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Workshop date: 9—10 October 2019

Venue: Institute for the History of Natural Sciences,
Chinese Academy of Sciences, Beijing

Organiser: Science Museum, with generous support
from the Chinese Academy of Sciences
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INTRODUCTION

The Science Museum hosted a fwo-day workshop,
‘Time, Culture and Identity: A Digital Exchange’, at the
Institute for the History of Natural Sciences, Chinese
Academy of Sciences, Beijing, on 9 and 10 October
2019.The workshop brought fogether 11 invited digital
experts from Britain and China to share their practice
and exchange in creative discussions. A key ambition of
the workshop was to establish an international network
of digital and creative cultural professionals and to
facilitate future collaboration.

During the workshop, speakers were invited to give
20-minute presentations on digital projects, and to
reflect on the challenges of digital interpretation

of museum collections.Workshop participants also
engaged in themed discussions and two collaborative
creative sessions. The first creative session explored
how we can use digital fechnologies to bring inanimate
objects to life, reveal hidden things (what is inside,
how it works, efc) and set objects in their historical
and culfural context. The second creative session
focused on the application of these ideas to a digital
exhibit about the Country Scene automaton from the
collections of the Palace Museum in Beijing.

Prior to the workshop, participants were generously
hosted by the China Science and Technology Museum,
and visited the 2019 Contemporary China International
Digital Art Exhibition hosted in Chao Centre for Art

and Tech.
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TIME, CULTURE AND IDENTITY:

THE CO-CREATION OF HISTORICAL
RESEARCH AND CO-DEVELOPMENT
OF VISITOR EXPERIENCE IN CHINA
AND THE UK

The workshop was part of the research project ‘Time,
Culture and Identity: The Co-Creation of Historical
Research and Co-Development of Visitor Experience in
China and the UK". Uniting expertise and collections from
China and the UK, the project has four core objectives:

1. Carry out and share archive research on the Palace
Museum’s collection of 18th-century clocks,
watches and automatons.

2. Examine the ways in which British and Chinese
museum visitors engage with historic collections.

3. Develop a co-designed digital resource which
invites British and Chinese audiences to explore
and learn about the Palace Museum’s collection of
18th-century clocks, watches and automatons and
the social, cultural and technological impacts they
have had in China and Britain.

4. Explore methodologies and approaches and
produce guidelines to supportand enhance
collaborations between academic, heritage and
creative economy professionals in China and
the UK.

The Science Museum was awarded a grant by the UK's
Arts and Humanities Research Council (AHRC) and

the Newton Fund to carry out this research project.

The Palace Museum is the collections partner for

this international collaborative research. Academic
partners for this project include the Chinese Academy
of Sciences and Beijing Jiaotong University. The project
began on 1December 2018 and will run for 15 months,
concluding on 30 April 2020.

PROJECT TEAM

Collections partner: The Palace Museum

China Principal Investigator: Yao Yanan, Professor,
Beijing Jiaotong University

UK Principal Investigator: Tilly Blyth, Head of Collections
and Principal Curator, Science Museum

China Co-Investigator: Huang Xing, Associate Professor,
Institute for the History of Natural Sciences,

Chinese Academy of Sciences

UK Co-Investigator: Emma Stirling-Middleton,

Project Curator: China, Science Museum

China—UK Research Facilitator: Carol Chung, China—UK
Research Facilitator, Science Museum
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WORKSHOP SCHEDULE
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WEDNESDAY 9 OCTOBER 2019

THURSDAY 10 OCTOBER 2019

DAY 1 DAY 2
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09.00-09.30 Registration/coffee 10.30-11.15  Time, Culture and Identity: UK-China
SEAR audiences, dynamic objects and digital
intferpretation
09.30-10.00  Welcome B8]~ SAE 5 R HRHALE B AR IS/
i Rl A2
10.00-10.30  Introduction 11.15-12.00 The CounTry\ Si:ene mechanism
BoEZ N SREEICEFIING
10.30-11.00  Introduction to Harmonic Kinetic 12.00-13.80  Lunch
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Z
& 17.00-17.15  Concluding remarks
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15.00-15.30 Introduction to ISO Design
ISO Design T{E=S4A
15.30-16.00 Infroduction to Signal Alpha
Signal Alpha TEZEN4E
16.00-16.15 Teabreak
R
16.15-16.30  Infroduction to OUTPUT
OUTPUTHFZARFaNE
16.30-17.00 Infroductionto Cogapp
Cogapp TEENA
17.00-17.30  Infroduction to Blackbow
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18.00-20.00 Dinner
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SUMMARY OF

INTRODUCTION

P
il

Dr Tilly Blyth outlined the aims of this workshop and highlighted
that this was a starfing point for UK—-China creative businesses

to work fogether to explore ways of interpreting historical
collections. The ambition of the workshop was to explore creative
ways of working and collaborating fo develop unique and authentic
audience experiences across the UK and China. She expressed
gratitude to the attendees for coming such long distances for

the workshop, fo the Chinese Academy of Sciences Institute for
the History of Natural Sciences for hosting the event, and to our
funders, the AHRC and the Newton Fund, for enabling the workshop
and the broader collaboration to happen. We were also grateful

to colleagues from UK Research and Innovation in China, for
supporting the organisation of the workshop.
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WORKSHOP DAY 1: 9 OCTOBER 2019
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PRESENTATION 1.1
Introduction to Harmonic Kinetic

Dominic ROBSON, Director of Harmonic Kinetic, Lecturer
at Goldsmiths, University of London

Mr Robson infroduced Harmonic Kinetic — a design
studio that works with people, media and interactive
technologies to create innovative environments for
museums and other public spaces. The studio takes

a collaborative and experience-led design approach,
and works with a wide range of material, from sound
and moving image to kinetics and video games. Mr
Robson presented a selection of collaborative projects
with the Science Museum and the Pompidou Centre.

He highlighted that a change in the atfention economy
and the lack of research into the consumpftion of digital
exhibits are the main challenges for digital interpretation
in museums.
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PRESENTATION 1.2
Introduction to Mouijiti

FEI Jun, Founder of Moujiti, Professor at Central
Academy of Fine Arts

Professor Fei infroduced Moujiti — an award-winning
interactive experience design powerhouse founded in
2013. Mouijiti takes a user-centred design approach and
works across media and digital platforms. It specialises
in planning the most infuitive digital and interactive
mechanisms for users and businesses in areas such as
smart museums, community cultural programmes and
digital publishing. Professor Fei presented stunning and
beautiful work through case studies such as the City

as Museum project, which draws from the collective
cultural memories of the city of Beijing by connecting
oral history with AR and VR technology.
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WORKSHOP DAY 1: 9 OCTOBER 2019
Hit&E$E—X:2019F10H9H

PRESENTATION 1.3
Introduction to Clay Interactive

Anthony PEARSON, Founder/Director of Clay Interactive

Mr Pearson infroduced Clay Interactive — a London-
based design studio that creates digital exhibits for
the UK's leading museums and cultural institutions. He
presented case studies of designing digital exhibits
and linear media for Science City at the Science
Museum, Nelson Mandela: The Official Exhibition and the
Endeavour galleries at the National Maritime Museum.
Now that museum visitors have shorter attention spans
and higher expectations, Mr Pearson suggested that
digital presentation in museums should be intuitive and
provide visitors with a unique experience of engaging
with museum objects.
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PRESENTATION 1.4
Introduction to E-Go

WANG Zhigang, Founder of E-Go, Associate Professor at
Tsinghua University

Professor Wang infroduced E-Go — a digital design
company founded in 2008, specialising in designing
holographic projection, in-transit imaging. augmented
reality, multimedia stage design, special effects for
movies and 3D animation. Professor Wang presented

a detailed case study of the Zhaolong Hotel project,

in which new-media art and performance design were
used to renovate the hotel, creating a new brand and an
immersive space that promotes healthy lifestyles for its
visitors.

kE14
BRIHETEE

T2 aRoyE TFERRAVBERFRIEIR

FHENABTBRIEE ZIEEMILT20085F %)
RITEER MR AR Lm0 ZEAESRIT B
13D EhE c EEUR N A 7 I BIE I B BYiFZ G
ZIN B ) BTN E R R BT EE H I TER 0)iE
TR R MR B ERENEE S e



WORKSHOP DAY 1: 9 OCTOBER 2019
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PRESENTATION 1.5
Introduction to ISO Design

Damien SMITH, Founder/Creative Partner of ISO Design

Mr Smith infroduced ISO — a design sftudio that
develops large-scale immersive media and interactive
experiences for cultural, educational and brand partners
infernationally. He presented case studies such as the
Design Me interactive installation for the V&A gallery

at Design Society in Shekou and the Gallery of Lost Art
(Tate's first ever online-only exhibition), which won an
SXSW Interactive Innovation Award. Mr Smith pointed
out that the challenge for digital design companies is
the need for room for experimental work with artists and
industry partners.
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PRESENTATION 1.6
Introduction to Signal Alpha

Charlie ZHANG, Founder of Signal Alpha

Mr Zhang infroduced Signal Alpha — an innovative full-
service installation design studio based in Shanghai
and founded in 2017.Signal Alpha’s practice involves
creating interactive spaces, narrative inferactions,
interactive architecture and kinetic sculpture. Mr
Zhang presented case studies such as the Temple of
Canal project, a multimedia exhibit exploring the Grand
Canal as a cultural symbol. He addressed the challenge
of planning and managing visitor engagement with
interactive exhibits, for example how to control sound
friggered by visitors"movements in a way that does not
interfere with visitor flow.
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WORKSHOP DAY 1: 9 OCTOBER 2019
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PRESENTATION 1.7
Introduction to OUTPUT

LIUYinmeng. Founder and CEO of OUTPUT

Ms Liu infroduced OUTPUT — an innovative digital art
platform working with cutting-edge digital artists
around the world to explore the multiple forms of
digital art, and to connect art, technology and other
creative industries to bring people a multidimensional
experience. She presented projects, including the
co-creation of an immersive exhibition celebrating the
Lunar New Year of 2019 at the Palace Museum, which
showcased the richness of the museum'’s collection.
Introducing the Output Children’s Museum project, Ms
Liu highlighted that the marriage of art and technology
can be useful for education.
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PRESENTATION 1.8
Introduction to Cogapp

Gavin MALLORY, Production Director of Cogapp

Mr Mallory introduced Cogapp — an award-winning
digital agency that works with infernational clients
including MoMA, the British Museum, Tate and the
Metropolitan Museum of Art. He presented case studies,
such as the Arabian Gulf Digital Archive project, in

which he addressed the importance of designing a user
experience through inifiating participatory workshops
and thorough research. Mr Mallory highlighted the
challenge of creating meaningful digital experiences
with museum objects. He suggested that considering the
creator’s original intention and designing a 'slow looking’
experience for the visitor could be a solution.
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WORKSHOP DAY 1: 9 OCTOBER 2019
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PRESENTATION 1.9
Introduction to Blackbow

YU Bo, Director of Brand of Blackbow

MsYu infroduced Blackbow — a new-media company
founded in 2010 committed to creating cultural
experiences and cultural memories for the public with
cufting-edge art and technological innovation. She
presented a selection of cross-media projects, such
as the Ambilight show designed for China’s National
Day evening gala in 2019, the Design Tour Project —
Dear Garbage — for 2019 Beijing Design Week, and a
projection mapping show featuring the Chinese New Year
at the Guimet Museum in Paris. Ms Yu noted that digital
technology can be used o bridge the gap between the
consumption of popular culture and cultural heritage.
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SUMMARY OF THEMED DISCUSSION
FTTICHEE

Participants engaged in a 30-minute facilitated
discussion on how tfeams communicate with each
other and how they manage collaborative projects.
They explored what fools were used to facilitate
communication and for project management.
Communication tools mentioned by parficipants from
the UK included having stand-up meetings, using
Google Docs and Dropbox for project file sharing

and management, and using ‘pin-ups’ (Post-it Notes
on a pinboard) for collaborative mind-mapping and
for developing projectideas. Chinese participants
mentioned using WeChat (a messaging app with built-
in functions such as forming group chats, video/audio
calling. file sharing, efc) and Teambition and Dingtalk
(collaboration platforms for feam communication and
teamwork) for communication, and using Shimo (a
cloud-based document sharing and editing platform) for
sharing and managing project files.

In terms of managing collaborative projects, participants
from the UK mentioned using Slack and Basecamp -
both are collaboration platforms for projects — while
WeChat was prioritised as a key project management tool
for Chinese participants. Shotgun and Trello (production
fracking and workflow management software) were also
mentioned by participants as useful fools fo manage
projectsinthe pipeline.
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PRESENTATION 2.1
Time, Culture and Identity: UK—China audiences,
dynamic objects and digital interpretation

Emma Stirling-Middleton, China Project Curator,
Science Museum

As co-investigator on the Time, Culture and Identity’
research project, Ms Stirling-Middleton provided an
overview of key achievements of the project, including
audience research, cross-culfural historical archive
research, and study of the Country Scene automaton’s
mechanism. The audience research examined the ways
in which British and Chinese museum visitors engage
with the Palace Museum'’s horological collectionsin
three locations: Beijing, Hong Kong and London. The
historical archive research illuminated the frading
relationships between the UK and China, and the
reception of mechanical clocks in China. The mechanism
study revealed the inner workings of the Country Scene
automaton.
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PRESENTATION 2.2
The Country Scene mechanism

LI'Yezhuo, Postdoctoral Researcher at
Beijing Jiaotong University

Dr Li presented the mechanism of the Country Scene
clock. Through observation of the clock mechanism
and careful analysis of a China Central Television
documentary about the conservation of clocks (F{E
HE=IESXY)), Dr Li provided a breakdown of the inside
mechanism into power source, composition of energy
fransmission, and six transmission routes. Through the
use of SolidWorks model-building software, Dr Li and
his feam were able to develop a 3D model simulating the
motion of the mechanism of the Country Scene clock.
With the interpretation of the 3D model the audience
were able to understand the mechanism of each part
of the clock, for example the rotation of glass pillars
(simulating water flow) and rotation of animals, such as
chickens and geese.
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SUMMARY OF CREATIVE SESSIONS
tIRITIEEE

On day 2 workshop participants engaged in two
90-minute chaired group discussions. The first creative
session explored how we can use digital fechnologies
fo bring inanimate objects to life, reveal hidden
mechanisms (what is inside, how it works, etc) and set
objectsin their historical and cultural context. The
second creative session focused on the application

of these ideas to a digital exhibit about the Country
Scene automaton.

Key themes relating to the content of the digital exhibit
included:

. The different concepts of time in 1700s China
and Britain

. A simple breakdown of key parts of the
automaton’s mechanism

. The reception of the Country Scene and other
British automatons in China

Key themes relating to the approaches to delivery
included:

. Allowing visitors to ‘shrink’ themselves and explore
the inferior of the automaton as if it were a room

. Using animal automatons or puppetry as media
for storytelling

. The slow reveal or exploration of the automaton
through the use of a torch, X-ray or scan
experience

. Tactile objects that reveal the working or

mechanism through tfouch

. Interpreting through the clockmaker (Q&A,
person-fo-person engagement)

. Using sound o evoke history and culture
(eg the sound of the chicken for defining time)
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SUMMARY OF WORKSHOP
Y= B RHE

This two-day workshop was concluded with the following
reflections on the challenges and opportunities brought
by digital intferpretation.

Challenges:

. The change in the attenfion economy —
smartphones consuming visitor affentionis a
challenge for museums

. Research and innovation — budgets and time do
not allow us to play around with ideas

. Collections — how do we work with objects to
create meaningful digital experiences?

. Cultural block — how do we create links between
popular culture and cultural heritage fo engage
visitors in their scientific and technological

heritage?
Opportunities:
. Space and movement — with digital technology we

can re-create physical space in the virtual world to
respond to the rapidly changing urban landscapes
in China and the UK

. Location and meaning — digital fechnology can
play a role in connecting places, memory and
people

. Authenfticity and the ‘real’ — the importance of

the real can be challenged; we may ask ‘what is
a “real” object? if objects can be digitally re-
created, but does that give historical objects
more cultural value?

. Imagination and magic — digital interpretation
can create experiences that do not just provide
learning but bring awe and enchantment into
the world
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Dr Tilly Blyth is the Head of Collections and Principal
Curator at the Science Museum in London, where she is
responsible for the Curatorial, Research, and Library and
Archives departments. She is a principal investigator for
the AHRC-funded project Time, Culture and Identity’.
Her feam have delivered award-winning galleries and
exhibitions at the Science Museum such as Mathematics
and /lluminating India. Tilly was lead curator of the
Information Age gallery, which explores 200 years of
information and communication networks and how they
have transformed the world.

Tilly studied physics at the University of Manchester
before migrating fowards the social sciences, with

an MSc in science policy and a PhD in the history

and sociology of technology. Her parficular research
interests are in the history of computing, and women’s
roles in the development of the computing industry.

Sheis co-presenter and curator of the landmark BBC
Radio 4 project The Art of Innovation, which looks at the
relationship between arfists and scientists across a radio
series, book and exhibition. She is a member of BAFTA
and a frustee of the Raspberry Pi Foundation.
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tilly.blyth@sciencemuseum.ac.uk
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Carol Chung works as a UK-China Research Facilitator
for the AHRC-funded project ‘Time, Culture and Identity’,
based at the Science Museum, London. She received

her PhD in museum studies from University College
London, specialising in museum education and audience
research. Carol has completed postdoctoral research

at the University of Bath, studying the perception

of Scotland among Chinese audiences visiting the
Romantic Scotland: Castles, Land and Sea exhibition.
She has worked as project officer on a Commonwealth
Blue Charter research project at the Association of
Commonwealth Universities, and as an evaluation officer
for a Somalian exhibition at the British Museum.
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carol.chung@sciencemuseum.ac.uk

Fei Jun holds an MFA in electronic integrated art from
Alfred University’s School of Art and Design in New York.
He is a professor in the art and technology programme
at Central Academy of Fine Art, a chief creative director
of Mouijiti interactive design studio and a curator of
Beijing Media Art Biennale. As an artist, designer and
educator, he devotes himself to the research, education
and practice of art and fechnology. His artistic practice
explores the hybrid space consfructed by virtual

and physical space. His art and design work has been
exhibited nationally and internationally in galleries,
museums and festivals, including the Venice Biennale,
and has received many infernational awards including
an iF Design Award, Red Dot Design Award and Design for
Asia Award.

L TREMRABERAFEFEGEART IR
BB EPRERFFIGIT F I EAR+BH A
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RERE-

feljun@cafa.edu.cn
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Dr Huang Xing is an Associate Researcher at the Institute
for the History of Natural Sciences, Chinese Academy of
Sciences.He is a co-investigator for the AHRC-funded
project Time, Culture and Idenftity’, and has researched
as avisiting scholar in the UK at the Needham Research
Institute, Cambridge University, and in Germany at the
Max Planck Institute for the History of Science.

His research focuses on the history of ancient
metallurgy, compasses and mechanisms, and simulation
of the history of fechnology. He has published two
monographs, ‘An Empirical Study of Ancient Chinese
Compasses’and ‘A Study of Metallurgy’, and published
dozens of papers in Journal of Archaeological Science,
Studies in the Histories of Natural Sciences, Journal of
Dialectics of Nature and Agricultural History of China.
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huangxing@ihns.ac.cn
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LiYezhuo is a member of the postdoctoral teaching
staff at Beijing Jiaotong University. He completed an
undergraduate degree in horological instfruments

at Harbin Institute of Technology, and is currently
researching reconfigurable ground mobile systems
with multiple locomotion modes, and their mechanism
design.He has participated in co-developed projects
aft the Creative Machine Design Laboratory, Department
of Mechanical Engineering. Cheng Kung University
(Taiwan), published seven papers in EI/SCl journals and
has been awarded 19 patents for invention.

THBRIRBAFINE B LG AR FR/RIET
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liyezhuo@bjtu.edu.cn
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Charlie Liu is a brand representative and senior planner
at Blackbow. She has participated in the planning and
execution of a number of new-media performing arfs
projects such as Dream?2 Paradise, a new-media art
installation; The Worlds of Splendors, an immersive
digital painting exhibition; Dream of the Lanre, a super-
immersive play based on NetEase's mobile game A
Chinese Ghost Story; and 36kr Error MxD Future City, an
exhibition about future city life. Charlie has taken partin
the creative planning and dissemination of online and
offline brands such as Tencent, Baidu, iQiyi and China
Cenftral Television Variety. She is good at combining
arfistic and cultural ideas with new-media art and
seeking the best solution for digital art creafivity in
cultural communication.

MTIEER S BEATR S ZRRIN-SERYSHITS
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LiuYinmeng is the founder and CEO of digital art platform
OUTPUT. Since graduating from the Arts Management
department at Boston University, she has worked in the
contemporary art scene in New York. OUTPUT has signed
hundreds of top digital artists across the globe, forming
an innovative platform dedicated to art and technology.
and thus empowering experience related to arts and
culture, education, technology and retail. OUTPUT

has also initiated the first digital art summitin China,
and committed to further developing the potential of
the industry and to nurturing a central hub for global
dialogues on digital artin China.

XHE BOUTPUTHF Z R aEIIB AR E FBHITE oith
BN FRITMAFZRERE R SERTANHUREARM
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yml@byoutput.com
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Gavin Mallory is Production Director at the award-
winning digital agency Cogapp. where he has worked
since 2006 and is now a parftner in the business. He has
worked with clients including MoMA, the British Museum,
Tate and the Metfropolitan Museum of Art.

Gavin specialises in user experience, workshop
facilitation and project management. He has spoken
aftinternational museum conferences, as well as co-
curafing and hosting MCNx London on behalf of the
Museum Computer Network.

=X ZHERBIRIARAI T AB]CogappBIHlfEL >
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Dave Patten is Head of New Media af the Science
Museum, where he manages the team that develops

and commissions digital exhibits for the museum. He
has a background in electronics and computer science
and has worked at the museum for over 30 years,
developing exhibitions and leading development teams.
Recentwork includes Web Lab. the multi-award-winning
collaboration with Google; Engineer Your Future, an
interactive exhibition for feenagers on engineering; and
asecondment to Frost Science in Miami to help develop
exhibitions and systems for a new museum which
opened in 2017.Dave runs the Science Museum Group’s
Digital Lab initiative, which experiments in emerging
tfechnologies and visitor experiences (https://lab.
sciencemuseum.org.uk).

Dave is a frequent speaker at international conferences
and workshops.

FERC IR A BB AE A thEENEYIE
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‘RS DFENTIRERRERE thH SRR EEL R =
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sciencemuseum.org.uke
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dave.patten@sciencemuseum.ac.uk
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Anthony Pearson is Creative Director and co-owner at
Clay Interactive, a London-based design studio that
creates digital exhibits for the UK’s leading museums
and cultural institutions.

With over 20 years of industry-specific experience,
Anthony is interested in where the digital and physical
overlap, and how advances in technology can provide
new experiences and methods of engagement.

Recently he oversaw the design of digital exhibits and
linear media for Science City at the Science Museum,
Nelson Mandela: The Official Exhibition and the
Endeavour galleries at the National Maritime Museum.

Clay is currently developing projects for the British
Museum, British Library, Science Museum, Hampton
Court Palace, Battersea Dogs & Cats Home and the
Museum of the Home (previously the Geffrye Museum).

ZRIE  F/RFREMCH Clay InteractiveiRIT TIEEMEIE
BRFHEIPIB A ZLEENEERTAIEIEN XL
NADBI R 7 Eane
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ant@clayinteractive.co.uk
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Dominic Robson is a London-based designer with a
background in inferaction design, media production
and creafive engineering.

His studio, Harmonic Kinetic, works with people, media
and interactive fechnologies to create innovative
environments for museums and other public spaces.The
studio takes a collaborative and experience-led design
approach. It works with a wide range of material, from
sound and moving image fo kinetics and video games, to
develop exciting new possibilities that bring interaction,
interpretation, storytelling and animation to objects and
physical spaces.

Dominic also teaches extensively in design, currently at
Goldsmiths, University of London and the HEAD school
(Haute Ecole d’Art et de Design) in Geneva.

ZRAE - FRABE—NCHILITIT BAREIRIT RIF
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dom@harmonickinetic.co.uk
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Damien Smith is a partner and Head of Creative Strategy
at UK design and research studio ISO.

ISO develops large-scale immersive media and
inferactive experiences for cultural, educational and
brand partners internationally. It is currently developing
projectsin New York, Chicago, Glasgow, London, Kuwait
City, Muscat, Dubai and Moscow. Commercial partners
have included Mercedes Benz, JCB, IKEA, Ballantine's
and Warner DC.

ISO developed the Design Me interactive installation for
the V&A gallery at Design Society in Shekou and won an
SXSW Interactive Innovation Award for the Gallery of Lost
Art — Tate's first ever online-only exhibition.
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Emma Stirling-Middleton is China Project Curator at the
Science Museum, London, and a co-investigator for the
AHRC-funded project ‘Time, Culture and Idenftity’. She
was part of the curatorial feam for the recent Hong Kong
Science Museum exhibition Treasures of Time, which
presented 120 of the Palace Museum clocks as well as a
selection of 18th-century horological hand and machine
tools from the London Science Museum. She is currently
curatfing an exhibition of 25 of the Palace Museum
clocks which will open at the Science Museum in 2020.

Before joining the Science Museum, Emma developed

a number of exhibitions in collaboration with Chinese
museums, including Genghis: Rise of the Mongol Khans
(Inner Mongolia Museum, National Military Museum

of the Netherlands) and Romantic Scotland: Castles,
Land and Sea (Nanjing Museum, Historic Environment
Scofland, National Galleries Scotland). Emma studied
social anthropology with social history at the University
of Edinburgh.
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Wang Zhigang is an associate professor at the Academy
of Arfs and Design, Tsinghua University, and a well-known
multimedia visual designer. He is currently the Director
of the Department of Information Art and Design at

the Academy of Arts and Design, Tsinghua University;
the Director of the Institute for Creative New Media

and Performing Arts, Tsinghua University; and Deputy
Director of the 9th New Media Art Committee of the
China Institute of Stage Design. His research inferests
are the application of new-media artin the cultural
fourism industry and in the performing arts.
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Summer Xue is co-founder and BD Director of the digital
art platform OUTPUT. She graduated from the University
of Wisconsin-Madison, majoring in printmaking and
ceramics, and then completed a master’sin arfs
management at Boston University. Since returning to
China in 2013 she has worked as a marketing manager
with China Guardian Auctions.

BEDUE OUTPUTHIF ZAF A G el AR I SRS
ot Bl F TR FAFZ BN EIERREMEE
iR BT R TR REHE RS EAREEMLF
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summerhexue@byoutput.com
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ProfessorYaoYanan is a PhD adviser and Executive
Deputy Director of the Robotics Research Cenfre at
Beijing Jiaotong University, and a principal investigator
for the AHRC-funded project ‘Time, Culture and Identity".
He was selected for the New Century Excellent Talents
Programme by the Chinese Ministry of Education.

Yanan is a member of the Executive Council of the
International Federation for the Promotion of Mechanism
and Machine Science and a principal investigator for
UNESCO in higher education and industry cooperation.
He is also an Adjunct Professor of Beijing University

of Chemical Technology and Shandong University of
Science and Technology. and a part-fime graduate

tutor at the Central Academy of Fine Arts and the Lu Xun
Academy of Fine Arts.

His original concept and design theory for the

‘linkaged whole closed-chain mobile system’is known
internationally, and he founded the Institutional
Innovation and Roboftics Laboratory. He has hosted more
than 100 scientific research projects (including more
than 40 provincial and ministerial-level ones), published
135 papers, been awarded 97 patents, supervised 65
graduate students and developed more than 50 kinds of
products through technology transfer. He also proposed
the concepts of ‘geombot’and ‘"MSEAP’ (a combination of
mathematics, science, engineering, art and philosophy).
He was awarded a second prize for invention by the
Ministry of Education and has fwice won a Beijing
Science and Technology Prize.
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Yu Bois a Director of Brand and senior planner af
Blackbow. She studied digital art at the Communication
University of China.In 2014 she obtained a master's
degree in film and television directing from the School
of Media and Communication at Bournemouth University.
She has worked in one of China's largest internet
groups responsible for brand content planning and
dissemination, and lectured on city creations’ for the
course Advertising Creativity and Production faught
atthe Academy of Arts and Design, Tsinghua University
in 2018 and 2019.1n 2018, Blackbow was invited by

the British Embassy in China to attend the Edinburgh
Intfernational Culture Summitand Yu Bo spoke on
traditional Chinese culture and new-media creativity.
Sheis currently enrolled in advanced studies aft the
School of Design, Central Academy of Fine Arts (CAFA).

Yu Bo was responsible for projects such as the Tencent
WE conferences in 2015, 2016 and 2017. She was also
executive producer for Golden Horse Award-winning
director Zhou Hao's documentary about a Go-playing
Al, 7%: involved in planning the 2019 CAFA New Media
Salon Show Digital Media and the Hypertext Museum;
co-founder and executive curator for the Design Tour
Project — Dear Garbage — for 2019 Beijing Design Week;
executive curator for China's New Cultural and Creative
Industry, featured at a Paris museum late-night opening:
and creative director for a building projection show.
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Professor Zhang Baichun is Director of the Institute

for the History of Natural Sciences aft the Chinese
Academy of Sciences, from where he received his PhD

in the history of science and technology. His research
focuses on the history of technology and mechanics,
comparative history of knowledge transfer, and
strategies of technological development. He is currently
a special research fellow for the Science and Technology
Think Tank at the Chinese Academy of Sciences.

Baichun is editor of a number of international journals on
the history of technology. including Science in Context,
EastAsian Science, Technology. and Medicine and Acta
Baltica Historiae et Philosophiae Scientiarum, and editor
of anumber of Chinese journals, among them Studies in
the History of Natural Sciences, Journal of Dialectics of
Nature, Science and Society and Journal of Engineering
Studies.He has also edited the infernational book series
Boston Studies in the Philosophy and History of Science.
Baichun is a member of the academic committee of

the Max Planck Research Library for the History and
Development of Knowledge and was elected as a Fellow
of the International Academy of the History of Science in
May 2019.
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zhang-office@ihns.ac.cn

Charlie Zhang was trained as an architect. He

undertook research at the Interactive Architecture Lab,

Bartlett School of Architecture, UCL, and graduated
with distinction in 2014. He is passionate about
spatial interaction in the built environment.In 2017
he founded Signal Alpha, which is an innovative full-
service installation design studio based in Shanghai.
Its practice involves creating interactive spaces,
narrative interactions, interactive architecture and
kinetic sculpture.

KM T 2014 F R HAF F IR BB RN F P ES
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charlie@signal-alpha.com
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Science Museum
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Tracing its origins from the Great Exhibition of 1851, the
Science Museum has pioneered inferactive science
interpretation for more than eight decades and is the
most visited museum in the UK by school groups. Among
key objects on display are Charles Babbage’s Difference
Engine No.1 (¢ 1832), Alan Turing’s Pilot ACE computer
(1950) and the Apollo 10 capsule that went info lunar
orbitin 1969.The Science Museum is part of the Science
Museum Group, which consists of five museums — the
Science Museum in London, National Science and Media
Museum in Bradford, Science and Industry Museum

in Manchester, National Railway Museum in York and
Locomotion in Shildon, County Durham.
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Beijing Jiaotong University
IERZBEBRF

As one of the three Jiaotong universities, Beijing
Jiaotong University (BJTU) can frace its history back

to 1896. It is a key national university under the direct
administration of the Ministry of Education and is now
jointly supported by the Ministry of Education, China
Railway Corporation and Beijing Municipal Government.
BJTU was one of the first universities selected for the
National 211 Project and the 985 Innovative Platforms for
Key Disciplines Project, and one of the first institfutions
in China authorised to confer master’s and doctoral
degrees. The university has always targeted the frontier
of scienfific and fechnological development and

the demands of major national strategy. Its foremost
disciplines include information, management and
fransportation science and technology.

IERERRBEARF ERKA) BHE=FIRBAF 2 — HAE
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Institute for the History of Natural Sciences,
Chinese Academy of Sciences

FREF B B 2R F SEER SRR

The Chinese Academy of Sciences is a group of
educational and research institutes dedicated to
scientific and technological research and development
in China. It aims to be a national feam and a driver

of national fechnological innovation, a pioneerin
supporting nationwide science and technology
development, a think tank delivering scientific and
technological advice, and a community for training
young talentin these fields.

The Institute for the History of Natural Sciences was
founded in 1975, forming a multidisciplinary and
comprehensive national institute specialising in the
study of the history of science and technology. The
current Director is Zhang Baichun. Its predecessor
was the Research Department on the History of
Natural Sciences at the Chinese Academy of Sciences,
established in January 1957 on the initiative of the
academy’s then Vice-President, Professor Zhu Kezhen.
As a comprehensive academic body combining the
sciences and humanities, the institute focuses on the
study of the history, nature, routes and models of the
development of science and technology.
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