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Abstract 
Cultural events are of increasing importance as value creators in our society. They can serve to promote the 

attractiveness of a region, to increase social interactions and the quality of life and, not the least, to boost local 

economies. The ultimate purpose of our research is to significantly increase awareness of cultural attractiveness 

in Småland using innovative web technologies, both for its inhabitants as well as tourists. Reporting on the first 

stage of the project, this paper focuses on the exploration of requirements to design a mobile application and a 

website of cultural events in the region with contemporary art as a use case.  

Our methodological approach involved three major steps. First, interviews with cultural event providers, 

with focus on contemporary art, were conducted in order to identify initial needs and requirements for building 

the two types of interfaces. The interviews were conducted with two representatives of a governmental institution 

promoting contemporary art in the region, called Nya Småland (in English New Småland, 

http://www.nyasmaland.se/9/). After the first round of interviews, initial mock-ups of the interfaces were built, 

followed by another round of interviews to gain insights and feedback on those designs. Themes in the interviews 

addressed requirements and functionalities, both from perspectives of cultural event providers as well as those of 

user groups. The interviewees agreed that it is generally important to make contemporary art galleries and their 

activities visible to a wider audience through a good-quality app and a web site. It is often hard to reach the public 

with cultural events; one reason could be lack of money for advertising.  

In conclusion, the interviewees consider a quality app and a website for cultural events on contemporary art 

an important way in which to increase visibility of cultural events in the region and beyond. In addition, preserving 

information about past events for future uses is considered important, especially for journalists and politicians. 

Future research efforts will focus on developing an interactive prototype and acquiring feedback from content 

providers and a range of potential end user groups. 
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Introduction 

Cultural events are of increasing importance as value creators in our society. They can serve to 
promote the attractiveness of a region, to increase social interactions and the quality of life and, 
not the least, to boost local economies. Today, a comprehensive and up-to-date overview of 
cultural events in Småland, a region in southeastern Sweden (population of over 750,000, area 
just under 30,000 square kilometers) is missing mainly due the fact that information is 
distributed across different actors, communication channels and different media (e.g., 
individual organizers, commercial vendors, community calendars, newspapers calendars). 
Moreover, information across different municipalities in the region is vastly scattered. Not the 
least, existing calendars of events usually do not match the functionality expected by end-users, 
which leads to other types of difficulties in accessing and sharing information. All these result 
in the fact that it is rather hard to get a quality overview of what the region can offer to 
individuals and groups. 
 
The purpose of the project is to significantly increase awareness of cultural attractiveness in 
Småland using web technologies, both for its inhabitants as well as tourists. The aim of the first 
phase of the project reported in this paper is to validate the ideas above using contemporary art 
in the region as a testbed. In particular, our objectives are to: 

 

a) Conduct a feasibility study about the different actors who serve as providers of cultural 
events and those that serve as information providers with focus on contemporary art in 
order to identify possible new mobile and web services. 

b) Create a list of metadata and browse/search functionalities for such services, based on 
input from content providers. 

c) Define the initial functional requirements for the first conceptual design of a semi-
automated demonstrator (crawling data from different providers, basic browse/search 
functions, interactive content creation like tagging and reviews). 

 
The paper continues with a presentation of related research, then the methodology used is 
described, followed by the results divided in four parts: initial requirements, demonstrator, 
semi-automatic import of events and requirements re-visited. Lastly, the paper ends with some 
concluding remarks. 

Related research 

First guidelines for the design of web and mobile interfaces have been in existence since the 
early 2000s (Weiss, 2003) and have been updated accordingly to reflect the evolution of 
technology and the evolution of web and mobile applications. A recent survey carried out by 
Ionic (2017) points out to an increase in using hybrid solutions rather than native or direct web 
mobile applications, which allows more flexibility when developing a mobile app since it brings 
access to device’s functionalities without limiting the application to a specific operating system 
(iOS, Android…). In order to attract users to use the application or website, the interfaces need 
to be simple, easy to understand, and present meaningful information to the user (Rubino et al., 
2014).  
 
Mobile application development has been explored significantly for the purpose of supporting 
education (e.g., Zbick et al., 2014), of which some are linked to learning about cultural heritage 
like in (Nordmark & Milrad, 2012), where students are invited to use mobile devices to create 
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stories about cultural heritage. A number of research projects have explored the use of mobile 
applications to promote cultural events and locations such as in (Boiano et al., 2012) where an 
application for iOS was developed to promote the island of Malta. The application allowed 
guiding people towards specific locations and it provided information about cultural sites. Other 
places use application based on traditional means of communication and explanation (e.g. audio 
guides) or exploit in new ways representation or visualization (Rocetti et al., 2014) to attract 
tourists to specific places or develop their online community and presence to spread the word 
about their place and events (Beler et al., 2004). Today’s web and mobile technologies can 
serve the public to teach them about cultural heritage and cultural events that often can be hard 
to promote due to the huge amount of information that people receive in the information society 
of today.  
 
Functionalities of a cultural event app and/or website include those that should be available in 
every user-friendly web page/app and as well as those specific to cultural events information. 
Relevant functionalities for any user-friendly web page/app identified in the literature include 
the following: 

• Display of content in a clear and concise way with few controls, e.g. few clicks on 
the mouse buttons or taps on a phone or tablet. (Boiano et al., 2012; Gena et al., 2013). 

• Interactive and quick responding interfaces (Boiano et al., 2012). 
• Visually appealing interfaces (Rubino et al., 2014).  
• The ability to share information, write reviews and connect, which in turn will make 

the application more visible for the general public (Gena et al., 2013). 
• When developing the application, taking into consideration the limitations of a mobile 

device, both for artworks, text and audio/video (Rocetti et al., 2014). 
• Encouraging user-generated content (ratings, tags, comments, and so on) which can 

be used as a source of information about a user and can be useful for adaptation and 
recommendation purposes (Gena et al., 2013). 

 
When it comes to metadata, relevant seems to be Cultural-ON ontology (Cultural Ontology: 
Cultural Institute/Site and Cultural Event Ontology) (http://dati.beniculturali.it/cultural-
ON/ENG.html) used for modelling cultural institutions’ data, sites, agents, contact points, files 
as well as events that can take place in specific cultural institutes or sites. Buonazi (2007) reports 
on a cultural events app called CulturaItalia developed to promote various aspects of Italian 
culture as well as to contribute to Europeana. The app uses PICO application profile of the 
Dublin Core.  
 
Other related standards seem to be schemas for cultural objects of cultural heritage institutions, 
such as CDWA (Categories for the Description of Words of Art), a framework of 31 broad 
categories with 540 (sub)categories, used for describing works of art, architecture and related. 
One its major advantages is its interoperability; it provides detailed mappings to a number of 
other metadata schemas. Several schemas are derived from CDWA. One relevant example is 
CDWA Lite, which is today replaced by LIDO (Lightweight Information Describing Objects) 
that is enriched with the concept of events taken from CIDOC CRM (Conceptual Reference 
Model). This means that for example, the creation, collection and use of an object are defined 
as events that have associated entities such as dates, places, and actors (Zeng and Qin, 2016). 
CIDOC CRM itself being based on the concept of events, could be good for recording previous 
events in order to preserve events. CDWA is also a basis on which VRA Core (Visual Resources 
Association) was derived, used for the description of art, architecture and artifacts from 
material, popular and folk culture. Standards for data values in the cultural heritage community 

Commented [MOU1]: Put in references since content not 
website 
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(controlled vocabularies and authorities) include the Arts and Architecture Thesaurus, 
Thesaurus for Graphic Materials, Iconclass – a classification system for objects of an image, 
CONA (Cultural Objects Name Authority) for individual works of art that an image may depict.  
 
In the commercial world, Schema.org, made available in 2011, is created by major search 
engines like Google and “aims to provide many schemas under one namespace so that 
webmasters can describe and expose web sites of any kind to search engines”. “Any kind” here 
includes creative works, job postings, medical tests, people and organizations, places, as well 
as events like cultural or sports (Zeng and Qin 2016, p. 17). It allows exposure of data kept in 
a local database to search engines and is much used and growing in popularity. Therefore, in 
order to make our database searchable by search engines like Google, we should use 
Schema.org. In addition, in order to cater for end users coming to the web site/app, as well as 
for preservation, some other scheme mentioned above could be used in parallel. Appropriate 
schemas and their implementation need to be explored in future research. 
 

Methodology 

The methodology we have used involved three major steps. Firstly, an interview with cultural 
events providers was conducted, in order to identify initial needs and requirements for building 
the two types of interfaces. Then mock-ups of the interfaces were built, followed by another 
round of interviews to gain feedback on the mock-ups. The interviews were conducted with two 
representatives of Nya Småland (in English “New Småland”). New Småland is an inter-regional 
and international contemporary art project (http://www.nyasmaland.se/9/). The first pair of 
interviews lasted between 35-60 minutes and was conducted via Skype. The second round of 
interviews lasted about 30 minutes, where one was conducted via Skype and the other one via 
e-mail.  

 

In the first round of interviews, major topics addressed were the following ones:  
• Identifying major cultural events providers and organizers; 
• Establishing most important functionalities of the website and app; and, 
• Digital preservation of the cultural events information and possible uses thereof.  
 

In the second round of interviews, major topics addressed were the following ones: 
• Feedback on both mockups (website and app) in terms of design and functionalities 

(as much as the mockups allowed);  
• Revisiting most important functionalities of the website and app (if anything had 

changed); and, 
• Different target user groups and how to cater for those. 

 
The interviews were then partially transcribed by one of the authors and categorized into 
relevant categories: cultural events providers, functionalities, and digital preservation. Major 
focus was on the different functionalities of the app and website. These functionalities where 
then compared against functionalities from related literature and a list of resulting guidelines 
was created.  
  
The list of guidelines created from the interviews and the literature review was then used to 
inform the process of the mock-up creation. It was decided to create a semi-interactive mock-
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up where users could navigate and see the possible interactions that the final product could 
offer.  
 
The creation went through four different iterations, which were presented to and analyzed by 
the research team. The first iteration was used to validate the main structure of the application 
and the website, to agree on where the elements would be placed. The second iteration was a 
work on colors and typefaces, the third was about different style of information placement in 
order to decide how many events should be displayed as the same time on the screen without 
disturbing the viewer and giving enough information about the event on the screen, as well as 
what type of information should be displayed. Finally, the last iteration was about the workflow 
of the interactive mock-up. 

Results 

Initial requirements  

The interviewees thought that it is generally important to make contemporary art galleries and 
their activities visible to a wider audience through a good-quality app and a web site. As 
mentioned in the literature review, it is often hard to reach the public with cultural events; one 
reason could be lack of money for advertising. Therefore, a quality app/website could help with 
outreach, and offer a way for free advertisement for the different cultural event providers. The 
following general aspects of the interfaces are desirable: 

 
1. The content should be accessible in an interactive manner with quick response time. 

Within three click/press actions on the screen, the user should be able to access the 
searched information. This information should also be loaded quickly to keep the user 
active on the application. 

2. The interface should be visually appealing. It should also support the provided content 
such as photos and videos of the cultural event promoted (i.e. the eye of the viewer 
should not be disturbed by the interface and solely focus on the content. Some 
applications will place advertisements and other banners that will promote other parts 
of the app, which can hinder the visibility of the content itself).  

3. The content should be displayed concisely. As Nielsen claims (2012), it is necessary to 
provide short paragraphs. Users usually scan articles instead of reading them. The focus 
should be placed on short and informative titles and subtitles rather than long 
explanation on the event.  

4. The content should be displayed in an easy-to-understand manner. This is linked to the 
previous point in that well-structured content will encourage people to read and explore 
the application. A logical and similar structure should be followed across the web 
site/app to allow the user not to have to make the extra effort to look for specific 
information (i.e. the time of an event should always be placed at a similar position in all 
event sections). 

 
The information service should in both of its forms, web site and mobile app, be open to any 
end user. This includes accessibility features that can be provided by smartphones, 
independently from the operating system. Culture is for everyone, so everyone should be able 
to access information about it. When it comes to providing information about the content, both 
the app and website should be open to any content provider through an easy option to contribute 
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and provide information. This leads us to the analysis of content and information providers 
described in the following section (Demonstrator).   

Demonstrator 

Based on the requirements above, a demonstrator in the form of an application (mockup 
available at https://goo.gl/zQ6bLm, see Figure 1), and a website (mockup available at 
https://goo.gl/se9qBU) were created. 

 

 
Figure 1: Two different screens of the mock-up of the application Nya Småland (left: main screen; right: event 

map with information about a specific event) 
 

To support browsing, the events in the region are presented in the form of a tile list, providing 
information (event type, location, image representing the event…) and encouraging the viewer 
to look for more by not revealing everything (such as the price and the time of the event). Also, 
a map of events is provided. Depending on the position of the user, the application offers to 
visit other events close to the user’s position (this feature requires the users to share their 
location).  
 
The website will offer the same possibilities. Additionally, its main function will be to display 
past events, primarily because of the limited space there is in a mobile application for it to run 
smoothly. The current mock up for the website focuses on this aspect only (see Figure 2). 
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Figure 2: Website mockup for Nya Småland 

 

 
The requirements listed above are implemented in the mock-ups in the following ways: 

 
• The content should be interactive and responding fast: Users are able to navigate 

through content and control what they want to see using parameters. The fast response 
is something that will be addressed in the development phase of the project and cannot 
be addressed in the mock-up phase. 

• The interface should be visually appealing: Using the colors of Smålands crest, links 
are made between the app / website with the region’s culture. In this case, visually 
appealing is also linked to visually not disturbing to the user. 

• The content should be displayed concisely: The content is arranged in a way that only 
the main information would be displayed at first. This allows a larger number of events 
to be presented to the viewer. 

• The content should be displayed in an easy-to-understand manner: The tile system is a 
very common way of displaying information and should not disturb the user while 
navigating and force them to learn a new way of navigation. 

 

Semi-automatic import of events 

An example of identified content providers in Småland are best illustrated in Figure 3 below. 
The organizations below are partners of New Småland and are mainly art galleries and 
museums, such as municipal art galleries in Nässjö, Gislaveds, Växjö, Österängen and other 
towns, and museums holding art exhibitions (Kulturparken Småland, Eksjö museum, 
Jönköpings municipal museum, Kalmar art museum etc.). 
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Figure 3. An excerpt from a list of cultural events providers in Småland 

 
Using a semi-automatic function to import events from partners might be, for now, a difficult 
task. This is due to the lack of APIs from the providers of events (an API is a set of functions 
and procedures that allow the creation of applications, which access the features or data of an 
operating system, application, or other service). Our analysis, which was to visit their website, 
if any, shows that the venues do not offer an API and not advertise their events on events 
websites (including Facebook events) but they may offer them in eg. https://www2.vaxjo-
co.se/sv/evenemang -- has this been checked? If not, we need to re-formulate here to address 
this carefully. 
 
One solution could be to offer a tool with our website and app, which would allow event 
providers to enter information about their events in the system. Another solution could be the 
use of websites such as TripAdvisor (https://www.tripadvisor.com), or Eventful 
(https://en.wikipedia.org/wiki/Eventful) which offer an API that could also be used in our 
system by importing them in our app, where event providers could put their events and thus 
possibly reach even more potential end users in the process and could we then import it 
automatically to our web/app?. TripAdvisor is already a well-known website and many people 
visit it to see what can be done in a city or region before going. In addition, they are using 
Schema.org recommendation as well, which would relate to our own metadata.  
 

Requirements re-visited  

The second round of interviews focused on getting feedback on the initial design of the 
mockups. Based on the topics discussed in the second round of interviews, the interviewees 
made the following suggestions: 
 
The main feedback that was received in the interviews was positive and in line with what was 
said in the initial requirements (see section 4.1). Although interviewees from New Småland 
wanted to be clear that our app does not collide with their identity, the main opposition from 
their side was that our app does not have the same name as their project, just to avoid confusing 
the users that are used to New Småland’s identity. Otherwise, they thought that the mock-up 
was well made, easy to use, and the information was presented clear and concise. They thought 
that the use of colors was done in a nice and cohesive way, and that the app and the website 
hade the same style and design (cohesive).  
 

Commented [MOU2]: Definitely not all of them. But it 
also depends how these events are put in. I must admit I do 
not have the time to investigate this, but I would assume it is 
based on the will of people to send their events to this 
platform. 
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They did not feel like they were missing something on the app or the website, but they stressed 
the fact that semi-automatic or automatic import from other websites is necessary to provide 
up-to-date and relevant information to the users. The interviewees were asked about the use of 
metadata but did not have much input or knowledge to add, as it is not their expertise, therefore 
the metadata portion of this study is taken from the literature review to complement the 
interviews. The interviewees were content and happy with the looks of the application. 

Concluding remarks 

The interviewees consider a quality app and a website for cultural events on contemporary art 
an important way in which to increase visibility of cultural events in the region and beyond. In 
addition, preserving information about past events for future uses is considered important, 
especially for journalists, politicians and journalists. The immediate next phase is to develop an 
interactive demonstrator within which the following is planned:  
 

a) Evaluate the metadata and browse/search functionalities in the interactive 
demonstrator, based on scanning of needs of different groups of end users and define 
requirements for improvement.  

b) Define functional requirements for the design of a semi-automated demonstrator for 
crawling data from different providers, basic browse/search functions, interactive 
content creation like tagging and reviews. 

c) Conduct a feasibility study about the different actors who serve as providers of 
cultural events and those that serve as information providers.  

d) Investigate and plan for best ways of data structuring for preservation and easy data 
analysis. 
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