
1 
 

 
 

CHASE Arts and Humanities in the Digital Age 
Web Development Skills for Postgraduate Researchers 
University of East Anglia, Norwich – 27 February 2015 

 
Dr Paul Gooding, Dr David Nowell-Smith, Dr Matthew Sillence (UEA) 

Katy Beale (CAPER), Dr Kat Jungnickel (Goldsmiths) 

Why web construction and design? 
The construction and design of websites and other digital platforms is increasingly central to the 
dissemination of research, in public engagement and in media and outreach activities. Many academics 
and students now have personal websites which allow them to present their research profile in a visually 
distinctive and fitting way to fellow researchers and members of the public. This is particularly important for 
postgraduate research students, many of whom are also keen to develop and broaden their skills and 
competencies for a challenging job market. 
 
Academic research websites often take the form of online journals, such as http://nonsite.org/, 
http://www.imageandnarrative.be,  http://environmentalhumanities.org/, http://sonicstudies.org/, 
http://www.film-philosophy.com and www.thinkingverse.com.  However, as a cursory glance over some of 
these websites makes clear, humanities researchers are still coming to terms with the medium of the online 
journal, and the possibilities it affords. Firstly, the internet is a visual and auditory medium, which poses 
certain problems for the text-based approach of scholars in many, although by no means all, aspects of the 
humanities. One of the great advantages of working collaboratively between disciplines on a project of 
website construction and design is that the relation between language and the visual and auditory fields is 
so different for historians, philosophers, and scholars of literature, media, film, and art. A recent output from 
the previous version of this programme, was the site ‘Discuss’: http://discuss.esy.es/, developed by one of 
the groups to allow interactivity with images, commenting, and embedded multimedia content.  
 
Secondly, the internet is public and collaborative, whereas much humanities research, especially 
hermeneutic and theoretical scholarship, is done privately and on an individual basis. It thus offers a virtual 
space for collaboration which can help postgraduate researchers in these disciplines learn from models of 
collaborative work already pursued in the natural and social sciences.  
 
Thirdly, the internet also moves at a different pace to written publication: not only does it speed up the 
process of dissemination, but it allows for the development of blogs, the posting of recordings, and other 
means of transmission and participation, notably via integrated social media such as Facebook, Twitter, 
Pinterest, and Tumblr, which are not available to the traditional academic journal. And finally: as well as 
being open access, the internet is interactive, facilitating dialogues amongst researchers, but also between 
researchers and practitioners, between researchers and the public. How do we as researchers develop 
both the technical and critical skills which will best equip us to make the most of the internet as an interface 
and a virtual community in order to shape not only the disciplines we work in, and between, but also the 
role of the academic both within universities and in society as a whole? 

http://nonsite.org/
http://www.imageandnarrative.be/
http://environmentalhumanities.org/
http://sonicstudies.org/
http://www.film-philosophy.com/
http://www.thinkingverse.com/
http://discuss.esy.es/
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How will the project address this skills gap? 
Web design and coding are specialist skills, and given the pace of change in technology and competence, 
are continually in development. As well as providing the rudiments of coding and design, the project will aim 
to strengthen digital literacy more broadly, in order to give students a greater awareness of this skillset, 
what it requires and entails. Not only will the project enable students to continue to develop their design and 
coding skills in the future; it will also help them to recognise what technologists do, and how future 
collaborations between humanities researchers and technologists might be conducted. 
  
The first aim of the project will be to get the participants up to speed with the rudiments of code, especially 
HTML and CSS. This will be done virtually as preparatory online materials with guided instruction before 
the class-based workshop. 
 
The centrepiece of the project is a one day workshop, held at the University of East Anglia, Norwich, with 
web construction and design training. After this workshop, members of the training will be divided into 
smaller groups, and will collaborate virtually on constructing and designing from scratch a project site of 
their own, making use of allocated, non-HEI specific, shared server space. The groups will be 
interdisciplinary, thus benefitting from a variety of expertise and approaches, and giving students the 
opportunity to collaborate with as diverse a range of scholars as possible.   
 
Finally, the groups will meet again three months after the first session in order to report back and present 
the websites they have constructed. This will involve distributing the coding each group used, giving an 
overview of the choices made in website design via a recorded presentation, and a discussion of any 
difficulties encountered (technical or otherwise) and how these difficulties were addressed.  

Aims and Objectives 
The overall aim of the training is to increase digital literacy amongst postgraduate research students. They 
should have developed the technical and design skills required to manage development of their own 
webpage. We do not expect that students will on the basis of this training be able to run the kind of complex, 
data-heavy websites that many collaborative research projects now require, or which are found in digital 
projects between research institutions and non-HE partners. 
 
Nevertheless, the training will provide researchers with a vocabulary for discussing the technical details of 
such sites with professionals, which will benefit the conception and delivery of future collaborative research 
projects. Moreover, this increased understanding of how digital prototypes function will make students more 
responsive to the requirements of digital industries more broadly. A by-product of the project with therefore 
be to develop awareness of how the pursue collaboration between HEs and the creative economy. 
 
The key learning objectives for this project have been developed from Bloom’s Digital Taxonomy – 
adapted from the CASCADE Project, University of Exeter: 
http://projects.exeter.ac.uk/cascade/digitalcurriculum/teachingresources/digitalbloomtest/test2.html  
 
Create (identity/attributes) 

• Students should be able to use code and scripting tools to manipulate HTML and CSS, and to 
understand the basic functionality of PHP, SQL and JavaScript 

• Students should be able to produce a multimedia presentation about the website that they have 
produced, using screen capture software, such as Jing 

• Students should be able to use a blog platform (Wordpress) and social media sites appropriately to 
produce a digital story of their learning journey  

 

http://projects.exeter.ac.uk/cascade/digitalcurriculum/teachingresources/digitalbloomtest/test2.html
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Evaluate 
• Students should be able to share solutions to a problem online, review and comment on other 

people’s contributions using cloud-based documents, email, social media and a blog platform 
• Students should be able to moderate discussions using online video chat, such as Skype or Google 

Hangout 
• Students should be able to edit a presentation from a range of contributors using cloud-based 

documents, or presentation software, such as Prezi 
 
Analyse (practices) 

• Students should be able to argue and defend their website design with links to evidence, such as 
blog posts and/or open and public data 

• Students should be able to predict and explain how users will navigate and benefit from accessing 
their website via simulation of the environment 

 
Apply 

• Students should be able demonstrate complex methods, practices and techniques used in the 
construction of their website through audio or screen capture software 

• Students should be able to aggregate, curate and organise materials using RSS feeds, social media 
linking and their own digital writing in the form of blog posts 

• Students should be able to re-use and repurpose materials using content management systems 
(Wordpress)  

 
Understand 

• Students should be able to reproduce ideas from one medium in another using multimedia (audio, 
video, images) available through the web, or through user generated content 

• Students should be able to organise relevant materials through tagging, filtering or categorising by 
implementing keyword tagging through the content management system 

• Students should be able to take a quiz to test understanding of key terms and threshold concepts 
using online preparatory resources designed by the institution 

 
Remember 

• Students should be able to make a recording, upload and tag this using screen capture and audio 
recording software and hardware 

• Students should be able to take a quiz to answer factual questions through preparatory materials 
• Students should be able to practice manipulating HTML, CSS and JavaScript in a simulated 

environment 
 
Researcher Development Framework 
These objectives draw on the skills and competencies highlighted in the Researcher Development 
Framework (RDF), in particular the following sub-domains: 
 

• Knowledge Base (A1) 
• Cognitive Abilities (A2) 
• Creativity (A3) 
• Working with Others (D1) 
• Communication and Dissemination (D2) 
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