sandstone was just over £300.
We were able to work with the printers to produce a model
that was useful, but with which we could also test different
materials with our audience.

Outcomes
The result of the partnership involved innovative thinking
around the creation of interpretation models, which have
enabled visitors with sight loss to experience these items for
the first time. The 3D models have been extremely popular with
all visitors, not just those who are blind or partially sighted.
Curatorial staff have also been excited about the models, as well
as the relatively simple process by which they were produced.
Developing these interpretation models has increased staff
awareness of the needs of blind and partially sighted visitors,
but also shown how techniques and tools used for this
audience can be beneficial in a huge variety of different ways.
We have since taken the models into an oncology unit for a
session with a blind patient, as they can easily be wiped with
sterile wipes without harming the surface.

Top tips
3D prints are not a replacement for handling the real thing
- they are an interpretation tool. We use them alongside
tactile images and audio description to provide meaningful
interpretation.
Find a friendly local 3D printer who can talk things through
with you. We had no idea of the range of materials and
techniques that were out there and the printers were able
to help us navigate through this.
Find out if there are any connections with researchers in
universities you can make. There may be researchers who
could use your collections as part of their projects.
Think about the material as well as the object. We thought
a lot about the tactile sensation of the materials, by
treating each print differently and researching appropriate
materials for each one.
30

Case Study 11:
Partnerships
Background
Sensing Culture was a partnership project with a wide scope
connecting people, ideas and resources, across different sites
and heritage organisations. Each partner was encouraged to
take different approaches, to introduce new ways to enable
people with sight-loss to access their heritage.

Challenge
The project was led by RNIB who acted as the project hub;
with the key role to provide a link between the project partners
and consultants. The main challenge to this was the distance
between the partners, and the fact many of the project leads
were part time, with other projects needing their attention too.

Solution
The hub ran project partner days to encourage cross-project
sharing; these helped establish the content of the current
project plan, as well as provided access to experts and training
in a whole project group setting. The partners took turns to
host, and led on delivery at their own venues. As distance
and time were key challenges, the partners have managed to
draw on expert knowledge and help locally, by developing their
own partnerships closer to home. For example, several of the
partners established links with their local universities, which
has provided access to expertise that would have been missing
otherwise.

Outcomes
Working in this way has become a real strength of the project,
as it enables sharing, learning and the development of
a supportive network of like-minded individuals working
to achieve the same goals. Having links with other
31

organisation’s like this has meant that the partners have
managed to achieve key outputs to a higher quality. The
relationships established provide long term resilience for
the output and future development of work for people with
sight loss at the partner sites. The partnerships have not
only benefited the partners but those they have worked with
as well. They have helped to disseminate some of the key
learnings from the project further than just the project site,
and have also encouraged others to follow a more accessible
approach too, which may not have been on their radar before.

“By building collaborations, you are benefitting
from the partners expertise and building
resources - I really value the partnership we
have with Oxford University Museums and it is
extremely positive for our service users.”
Ellie Pearce: Community Connections Coordinator, Oxfordshire
Association for the Blind

Top tips
Explore potential partnerships locally, as well as further
afield. Look at who is likely to have similar priorities and
aims, or who can help you meet your goal.
When planning projects with a partnership element, allow
extra time for partner days or project meetings, including
travel if needed.
Don’t underestimate the time it takes to build meaningful
partnerships – it won’t happen overnight and you need to
remember to consider their goals and not just your own.
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Image: The Sensing Culture launch event for project partners at Trinity House,
London. Credit: Brickworks Media.

Image: Project partners and contributors discuss and exchange ideas at
the Sensing Culture launch event. Credit: Brickworks Media.
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