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Abstract 
The aim of this thesis is to develop a gamified crowdsourcing platform for transcription and metadata tagging of 
digitised text documents, and further to examine whether the platform can stimulate engagement in archives and 
be used as an educational resource. The case, around which the thesis project is conducted, is the governmental 
Archives of Bosnia and Herzegovina and its historical documents which were damaged in a fire in 2014.   

Theories about engagement, archival pedagogy, and gamification guided the development of the platform. 
Bosnian-Herzegovinian school children, History teachers, and staff of the Archives of Bosnia and Herzegovina 
tested the platform and shared their thoughts of it in focus group discussions and interviews.  

The developed platform consists of a game interface, a database, and an interface for results viewing and 
searching. It is web-based, and coded in HTML, CSS, JavaScript, and PHP. The platform stimulated engagement 
among the school children who tested it. They expressed interest in reading and learning more about archival 
documents, in long-term preservation of information, and in the archive’s mission and future. Judging from the 
discussions and interviews, the platform could well serve as an educational resource. The History teachers showed 
interest in using the platform in their teaching, and found support for it in the curriculum for the History subject.  

A gamified crowdsourcing platform has been developed, and the perception among school children, History 
teachers, and archive staff was overall very positive. Crowdsourcing is not just about sourcing out tasks to the 
crowd. Co-creation of content could furthermore stimulate learning and engagement, and thereby tie a bound be-
tween the public and the archive. Gamification can successfully make the overarching goal of crowdsourcing 
understandable and concrete for the platform users. 

Abstract 
Uppsatsen syftar till att utveckla en spelifierad crowdsourcing-plattform för transkription och metadatataggning 
av digitaliserade textdokument samt att undersöka huruvida plattformen kan väcka engagemang för arkiv och 
användas som en utbildningsresurs. Det fall runt vilket uppsatsprojektet kretsar är Bosnien-Hercegovinas cen-
trala arkivmyndighet och dess historiska dokument som skadades i en brand 2014.  

Teorier om engagemang, arkivpedagogik och gamification vägledde utvecklingen av plattformen. Skolbarn 
och historielärare i Bosnien-Hercegovina samt personal på arkivmyndigheten provade plattformen och delade med 
sig av sina tankar om den i fokusgruppsdiskussioner och intervjuer.  

Den utvecklade plattformen består av ett spelgränssnitt, en databas och ett gränssnitt för resultatvisning och 
sökning. Den är webbaserad och skriven i HTML, CSS, JavaScript och PHP. Plattformen väckte engagemang hos 
de barn som provade den. De uttryckte intresse av att läsa och lära sig mer om arkivdokument, av långsiktigt 
bevarande samt av arkivets uppdrag och framtid. Plattformen skulle, av fokusgruppsdiskussionerna och intervju-
erna att döma, kunna användas och fungera väl som utbildningsresurs. Historielärarna visade intresse av att an-
vända plattformen i sin undervisning och fann stöd för det i historieämnets läroplan. 

En spelifierad crowdsourcing-plattform har utvecklats och mottagandet av den bland skolbarn, historielärare 
och arkivpersonal var överlag mycket positivt. Crowdsourcing handlar inte enbart om att outsourca arbetsuppgifter 
till massan. Medskapande kan dessutom stimulera lärande och engagemang och därigenom knyta band mellan 
allmänheten och arkivet. Spelifiering kan med framgång göra crowdsourcingens övergripande mål förståeligt och 
konkret för dem som använder plattformen. 
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“To ask whether coding is a scholarly act is like asking 

whether writing is a scholarly act. […] If the quality of the in-

terventions that occur as a result of building are as interesting 

as those that are typically established through writing, then the 

activity is, for all intents and purposes, scholarship.”1 

Introduction 

For maintaining curation and preservation of archival material, engagement is fun-

damental. Engagement is characterised by curiosity, attendance, enjoyment, and co-

creation, among other things, and with deep engagement comes willingness to in-

vest financial and other resources. When those holding the power, and thus control-

ling the resources, lack engagement, is it certainly important to stimulate engage-

ment among the public, especially children – the future leaders. This becomes even 

more urgent when archival material has been damaged and is exposed to further 

risks.  

In February 2014, large volumes of historical archival documents were de-

stroyed or damaged by a fire in the governmental Archives of Bosnia and Herze-

govina in Sarajevo. The archive staff, with some voluntary support, put considera-

ble efforts into saving the damaged material to the best of their abilities. They could 

not, and cannot, however, afford to do more than rough cleaning and sorting of the 

damaged documents. As of 2017, high piles of fire-ravaged historical documents 

still lay wet, sooty, and very inaccessible in the facilities of the Archives of Bosnia 

and Herzegovina. Unfortunately, there is no rescue in sight neither from the respon-

sible authorities nor from external parties.  

This thesis is an attempt to be part of a solution to the intrusive problem at the 

Archives of Bosnia and Herzegovina. The premise examined in the thesis is that 

small-scale digitisation of the fire-ravaged documents and gamified crowdsourcing 

among school children could help preserve the endangered information, and further 

stimulate learning and engagement in the archive. Within the thesis project I have 

practically developed a web-based gamified crowdsourcing-platform for text tran-

scription and metadata tagging of some of the fire-ravaged documents. In other 

words, I have got into and shone some light in the so called black box of digital 

opportunities.2  

The concept of crowdsourcing means that an organisation outsources tasks to 

the crowd, in this case letting school children transcribe and add metadata to digit-

                                                 
1 Ramsay & Rockwell (2012). 
2 The black box is, according to Bruno Latour, the internal complexity of a digital machinery that becomes 

opaque and obscure to those only focusing on inputs and outputs of a system. See Latour (1999), p. 304.  
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ised text documents. Gamification of the crowdsourcing – integration of game ele-

ments into the task management – may motivate the platform users. There are ex-

amples of successfully conducted crowdsourcing projects, with and without game 

elements, within the cultural heritage sector.3 However, to my knowledge, the ap-

proach has not previously been applied to damaged and endangered archival mate-

rial. 

The platform’s implications for engagement in archives and its prospects as an 

educational resource are studied in multiple ways, in order to integrate different 

perspectives: I let school children, the archive staff, and History teachers test the 

platform and share their thoughts about it. Two focus group discussions were con-

ducted with ninth-grade school children at a school in Sarajevo, one focus group 

discussion was held with the staff of the archive, and four local History teachers 

were interviewed. 

The thesis springs from a wide-spread dilemma, namely that the corners of the 

world with the richest history – of conflicts, of power shifts, of diverse cultural, 

ethnic, and religious influences – hold the most interesting archival material, but at 

the same time often the poorest opportunities to curate and preserve it. The Archive 

of Bosnia and Herzegovina and its fire-ravaged documents is one case among many 

suitable for an approach like that of this thesis. However, this specific case, the 

sooty piles of documents in Sarajevo, stood in my direct way and strikingly called 

for action when I visited the archive in July 2016. Hence the choice of study outset. 

                                                 
3 See for example Chrons & Sundell (2011), FamilySearch (2013), and Old Weather (2016). 
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Aim and Research Questions 

The aim of this thesis is twofold: 1) to develop a gamified crowdsourcing platform 

for transcription and metadata tagging of digitised text documents, and 2) to exam-

ine whether the platform can stimulate engagement in archives and be used as an 

educational resource. Along with being a tool for stimulating engagement and 

learning, the platform is meant to be part of a possible solution to an intrusive prob-

lem; the fact that large volumes of historical archival material are fire-damaged at 

the Archives of Bosnia and Herzegovina in Sarajevo. 

The research questions of this thesis concern both the practical platform devel-

opment and the reception of the platform among school children, the archive staff, 

and History teachers: 

1. What technical solutions are suitable for developing a small-scale, low-

funded, gamified crowdsourcing platform for text transcription and 

metadata tagging? 

2. Can the gamified crowdsourcing platform stimulate engagement in archives 

among the users? If so, in what way? 

3. Can the gamified crowdsourcing platform be used as an educational re-

source? If so, in what way? 
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Outline 

To meet the aim of this thesis and answer the research questions, the thesis is ar-

ranged as follows. Initially, a Background to the case is provided: the features of 

the Archives of Bosnia and Herzegovina, the fire there in 2014, and the economic, 

social, and political circumstances surrounding the archive. Thereafter, a Literature 

Review on previous research related to the thesis’ topic is presented. The review – 

the starting points of the thesis – spans over a wide range of research areas, such as 

Digital Humanities, digitisation, cultural heritage user studies, crowdsourcing, ar-

chival pedagogy, and gamification. It serves to disclose from where I have taken 

inspiration, and further to emphasise research gaps and the relevance of this thesis.  

A profound Theoretical Framework covering definitions of and theories about 

engagement, learning, and gamification is thereafter introduced. This is followed 

by an account of the research Methods: the platform development is outlined, and 

the design of focus group discussions and interviews with school children, archive 

staff, and History teachers is described.  

In the following Results section, the chosen technical solutions for platform 

development are motivated and described in detail, and findings of focus group dis-

cussions and interviews are presented and discussed. In a Final Discussion, the 

overall study outcome and possible implications of it is discussed, along with 

thoughts on future research and practical implementation. Lastly, the thesis is 

rounded off by a short Summary. 
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Background 

In this section, I draw the main features of the particular case studied in this thesis; 

the Archives of Bosnia and Herzegovina. The role of the archive and the endanger-

ment of its archival material is discussed, along with pre-conditions for Bosnia and 

Herzegovina’s cultural heritage sector in general. 

The Archive of Bosnia and Herzegovina is a governmental authority responsi-

ble for governmental records and archives in the Republic of Bosnia and Herze-

govina. The archival institution also inspects the records management and archives 

of all governmental bodies in the country, ratified by the state Archives Law and 

the Freedom of Information Act.4 Although Bosnia and Herzegovina is a young 

state established in 1995 by the Dayton agreement, the Archive of Bosnia and Her-

zegovina was founded in 1947 when the geographical area of today’s state was a 

republic within the Yugoslavian federation. The archive’s holdings date from the 

year of 1395 until today, but it is relatively small for a governmental archive at 

approximately 1,500 running metres.5 This is because the federal government in the 

country, political and hence administrative, is limited in scope. Instead, most public 

bodies lay at the level of the two autonomous entities: Republika Srpska and the 

Federation of Bosnia and Herzegovina. The fact that the federal archives are not 

connected to the governmental archive affects its capacity and budget – the re-

sources of the Archive of Bosnia and Herzegovina are very limited. Other reasons 

for the limited scope and status of the Archive of Bosnia and Herzegovina lies in 

the colonial history of the region; the geographical area now constituting Bosnia 

and Herzegovina has, during the period of written language and potential emer-

gence of archival material, been governed by the Roman empire, the Republic of 

Venice, the Ottoman empire, Austria-Hungary, and Yugoslavia. Therefore, consid-

erable parts of the historical archival material concerning today’s population in Bos-

nia and Herzegovina and their ancestors are curated elsewhere, mainly in Belgrade 

and Vienna.6 

The key part of the archive’s holdings, along with the archive administration 

and a reading room for visitors, is located in Bosnia and Herzegovina’s presidential 

building in the centre of Sarajevo. During violent demonstrations in February 2014 

the presidential building was set on fire and large volumes of historical archival 

material were destroyed or damaged. The incident was seen as highly political, but 

there are no reasons to believe that the archive was the perpetrators’ target. Given 

the political situation in the country, the presidential building is a contested site and 

                                                 
4 Ministry of Justice of Bosnia and Herzegovina (2016a); Ministry of Justice of Bosnia and Herzegovina 

(2016b). 
5 Archives of Bosnia and Herzegovina’s website > About Archives. 
6 Archives of Bosnia and Herzegovina’s website > About Archives & Fonds and Collections. 
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obviously an inappropriate archive facility. No one has been convicted for or 

claimed responsibility for the attack. 

The Archive of Bosnia and Herzegovina put considerable efforts into drying all 

archival material that had been drenched in water during the firefighting, renovating 

the facilities, and restoring the damaged documents to the best of their abilities. 

Economic and practical contributions came from other archives and organisations 

around the world, but they were all temporary actions – not long-term – and the 

situation is still acute: as of 2017, large volumes of the fire-ravaged unique histori-

cal documents lay wet and sooty in high piles on the concrete floor. A minor public 

effort is now offered the archive, in the form of a programme in which people sen-

tenced to community service are cleaning and organising the damaged documents. 

Throughout the violent history of Bosnia and Herzegovina the main ingredients 

of the powder keg (often fuelled by external parties) have been about conflicting 

ethnicities, religious affiliations, and discourses about truth.7 It is both a post-con-

flict and a post-colonial state, although it can be argued that there still is conflict 

and that Bosnia and Herzegovina is a semi-sovereign colony under the so called 

world community – the UN, NATO, and the EU are still on site.8 When reflecting 

upon the working practises of the Archives of Bosnia and Herzegovina it is crucial 

to take into account that it is not a national archive curating national cultural herit-

age, since the concept of a nation is hard to apply on Bosnia and Herzegovina.9 A 

formulation in the state Archives Law, stating that the world’s (not the nation’s) 

cultural heritage must be protected supports my point.10 The 19th century concept 

of ethnically and linguistically homogenous territorial nation-states – for each na-

tion one state, for each state one nation – is not applicable in the region.11 In fact, 

few of the about twenty sovereign states recognised after the dissolutions of large 

federations in eastern Europe by the end of the 20th century are nation-states.12 In 

the case of Bosnia and Herzegovina, the core of the state-constituting peace agree-

ment is built on a solid political and administrative segregation between the three 

ethnic and religious groups of Bosniaks (Muslims), Serbs (Orthodox Christians), 

and Croats (Catholic Christians). In accordance with the Dayton agreement the two 

entities of the republic have one president and two vice-presidents each – one from 

each ethnic group.13 A similar principle is applied by governmental authorities such 

                                                 
7 The Swedish Institute of International Affairs’ website > Landguiden > Europa > Bosnien-Hercegovina > 

Äldre historia & Modern historia. 
8 The Swedish Institute of International Affairs’ website > Landguiden > Europa > Bosnien-Hercegovina > 

Utrikespolitik och försvar. 
9 The Swedish Institute of International Affairs’ website > Landguiden > Europa > Bosnien-Hercegovina. 
10 Ministry of Justice of Bosnia and Herzegovina (2016a). 
11 Hobsbawm (1994), p. 222. 
12 Ibid, p. 213. 
13 The Swedish Institute of International Affairs’ website > Landguiden > Europa > Bosnien-Hercegovina > 

Politiskt system.  
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as the Archive of Bosnia and Herzegovina; the head of the archive is political ap-

pointed and replaced periodically. This situates the archive within the political 

sphere, where the conflicting interests of the three ethnic groups risk aggravating 

the long-term work and sustainability.14 The future of the Archives of Bosnia and 

Herzegovina is, by extension, depending on the public’s knowledge of and engage-

ment in the archive and the material it curates. 

                                                 
14 Vukliš (2016), p. 55 ff. 
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Literature Review 

The topic of this thesis spans over several research areas, some well-covered, others 

somewhat new. The broad scholarly foundation out of which my research is born is 

discussed below. 

Projects and literature within the scholarly field of Digital Humanities have of-

fered inspiration and guidance for the thesis. I consider it being a Digital Humani-

ties project – an attempt to make “creative use of digital technology to advance 

humanities research and teaching”.15 Hence, earlier research and debates within the 

field must be searched. An adequate question to address initially is whether it is 

necessary (and salutary) to distinguish the digital from other humanities. Lisa Spiro 

is one of the scholars who makes a strong case for a unifying interdisciplinary Dig-

ital Humanities community that can confront challenges and facilitate collaboration 

and experimentation.16 Paul Turnbull also finds the marginal status of digital work 

in the humanities disciplines as beneficial for all sides. The digital must never be 

the core of the humanities, he writes and further proclaims that “we [the Digital 

Humanities community] cannot ignore the mainstream. […] But neither can we af-

ford to be ruled by mainstream interests and assumptions”. 17 Indicators of this desire 

and need for a community, scholarly and physically, are the emerging centres or 

hubs dedicated to Digital Humanities. Humlab in Umeå is one example.18 

During a roundtable session at the Modern Language Association Convention 

2011 Stephan Ramsay stated that Digital Humanities “is about building things” and 

that scholars within the field must know how to code.19 This challenged the open 

and inclusive spirit of the field, and therefore provoked debate.20 Even though Ram-

say’s statement easily can be rejected as too absolute and excluding, the emphasis 

on building as the common denominator and the core of Digital Humanities is cer-

tainly adequate. Assistance in these building processes is not seldom coming from 

the so-called crowd – a network of people outside the professional sphere. In the 

cultural heritage sector common areas of use of crowdsourcing are text transcription 

and correction, indexing, tagging, and adding of spatial coordinates.21 Crowdsourc-

ing can also be for example the public complementing a collection by adding ob-

                                                 
15 Gold (2012), p. IX. 
16 Spiro (2012), p. 17 f. 
17 Turnbull (2014), p. 258. 
18 Svensson (2010), p. 159. 
19 Ramsay (2011). 
20 Gold (2012), p. X. 
21 Ridge (2014), p. 1 ff. 
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jects to be included in an exhibition (co-curation), or pooling money or other re-

sources to support efforts initiated by others (crowdfunding). 22 The collaborative 

digital encyclopedia Wikipedia has been referred to as crowdsourcing.23  

The term crowdsourcing was coined by the American journalism professor Jeff 

Howe in 2006. 24 In a blog post Howe describes how he, when writing his pioneering 

article “The rise of crowdsourcing”, was looking for a word for “the act of a com-

pany or institution taking a function once performed by employees and outsourcing 

it to an undefined (and generally large) network of people”.25 Howe notes, and wel-

comes, that after the publication of the article the term started to appear without 

reference to him – crowdsourcing had become established.26 There are, however, 

other slightly different definitions of the term. 27 The crowd is not always, in contrast 

to Howe’s definition, perceived as neither undefined nor large – it can be defined 

with respect to language skills, age, or location. In one crowdsourcing project Aus-

tralian undergraduate students collected information about cinemas and their his-

tory and thus filled the database AusCinemas with content.28 Another example of 

crowdsourcing with partly educational motives is the project Transcribe Bentham, 

in which unpublished manuscripts by the English philosopher Jeremy Bentham are 

transcribed by London school children and others on a digital platform.29 As these 

two projects exemplifies, the objective of crowdsourcing can be more than mobi-

lising manpower to carry out a certain job. It can also be about education, promo-

tion, or stimulation of engagement within a specific group. My crowdsourcing pro-

ject belongs to that tradition.  

A profound study of digital games as tools for History teaching and archival 

pedagogy presents a platform that, apart from not having crowdsourcing character-

istics, shares the main theme with my platform; the Museum of London has devel-

oped a digital game for school audiences about the great fire of London in 1666, in 

which digitised archival material concerning the fire is integrated.30 The article eval-

uating the project concludes that digital tools for archival pedagogy are highly ap-

preciated among teachers, and that it is key to involve teachers in both platform 

development and evaluation.31   

There is extensive research showing that games have a positive impact on learn-

ing.32 The use of games in education has a long history, even animals use play for 

                                                 
22 Oomen & Aroyo (2011), p. 140. Isto Huvila uses the term ”secentraliced curation”, see Huvila (2008), p. 25. 
23 Lund (2015), p. 84. 
24 Howe (2006b). 
25 Howe (2006b); Howe (2006a). 
26 Howe (2006a). 
27 Estellés Arolas & González Ladrón de Guevara (2012), p. 198. 
28 Maltby, Walker & Walsh (2014), p. 106. 
29 Terrras (2012), p. 174 ff. 
30 Leftwich & Basley (2009), p. 2 ff. 
31 Ibid, p. 8 f. 
32 See for example Forsyth (2012) and Kapp (2012). 
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learning – the trend emerging now, however, is that digital games are commonly 

used for teaching and stimulating engagement in history and cultural heritage.33 

Anne Burdick et al notes that Digital Humanities gaming has begun to successfully 

and “seductively” engage target groups.34 

The core meaning of what James Surowiecki calls “the wisdom of the crowds” 

is that aggregated group knowledge often results in better decisions than those made 

by any single member of the group.35 This reasoning implies that the wisdom of the 

crowds is not efficient when exclusive competence is needed, which corresponds 

with Alexandra Eveleigh’s view that archivists are not “crowded out” – the crowd 

only provide supplementary knowledge to the professional domain.36  

The phenomenon of crowdsourcing is older than the term, although it does not 

date further back than to the emergence of internet and other digital prerequisites. 

The rise of crowdsourcing as a tool for developing any business went hand in hand 

with the rise of the interactive Web 2.0, which allows consumers also to be produc-

ers.37 Interactive and participatory use of the web such as crowdsourcing attracts 

people, not only because it is fun and exciting; research shows that altruism, genu-

ine willingness to help others or the common good, also is one significant motiva-

tor.38 Within the cultural heritage sphere, the public can for example share infor-

mation linked to locations on the platform Historypin, or tag and thereby be part of 

creating folksonomies about artefacts on the Swedish DigitaltMuseum.39 The re-

lease of the rich anthology Crowdsourcing our Cultural Heritage demonstrates that 

crowdsourcing now has a given role in the ALM (Archives, Libraries, and Muse-

ums) sector, both in practice and in the academy.40 When it comes to archives, there 

is one crowdsourcing project incomparable with others, in budget and in scope; 

FamilySearch’s indexing program. The Mormon church, based in Utah, USA, runs 

the worldwide genealogy project FamilySearch within which over a billion records, 

mostly church ones, have been indexed by volunteers on a digital platform.41 The 

organisation collaborates with a wide range of archives around the world in digiti-

sation of archives, among which the Swedish National Archives is one, but the Ar-

chives of Bosnia and Herzegovina is not.  

Within the successful project Digitalkoot conducted by Finland’s National Li-

brary in cooperation with the software company Microtask, almost 5,000 people 

                                                 
33 Kapp (2012), p. 26. 
34 Burdick et al (2012), p. 50 f. 
35 Surowiecki (2005), p. 10 f. 
36 Eveleigh (2014), p. 225. 
37 Chandler & Munday (2016), ”Web 2.0”. 
38 Soliman & Tuunainen (2015), p. 9. 
39 Historypin; DigitaltMuseum; Chandler & Munday (2016), ”Folksonomy”. 
40 Ridge (2014). 
41 FamilySearch (2013). 
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completed 2.5 million micro tasks during 51 days.42 The tasks consisted of correct-

ing Optical Character Recognition (OCR) read text in digitised newspapers pub-

lished in Finland between the years of 1771 and 1910. The objective of the project 

was to make the newspaper archive searchable, with limited monetary means.43 The 

solution was a gamified crowdsourcing platform. The game-like concept and the 

success of Digitalkoot have been inspirational for me in this thesis project. The 

Finnish platform consist of two simple games: First, the player must compare an 

image of one original word to the result of the OCR-reading, and “whack” a mole 

(click an animated animal) if there are discrepancies. Thereafter, the player must 

build a bridge for the moles to walk on, by correcting OCR-read words.44 My 

crowdsourcing project shares the main objective with Digitalkoot, but substantial 

differences lay in the projects’ preconditions, of course, but also in their use of 

OCR-reading and my focus on the additional motive of user education and long 

term engagement in archives.  

Digitisation projects, such as the one Digitalkoot is part of, have brought about 

reflections upon whether digitisation of old newspapers is necessary and nothing 

but beneficial.45 These thoughts can be placed in an intense debate – highly topical 

in any country with the right economic and ideological preconditions for digitisa-

tion – about pros and cons of (mass) digitisation. Most are proponents, arguing that 

digitisation of fragile paper records can preserve information, make it easier to ac-

cess, and at the same time protect the original records from hazardous handling and 

exposure.46 A critic like Mats Dahlström, on the other hand, argues that large scale 

digitising processes focus more on quantity than quality, and comes with harmful 

standardisation.47 Neither the Archives of Bosnia and Herzegovina nor other public 

archives in the country have fully entered this debate yet. This thesis is, however, a 

contribution to it. 

Another crowdsourcing platform with game elements within the archives 

sphere is Old Weather, where users transcribe ship’s records from the 1910s and 

thereby generate weather data for research purposes.48 The gamification consists of 

users joining the crew of a ship upon registering on the platform, and rising in 

grades (there are captains, lieutenant, and others) when having transcribed a certain 

amount of records. Old Weather has been called a successful tool not only for col-

lecting data, but also for archival pedagogy, since the users gain insights about cli-

mate change from primary sources.49 The project has managed to engage nearly 

                                                 
42 Chrons & Sundell (2011), p. 22. 
43 Chrons & Sundell (2011), p. 20 f. 
44 Ibid, p. 21 f. 
45 Widholm (2014). 
46 See for example Parland-von Essen & Nyberg (2013). 
47 Dahlström (2009), p. 6. 
48 Forsyth (2012), p. 169. 
49 Ibid, p. 169 f. 
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5,000 people, and the engagement of a considerable part of them has lasted for 

many years.50 Due to the design of my research I will not be able to measure the 

engagement of the platform users in number of participants, but will instead do a 

qualitative measurement, in focus group discussion form.  

Mia Ridge has studied how engagement in cultural heritage – mental and af-

fective involvement that creates meaning for people – can be deepened through 

crowdsourcing. 51 She has found that people participating in digital crowdsourcing 

tend to show more engagement for a longer period of time than those physically 

visiting an ordinary exhibition or archive.52 Several scholars have written about the 

public’s general participation in and use of libraries and museums. The participa-

tory archive, however, is a relatively new and unknown phenomenon, both in prac-

tice and in the academy. Only recently have scholars within the field of Archival 

Science taken a more in-depth interest in archives’ users and their engagement in 

archival material, Isto Huvila noted in 2008.53 However, if considering the use of 

archives as not only personal use of records, but also indirect use such as watching 

history based movies or reading research results, the coverage within the academy 

is broad. Gerard P. Collins shares the latter view, proclaiming that anyone engaged 

in an issue depending on records management in the past, present, and future, for 

example the discourse about nuclear waste, is a user of the archives.54  

At Uppsala University, a dissertation in Library and Information Science is cur-

rently written on the subject of crowdsourcing in the cultural heritage sector.55 Im-

plementation of and attitudes towards crowdsourcing in Swedish archival institu-

tions was also dealt with by Amanda Hansson in a Master’s thesis in Archival Sci-

ence in 2015, through two brief case studies of crowdsourcing projects and 14 in-

terviews with Swedish archive staff.56 Hansson’s thesis is primarily a stocktake of 

thoughts on crowdsourcing and the outcome of it at Swedish archives, while my 

approach is constructive and hands-on action research, including technical devel-

opment and perception studies. 

Within the scholarly discipline of Archival Science nothing is written on the 

subject of disaster management in archives in Bosnia and Herzegovina, nor about 

the fire in 2014, its aftermath, nor possible solutions. When it comes to digitisation 

of endangered archival material a considerable effort is made by the British Library. 

Within their project Endangered Archives Programme, they have coordinated and 

funded digitisation of documents all over the world and made them accessible 

                                                 
50 Old Weather (2016). 
51 Ridge (2013), p. 442. 
52 Ibid, p. 435 ff. 
53 Huvila (2008), p. 16. 
54 Collins (2008), p. 169 ff. 
55 Department of ALM, Uppsala University’s website > Forskning > Pågående doktorandprojekt > Ina-Maria 

Jansson.  
56 Hansson (2015). 
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online.57 The digitisation processes do not, however, involve neither crowdsourcing, 

nor gamification. Graham Matthews et al provide an overview of disaster manage-

ment in archives, libraries, and museums in a book with primary focus on the United 

Kingdom, but also containing outlooks to disaster management during and after 

wars and natural disasters around the world.58 A profound summary of research on 

destruction of cultural heritage and disaster management worldwide is written by 

Peter Haldén et al.59 

Several scholars have written about destruction of cultural heritage sites and 

artefacts during the Bosnian war 1992-1995: for example Lejla Hadžić et al and 

Marc Balcells about destruction (both intended and not intended) of cultural herit-

age in general, and Hariz Halilovich and Vladan Vukliš about damages in archives 

specifically.60 The research by Hadžić et al is in addition an example of a Digital 

Humanities project; they studied how technology (participatory imaging mapping) 

can be of use in rebuilding both tolerance and cultural heritage artefacts in the very 

segregated community of Stolac.61 However, to my knowledge, there is no research 

on gamified crowdsourcing for preservation of acute endangered archival material 

– neither in former Yugoslavia, nor in the rest of the world. 

                                                 
57 British Library (2017). 
58 Matthews, Smith & Knowles (2009). 
59 Haldén, Esparraga & Karlborg (2016). 
60 Hadžić, Džino Šuta, Eppich, Vežić & Izkara Martinez (2015); Balcells (2013); Halilovich (2014); Halilovich 

(2016); Vukliš (2016). 
61 Hadžić, Džino Šuta, Eppich, Vežić & Izkara Martinez (2015). 
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Theoretical Framework 

The theoretical framework of this thesis consists of theories and definitions of en-

gagement, constructionism, archival pedagogy, and gamification. 

At a very foundational level of my theoretical view lies a postmodern mindset, 

in line with Joan M. Schwartz’ and Terry Cook’s position that archival material is 

socially constructed and that the archives’ role in relation to memory, truth, and 

identity must always be considered and problematised.62 As Livia Iacovino aptly 

points out in Currents of Archival Thinking, records can contain incorrect infor-

mation but still be authentic and genuine.63 Hence, archivists or pedagogues using 

archival material in their teaching should not claim truth. This, however, does not 

rule out that archive users may find their personal truth in the archive. 

Engagement 

The thesis aims to, by qualitative research means, study engagement in archives. 

To enable that, the variable engagement must be clearly defined.  

Depicting the engaged archive users, Gerard P. Collins strikingly writes that 

they are used to “physical sensations generated by the documents, [and] may well 

even develop a fondness for such things”.64 “The enjoyment of undertaking own 

research, of reading, of handling original documents, is […] somehow salacious”, 

he concludes.65 These words may be somewhat indistinct, yet they contribute vital 

elements to the concept of engagement; the main drivers are about sensations, a 

form of enjoyment. Mia Ridge stresses curiosity and meaning-making (that archival 

material can be of personal sentimental or existential significance) as other elements 

of engagement in cultural heritage.66 

The United Kingdom’s Department for Culture, Media, and Sport has defined 

engagement, and its successive levels, in a more structured model:67  

1. Attending – to pay conscious attention to content 

2. Participating – to interact and thereby contribute to creation of content 

3. Deciding – to make decisions about resources for content creation 

4. Producing – to create content which has “a public economic impact” 

                                                 
62 Schwartz & Cook (2002), p. 2, 15. 
63 Iacovino (2010), p. 186. 
64 Collins (2008), p. 179. 
65 Ibid. 
66 Ridge (2013), p. 442 f. 
67 CASE (2011), p. 6 f. 
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The same department complements the above model with a parallel scale rang-

ing from  

• the unaware person, to 

• the aware, 

• the interested, and, 

• at the top of the engagement scale, the engager who seeks to engage 

others.68 

The first model and the latter scale – complemented by concepts such as enjoy-

ment, curiosity, and meaning-making as drivers for engagement – will serve as the-

oretical framework for this thesis. 

A narrower definition of engagement is manifested in Stephen Bitgood’s At-

tention and Value, and in other works about participation in museums: Bitgood re-

fers to engagement as directing attention to an artefact displayed in an exhibition 

for longer than a few seconds, asking questions, or seeking further information 

about it.69 This understanding of engagement stops at the first basal level (attention) 

of the British model outlined above. I will, in the analysis of the empirical data of 

this thesis project, apply the broader definition of engagement. 

Constructionism and Archival Pedagogy 

One of the aims of this thesis is to examine if and how the gamified crowdsourcing 

platform can be used as an educational resource. The theoretical variables to be 

used in the analysis are outlined below. 

As a theoretical ground for my understanding of the educational qualities of 

gamified crowdsourcing platforms lies constructionism, which implies learning by 

constructing one’s own knowledge. It stands in contrast to instructionism, which 

instead favours learning by transmission of knowledge.70 A constructive pedagogy 

provides “objects-to-think-with”, Anthony Cocciolo states.71 He finds it closely re-

lated to the theoretical tradition of situated learning.72 

Central to the theory of constructionism is the social nature of learning; the best 

conditions for learning, Seymour Papert writes, is “contexts where the learner is 

consciously engaged in constructing a public entity”.73 Similarly, Natalie Rusk et al 

have found that learning is particularly effective when the learner is “actively en-

gaged in creating something that is meaningful to themselves or to others around 

                                                 
68 Ibid, p. 8. 
69 Bitgood (2016). 
70 Kafai (2006), p. 38. 
71 Cocciolo (2011), p. 6. 
72 Ibid. 
73 Papert (1991), p. 1. 
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them”.74 Thus, this theory gives engagement a core position in the equation of learn-

ing. 

A clarification of the objectives of archival pedagogy – in what ways and for 

what reasons archive related content is used in education – can be of use in my 

forthcoming analysis. In a handbook for archival pedagogy among school children 

Eva Sjögren and Catarina Lundström point out a set of objectives that urge the im-

portance of archival pedagogy in schools.75 They conclude that archival pedagogy 

in schools can:  

• Familiarise use of primary sources 

• Build empathy (in time and space) 

• Improve skills of source criticism and information management  

• Provide important tools for democracy 

• Promote local projects and learning over generation borders 

• Help achieving intended learning outcomes in subjects such as History or 

language76 

This list will guide me when seeking to answer if and how the gamified 

crowdsourcing platform can be used as an educational resource.   

Gamification 

Gamification is about using game elements “to engage people, motivate action, pro-

mote learning, and solve problems”.77 Gabe Zichermann and Christopher Cunning-

ham write that “everything has the potential to be fun” and that gamification is 

about making it fun.78 Gamified instruction and learning is neither trivial nor new; 

it is not a modern dilution of “real learning”, but has been used for thousands of 

years in for example child rearing and military training.79 The term gamification 

was coined in 2003 by Nick Pelling.80 

According to Karl M. Kapp the motivational characteristic of games can be 

explained by 12 game elements:81 

• Abstractions of Concepts and Reality 

• Goals 

• Rules 

• Conflict, Competition, or Cooperation 

• Time 

                                                 
74 Rusk, Resnick & Cooke (2007), p. 19. 
75 Sjögren & Lundström (2001), p. 15. 
76 Ibid. 
77 Kapp (2012), p. 10. 
78 Zichermann & Cunningham (2011), p. 2.  
79 Salen & Zimmerman (2004), p. 80 ff.; Kapp (2010), p. 13. 
80 Doyle (2016). 
81 Kapp (2012), p. 26. 
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• Reward Structures 

• Feedback 

• Levels 

• Storytelling 

• Curve of Interest 

• Aesthetics 

• Replay or Do Over 

Although any element alone cannot motivate and make an engaging immersive 

learning environment – it is the interrelationship of the elements that makes the 

game.82 Kapp’s list of game elements will guide both the design of the gamified 

crowdsourcing platform, and the analysis of the users’ reception of it. 

                                                 
82 Ibid. 
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Methodology 

In this section, I initially comment on the action research approach, and thereafter 

outline the empirical study consisting of platform development, focus group dis-

cussions, and interviews.    

Action Research 

This thesis is an example of action research; the overall aim is to solve an intrusive 

problem, and the research is conducted via an existing organisation.83 Furthermore, 

I, the researcher, am not only a participator, but simultaneously a co-shaper and 

developer of the object of study.84 Central to action research is the examination of 

practice, as in evocation of action and reflection upon the outcomes. The approach 

promotes collaboration between the researcher and the practitioners, and primarily 

serves to develop an organisation and its practices.85   

According to Anne Gilliand and Sue McKemmish, the main objective of re-

search within the field of Archival Science is to contribute to developing the ar-

chival practice outside the academy.86 They find that action research is one of the 

methods that have diversified the research field of Archival Science most the last 

decades.87 

Action research comes with extraordinary opportunities, but also with risks and 

responsibility. I will, during the empirical study and in the results discussion, mind 

and emphasise pitfalls that may come with the action research approach. 

Development of a Gamified Crowdsourcing Platform 

The gamified crowdsourcing platform shall be seen as a research tool for answering 

the second and third research question – a necessity to enable examination of stim-

ulation of learning and engagement in archives. Nevertheless, the development pro-

cess of the platform shall also be seen as part of the thesis’ study object (see the 

first research question). Therefore, some technicalities are left out here in the Meth-

odology section and are instead covered in the Results section. 

                                                 
83 Rönnerman (2004), p. 13 ff. 
84 Gilliland & McKemmish (2004), p. 184. 
85 Rönnerman (2004), p. 13. 
86 Gilliland & McKemmish (2004), p. 149. 
87 Ibid, p. 175. 
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The idea to develop a gamified crowdsourcing platform was mine – I was in-

spired to act when realising the disastrous state of the fire-ravaged historical docu-

ments in Sarajevo. The Archives of Bosnia and Herzegovina looked favourably on 

the idea and assisted in photographing sample documents, of which two are used 

on the platform; one intelligence report and one announcement about communist 

propaganda, both written by governmental authorities in the Kingdom of Serbs, 

Croats and Slovenes, in the year of 1921.88 What throughout the thesis is called ‘the 

platform’ consists of an interface for transcription and metadata tagging of digitised 

text documents, a database with transcriptions and metadata, and another interface 

for searching and results viewing.  

In Adrian Brown’s Practical Digital Preservation he states, without being 

ground breaking, that having a project plan or policy is “a fundamental building 

block for building practical solutions”.89 A set of principles for project-based schol-

arship in Digital Humanities listed by Anne Burdick et al is used for guidance in 

the platform development, see Table 1.90 Also David V. Pitti specifies a number of 

similar principles to consider in, as he puts it, the researchers own “analysis of the 

objectives”.91  

Proposals in larger research projects are often formulated at an early stage – the 

overall vision is stated along with a profound plan. This Methodology section is of 

course not a forum for writing a traditional project proposal, since this project is 

already pending, but for drawing the frame for the platform development. I agree 

with Sharon M. Leon that a plan is “necessary fiction” that can offer guidance for 

everyone involved in the work.92 In an article in Digital Humanities Quarterly Ash-

ley Reed criticises explicit listing of project management principles, since she finds 

that it portrays Digital Humanities as simple, and research projects as if they are 

complete only when containing a well-formulated plan.93 In this thesis, however, 

the set of principles serves important functions, namely to describe and justify the 

platform development process. 

Table 1. Principles for Digital Humanities project management 

Principles  Implications for this project 

A. Contribution to knowledge 

B. The model of knowledge 

The contribution to the scholarly field of Archival 

Science consists of: 1) a tool for transcription and 

metadata tagging of digitised text documents, and 2) 

                                                 
88 Little importance was put on the selection of documents. Beyond my explicit wish for readable text 

documents with somewhat interesting content, the choice was simply based on the archive staff’s random digi-

tisation out of the sooty piles. 
89 Brown (2013), p. 26. 
90 Burdick (2012), p. 130 f. 
91 Pitti (2004), p. 471 ff. 
92 Leon (2011). 
93 Reed (2014), p. 1. 
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empirical findings about stimulation of learning and 

engagement in archives. 

C. Research questions and digital media The use of digital media was motivated by the re-

search questions – an analogue platform was not 

conceivable.    

D. Tools and content The tool (the platform), rather than the content (the 

digitised documents on the platform), was priori-

tised. Even though the character of the documents to 

some extent set the preconditions for the platform.   

E. Methods The platform development was not restricted to one 

methodological principle or thesis, since finding 

suitable solutions or methods is part of the thesis 

aim. 

F. Born digital and/or digitised artefact Digitised artefacts on the platform shall, through 

user activity, generate born digital transcriptions and 

metadata. Adequate connection between digitised 

and born digital material is therefore essential. 

G. Collection-sharing and licensing All significant code constituting the platform and all 

results of the user activity on it will be publicly 

shared: the former in this thesis, and the latter on the 

platform. 

H. Interface as knowledge representation 

and content-modelling 

Burdick et al suggest that a digital interface ex-

presses an argument in its design. The gamified 

crowdsourcing platform is intended to fully embody 

the idea of the project: there is an intrusive problem 

with fire-damaged archival material, action is 

needed, and you (the user) can help.   

I. Team, collaborative, and project man-

agement 

J. Credit for intellectual contributions/au-

thorship 

K. Info architecture/institutional cyber-

infrastructure/systems administration 

The principle list by Burdick et al is written in re-

spect to larger Digital Humanities projects, within 

which collaboration and assigning responsibilities 

and credits for contributions are central issues. I am 

the sole responsible member of this project. How-

ever, staff of the Archives of Bosnia and Herze-

govina, the study informants, and my thesis supervi-

sors can to some extent be considered contributors. 

L. Open-source software and technology 

transfer 

See principle G.   

M. Documentation The code constituting the platform, and the database 

with text transcriptions and metadata, will be pre-

served by me and most likely also by the Archives 
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of Bosnia and Herzegovina. I cannot, however, en-

sure long-term functionality of the platform online, 

since the outcome of the code is depending on web-

browser settings. For long-term functionality, a web-

based platform requires continuous maintenance. 

N. Audience, user considerations A limited user group was defined with regards to the 

Master’s thesis’ predetermined frames and the re-

search questions. Small-scale user-tests were con-

ducted to refine the platform design. 

O. Compliance with all legal regulations The project does not violate any legal regulations. 

The Archives of Bosnia and Herzegovina has ap-

proved use of their archival material. Other graphics 

displayed on the platform are creative commons. 

The copyright of the overall platform design is mine. 

P. Publishing/dissemination models The platform – including both the interface for text 

transcription and metadata tagging, the databases, 

and the interface for searching and results viewing – 

is published using a free web host. 

Q. Assessment criteria The metric for success of the project is that the plat-

form is functional, user-friendly, and in best possible 

way enables examination of the thesis’ second and 

third research question. 

R. Conversation with multiple fields The project is undertaken with awareness of previ-

ous and contemporary Digital Humanities projects 

within various disciplines. 

S. Sustainability See principle M. 

T. Transparency There is no funding to be disclosed. 

Source: Burdick (2012), p. 130 f. 

A critical comment to the method could possibly point out that an Optical Character 

Cognition (OCR) software could have been used instead of manual text transcrip-

tion. The initial idea was to use OCR as a first step and thereafter let the platform 

users evaluate and correct the OCR outcome. However, after testing a number of 

free OCR software on the fire-ravaged documents written in Bosnian/Croatian/Ser-

bian I found that none of the accessible OCR software managed to read a single text 

row correctly, and therefore I decided not to use OCR. 

Focus Group Discussions and Interviews 

The empirical study of the gamified crowdsourcing platform’s impact on the users 

is conducted through focus group discussions. The method has been considered to 
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be superior to other methods since it enables viewing not only informants’ state-

ments, but also group interaction, as valuable research data.94 

Nigel King and Christine Horrocs have listed several advantages of interaction 

between informants: it encourages a great variety of communication and highlights 

attitudes, priorities, and frameworks of understanding. In addition, the researcher 

can observe how informants reflect upon each other’s ideas and explore the argu-

ments they use against each other and further identify the factors which influence 

individuals to change their minds.95 Another apparent advantage is that the method 

secures the production and collection of research data: the focus group participants 

are gathered at one place at a given time for discussion. In conclusion, focus group 

discussions can provide good conditions for the aim of the thesis.   

The selected target group are ninth-grade school children, studying at a public 

secondary school in Sarajevo, Bosnia and Herzegovina. This demarcation enables 

answering the research questions within the thesis’ predetermined frame, time-wise 

and scope-wise. Consideration is given to the fact that an empirical study among 

youths specifically can result in information for predicting and tools for raising fu-

ture engagement in archives. The main reason for selecting a school in Sarajevo is 

that local connection to archival material, and cultural heritage in general, is of im-

portance for the inclination of getting interested and engaged. Another reason for 

selecting the above-mentioned focus group participants is that the documents on the 

platform, which users are asked to transcribe and tag with metadata, are written in 

the local language (Bosnian/Croatian/Serbian).  

About special conditions for interviews with children (persons between 0 and 

18 years old) for research aims writes Åsa Källström Cater that low-structured in-

terviews and open-ended questions are preferable.96 This advice is adopted, see List 

1. 

List 1. Focus group discussion questions – school children in Sarajevo 

• Have you ever visited an archive? What was the purpose and what were your impressions? 

• What did you learn from the archival documents? Mention three things.  

• What did you find most interesting? 

• Would you be interested in seeing the original paper documents on site, in the archive? 

• What are your thoughts on the destruction of many historical documents at the Archives of 

Bosnia and Herzegovina? What kind of consequences will the destruction of historical doc-

uments cause? 

• Would you be interested in playing this type of game again? In school, in your spare time, or 

both? 

• How can the platform be improved? Please share any ideas.  

                                                 
94 Dahlin-Ivanoff (2016), p. 82. 
95 King & Horrocs (2010), p. 70. 
96 Källström Cater (2016), p. 68 f. 
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The first question is embedded in the platform, to make the users start reasoning 

about their own relation to archives. An alternative method could have been to em-

bed all questions in the platform as an integrated web survey, open for anyone to 

access online, and thereby gather more answers from more respondents within the 

predetermined time limit. However, the method was rejected, since the qualitative 

knowledge from the above-mentioned group interaction would have been lost. 

Other disadvantages are the difficulty to motivate users to make time to answer a 

survey online, and that it would have depended on my ability to attract interest for 

the gamified crowdsourcing platform. The research data had thus been, more than 

anything else, a result of my online marketing skills. For the same reasons, and 

given the time aspect, one-on-one interviewing was rejected as a method for exam-

ine the school children’s thoughts.  

The focus group discussions with school children are conducted with help from 

a translator, since my Bosnian/Croatian/Serbian is very limited. Sharing experience 

of multilingual focus group interviews Margaret Clare Kitchen writes that “to as-

sume that there is no problem in interpreting and then analysing concepts across 

languages is to assume that there is only one way of seeing reality, the researcher’s 

own.”97 I must of course take the language aspect into account when preparing and 

conducting focus group discussions and analysis. One viable approach that can 

strengthen the analysis, Kitchen continues, is to view the translator as a provider of 

sociocultural and sociolinguistic background knowledge.98  

The concept of action research, Digital Humanities, and this particular thesis 

includes striving for advances and improvements of methods and practices. This 

motivates me to include thoughts about the gamified crowdsourcing platform from 

the Archives of Bosnia and Herzegovina itself. Testing of the platform – both the 

game interface and the interface for results viewing and searching – and a focus 

group discussion is held with two of the archive staff. See discussion questions in 

List 2. 

List 2. Focus group discussion questions – staff of Archives of Bosnia and Herzegovina 

• What are your thoughts on A) the game and B) the interface for results viewing and searching? 

• If the platform was optimised and you only had to scan and upload documents to get them 

transcribed, indexed, and searchable: would a large-scale implementation be viable? Would 

you find it useful?  

• This type of platform can constitute a tool both for information preservation and archival 

pedagogy. Do you consider archival pedagogy, as in educating school children and the public 

in general, as being your responsibility? 

• Do you work with archival pedagogy today? If so, how?  

                                                 
97 Kitchen (2013), p. 267. 
98 Ibid, p. 268. 
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• How can the platform (both the game and the interface for results viewing and searching) be 

improved and/or further developed? Please share any ideas. 

 

Along with the thoughts on the platform of school children (the users) and the ar-

chive staff (the concerned organisation), the thoughts of History teachers (the ped-

agogues) are highly relevant for answering the thesis’ research questions. They 

must be considered best suited for evaluating and discussing the gamified 

crowdsourcing platform’s usefulness as an educational resource. Therefore, the fo-

cus group discussions are complemented by four semi-structured interviews with 

Bosnian-Herzegovinian History teachers – one face-to-face interview and three 

conducted by email. The informants interviewed by email are sent a link to the web-

based platform to test it themselves. All interviews are conducted in English, see 

interview questions in List 3. 

List 3. Interview questions – Bosnian-Herzegovinian History teachers 

• Who are you teaching, and in what context? 

• Do you use archives or archival material in the education? If so, how? 

• What are your thoughts on the platform? Would you be interested in using the concept in your 

classes? If so, how? Does it correspond with the determined intended learning outcomes of 

the History subject? 

• Which parts of the platform do you find most relevant versus irrelevant for your teaching? 

Please share any ideas on how it can be improved and/or further developed?  

• Does your school have the technical equipment required (computers and good internet con-

nection)? 

 

A more detailed description of the methodology used for analysing all research data 

can be found in the Results section.  
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Results 

The empirical findings answering the thesis’ research questions are presented be-

low. Firstly, I present the results of my search for and implementation of technical 

solutions for platform development. Thereafter, the results of the focus group dis-

cussions and interviews with school children, archive staff, and History teachers are 

disclosed. 

Platform Development – Design and Technical Implementa-

tion 

The gamified crowdsourcing platform is web-based and built using HTML (Hyper-

text Markup Language), a standard markup language for the web, accompanied by 

the scripting languages JavaScript and PHP (Personal Home Page), and the style 

sheet language CSS (Cascade Style Sheet).99 The use of these code components is 

described and motivated below, in order to answer the thesis’ first research question 

which concerns the technical solutions for platform development. However, before 

going into the technical details, I will discuss the objectives of the platform design. 

The objective of the gamified crowdsourcing platform is to be educative and 

get the players engaged in archives in general and the issue of curation and preser-

vation in particular. Karl M. Kapp’s 12 motivational game elements for learning 

and instruction, introduced in the Theoretical Framework section, were considered 

during the development of the platform. The objective determined the degree of 

application of the elements. Of course, my knowledge in programming and the pre-

determined frame for the thesis also set limits. For the sake of clarity, the applica-

tion of game elements is discussed in point form, with explanatory images and fig-

ures: 

• Abstractions of Concepts and Reality 

A game backdrop based on broad generalisations of reality has advantages over 

reality, Kapp writes: it helps the player to understand and manage complexities, 

facilitates clear identification of causes and effects, removes extraneous factors, and 

reduces the time required for task management.100 The backdrop concept of my plat-

form is the fire-ravaged archive – the building and its floors and rooms, the archival 

                                                 
99 World Wide Web Consortium’s website > HTML & CSS; JavaScript community’s website > About; PHP 

Group’s website > Credits. 
100 Kapp (2012), p. 26 f. 
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material beset by flames, and a hardworking and benevolent archivist in need of 

assistance, see for example Image 1.101 
 

Image 1. The user must help the archivist walk through the rooms of the archive and collect endan-

gered documents 

 

Regarding the time reduction aspect: it is for sure less time consuming to walk 

through the archive or put documents in archive boxes in the game than in reality. 

However, one point stressed on the platform is that a great (and hence time con-

suming) effort is required to save endangered information about the past. 

• Goals 

When a goal is introduced, a play becomes a game – goals add purpose, focus, and 

measurability.102 The goals must be clear and visible, and for two reasons a series 

of enabling objectives must support the terminal goal: firstly it is demoralising if a 

sole goal is too difficult to achieve, and secondly reaching the terminal goal too 

easily is not preferable since it ends the game.103 The overarching goal of the plat-

form lays outside the game’s backdrop; historical documents are endangered in re-

ality. This is clearly explained to the player. Goals on a lower level are to put out 

flames by transcribing text rows, and printing an archive etiquette by formulating 

and typing metadata, see Images 2 and 3. 

                                                 
101 The informants used and discussed a platform version translated into Bosnian/Croatian/Serbian. In the thesis, 

however, the screen shots from the platform is in English, for the sake of clarity. 
102 Ibid, p. 28. 
103 Ibid, p. 28 f. 
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Image 2. Text transcription 

 

Image 3. Metadata tagging  

• Rules 

A game is a set of defined rules, designed to limit player actions and keep the game 

manageable.104 Operational Rules – rules describing how the game is played – are 

on my platform presented in form of explicit instructions along with implicit guid-

ance in the platform layout.105 Implicit Behaviour Rules are, Kapp writes, unwritten 

rules governing the social contract or the game etiquette.106 In the present case, this 

                                                 
104 Ibid, p. 29 f. 
105 Ibid, p. 30. 
106 Ibid, p. 30 f. 
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kind of rules are about being careful and precise in transcribing and tagging. What 

Kapp calls Instructional Rules – the rules the game developer wants the player to 

learn and internalise after the game is played – are particularly interesting in the 

present case, since the platform truly is developed to affect the players in a certain 

way.107 It seeks to engage, educate, and form a mindset where archival material and 

primary source history is highly valued and safely preserved.  

• Conflict, Competition, or Cooperation 

Kapp’s definition of conflict is “a challenge provided by a meaningful opponent”.108 

In the present case, the fire in the archive is the obvious opponent: it has caused the 

devastation and it must be defeated. There are no competitive ingredients on the 

platform, and hence no possibility to benchmark with other players. 

On a meta level, cooperation is one of the main game elements of the platform: 

the player is asked to be part of a comprehensive rescue mission, an important effort 

to preserve information for now living and future generations. There is, however, 

no explicit manifestation of cooperation (working with others to achieve a mutually 

goal) within the game. 

• Time 

Since the quality of the player activity (text transcription and metadata tagging) is 

highly prioritised, time is not used as a motivator for player activity and action.  

• Reward Structures 

No symbolic rewards such as badges or points are included in the platform. Conse-

quently, there are no score boards or other types of result comparison. The main 

reason for this is that the platform is a prototype for testing and evaluation; there 

are simply no earlier results to compare with. A future officially launched gamified 

crowdsourcing platform could benefit from containing a board listing the most ac-

tive and/or accurate players. The competitive elements, however, must be toned-

down to avoid stress and lack of concentration and accuracy.  

• Feedback 

Feedback serves to evoke the correct behaviour, thoughts, or actions, Kapp writes.109 

Throughout the platform game the player is given feedback after completing a task, 

almost exclusively in form of cheering phrases. In rare cases, if the player hits a 

flame or gets a code wrong, the feedback is of a more guiding character.  

The game cannot be lost – there is no game over. Therefore, there is no need 

for feedback getting the player back in the game. This contradicts traditional game 

                                                 
107 Ibid, p. 31. 
108 Ibid. 
109 Kapp (2012), p. 36. 
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principles, but of bigger importance is keeping the player in the game, focused and 

on track.   

• Levels 

According to Kapp, mission-based levels help the narrative progress and serve as 

motivation for the player.110 A common characteristic of levels in games is that 

player skills are built gradually and that the levels get more difficult as the player 

progresses.111 My platform consists of two levels, for which the starts and ends differ 

but the task design and the skills required are common. Both levels consist of an 

initial puzzle section where the player is asked to piece together documents pieces, 

a text transcription section, another puzzle, another transcription section, and lastly 

a metadata tagging section. 

At the first level the player is initially asked to enter the archive and walk 

through its rooms to collect archival material. In the beginning of the second level 

the player is asked to walk up a staircase to get to the second floor of the archive. 

The levels are accordingly illustrated in the game as the archive’s different floors, 

see Images 1 and 4. 

 

Image 4. Transition to the second level 

 

When finishing the second and last level the player is asked to put the archival 

documents in an archive box, see Image 5. 

 

 

 

 

 

 

 

                                                 
110 Ibid, p. 38 f. 
111 Ibid, p. 38. 
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Image 5. The transcribed and tagged document must be put in a box 

• Storytelling 

Kapp claims that storytelling is an essential part of the gamification of learning and 

instruction – it provides relevance and meaning.112 A narrative is defined by a chron-

ological relationship between cause and effect, and the presence of one or more 

characters; someone acts and thereby causes some kind of effect. Storytelling is 

constantly present on the platform. The player is from the beginning and when pro-

gressing throughout the game told a story, in which the archivist and the player (an 

archive assistant) are the acting characters. 

• Curve of Interest 

Kapp stresses that any game developer, especially if having educational ambitions, 

must consider the flow of events that occur over time that maintains the player’s 

interest.113 An initial ‘hook’ is particularly important – the game must get the 

player’s interest and attention.114 The platform’s start page introduces the problem 

(large volumes of historical archival documents are fire-damaged) and describes it 

as intrusive (if we do not act now, valuable information will be lost), see Image 6. 

 

 

 

 

                                                 
112 Ibid, p. 41. 
113 Ibid, p. 45. 
114 Ibid. 
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Image 6. Start page 

 

The player is addressed as an important cog in the document saving mission and 

asked to help. The platform seeks to maintain the player’s interest by constantly 

introducing new tasks in form of encouraging calls for action: walk through the 

archive to collect endangered documents, type the right code, combine the docu-

ment pieces, transcribe the text rows to put out the flames, read the document 

closely to find the contextual details, walk up the stairs to get to the second level, 

answer a question, put the documents in the archive box, and so forth.  

• Aesthetics 

Art, beauty, and visual elements play an important role in games, Kapp writes.115 

Aesthetics can get the player caught up by the game experience – it has a strong 

engaging force. Appealing aesthetics, however, has little to do with realism, Kapp 

points out.116 It would not, in the present case, have been favourable to use authentic 

pictures of the archive as game backdrop. However, the player is on the start page 

given a sneak peek at the piles of fire-damaged documents, in form of small moving 

pictures in the shape of glasses, see Image 6. 

The platform layout is in general naïve, inspired by simple platform games. The 

aesthetics is closely related to other game elements, especially the first, Abstrac-

tions of Concepts and Reality, and the ninth, Storytelling.  

                                                 
115 Kapp (2012), p. 46. 
116 Ibid, p. 47. 
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• Replay or Do Over 

A replay button gives the player permission to fail – it encourages exploration, cu-

riosity, and discovery-based learning, Kapp writes.117 Nonetheless, this prototype 

platform does not contain a replay button, due to time (and consequently technical) 

limitations, and because I do not want the player to be negligent and sloppy, think-

ing that their mistakes can be fixed in the next round. There is not much point in 

letting the same player transcribe and tag the same documents more than one time, 

but a future version of the game would of course benefit from allowing players to 

play (transcribe and tag new documents) as long as they want. 

Technical Solution 

 

To be able to tailor the platform to function in accordance with the game mecha-

nisms described above, I chose to build it myself, with HTML, CSS, JavaScript, 

and PHP. The HTML code constitutes the elements of the platform: text, images, 

tables, buttons etc. The CSS code, in turn, dictates the key part of the style of the 

HTML elements: colour, size, position, shape etc. So far, the platform is undy-

namic. Along with HTML and CSS, JavaScript is one of the core technologies for 

web development. JavaScript – substantially the JavaScript language JQuery – is 

used for making the platform dynamic, through so called functions that trigger ac-

tion and movement. JavaScript functions enable all visible and hidden events on the 

platform: put out flames, open new text boxes, write typed metadata to etiquettes, 

drop documents in archive boxes, display the player’s typed in name on the final 

page, call PHP code strings, for example. I will not outline and discuss all code 

further, since it would be unmanageable; the code in total (HTML, CSS, JavaScript, 

and PHP) consist of hundreds of thousands of characters. One of this thesis’ primary 

objectives is to find simple technical solutions for text transcription and metadata 

tagging. Therefore, I solely present the pieces of the code that dictates these core 

aspects of the gamified crowdsourcing platform – the examples of working solu-

tions that can be of use and benefit for the field of Archival Science. 

 

Figure 1. HTML code example (simplified) 

<image src=”testtext.jpg”> 
<form action="example.php" method="post"> 
     <input name="row1" type="text"> 
     <input name="submitbutton1"> 
</form> 
<form action="example.php" method="post"> 
     <input name="row2" type="text"> 
     <input name="submitbutton2"> 
</form> 

 

                                                 
117 Ibid, p. 48. 
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Image 7 shows the outcome of the HTML code string in Figure 1. 

 

Image 7. Result of example HTML code 

 

When clicking one of the submit buttons, the PHP file named example.php is called 

by a JavaScript function and handles the concerned input transcription, see Figure 

2. 

 

Figure 2. PHP code example 

<?php 
     $var1 = $_POST['row1']; 
     $var2 = $_POST['row2']; 
          if($_POST['submitbutton1']){ 
               $fileHandle = fopen("exampledatabase.htm", 'a'); 
                    fwrite($fileHandle, "<div row='1'>Row 1:&nbsp;<b>"); 
                    fwrite($fileHandle, $var1 . "</b><br></div>");  
                    fclose($fileHandle);  
          } 
          if($_POST['submitbutton2']){ 
               $fileHandle = fopen("exampledatabase.htm", 'a'); 
                    fwrite($fileHandle, "<div row='2'>Row 2:&nbsp;<b>"); 
                    fwrite($fileHandle, $var2 . "</b><br></div>");  
                    fclose($fileHandle);  
          } 
?> 

 

The above PHP code hence controls both submit buttons: if the first button is 

clicked, the PHP code opens the file exampledatabase.htm, appends the file with 

the string <div row='1'>Row 1:&nbsp;<b>Načelstvo okruga ban-

jalučkog.</b><br></div>, and then closes the file. If the second button is clicked, 

the same file is instead appended with <div row='2'>Row 2:&nbsp;<b>Broj: 301 

pov. Banjaluka, 30/11.1921.</b><br></div>. The fundamental parts of all HTML 

are elements, in this case for example <div></div>, and attributes, such as 

row=”1”.  

This application of the scripting language PHP enables a basal but efficient 

form of database management. 

A frequently visited platform would result in many transcriptions, and conse-

quently as many code strings appended to the database. Transcriptions of different 

rows would be appended to the database in mixed order, see example in Figure 3.  

 

Figure 3. Example output in HTML database 

<div row='1'>Row 1:&nbsp;<b>Načelstvo okruga banjalučkog.</b><br></div> 
<div row='2'>Row 2:&nbsp;<b>Broj: 301 pov. Banjaluka, 30/11.1921.</b><br></div> 
<div row='1'>Row 1:&nbsp;<b>Načelstvo okruga banjalučkog.</b><br></div> 
<div row='2'>Row 2:&nbsp;<b>Broj: 301 pov. Banjaluka, 30/11.1921.</b><br></div> 
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It is, I find, beneficial to sort the row transcriptions in the right order, for a good 

overview and better opportunities to search and compare transcriptions. Therefore, 

a JavaScript function is used to sort the transcriptions in numerical order, based on 

the value (in this example 1 and 2) of the attribute named row. 

 

Figure 4. JavaScript function for sorting input transcriptions 

document.addEventListener 
    ("DOMContentLoaded",function(e){ 
        Array.prototype.slice.call(document.querySelectorAll('.rows 
        div')).sort(function(aa, bb) { 
            return aa.getAttribute('row').localeCompare(bb.getAttribute('row')); 
        }) 
        .forEach(function(currValue) { 
             currValue.parentNode.appendChild(currValue); 
        }); 
    }); 

 

The function in Figure 4 applies to the HTML code in Figure 5, sorting all div 

elements within the div element of the class rows. My example database is included 

within a PHP string. 

 

Figure 5. Combined HTML and PHP code for viewing sorted transcriptions  

<div class="rows">  
     <?php  
          include("exampledatabase.htm "); 
     ?> 
</div> 

 

The exact technical solution described above is also applied for the users’ input of 

metadata. The sorted transcriptions and metadata are, along with a simple JavaS-

cript function for searching, displayed on results viewing pages for administrators, 

in this particular case the archive staff. The main page for administrators directs to 

results for the first document included in the game (see Image 8), to the results for 

the second document, and to a user log (see Image 9). In the latter, the users’ put in 

email addresses and current date and time are logged. In addition, the users’ answers 

to the questions included in the game (Have you ever visited an archive? What was 

the purpose and what were your impressions?) are displayed, although without con-

nection to the specific user. 
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Image 8. Interface for results viewing and searching 

 

Image 9. User log 

 

As seen in Image 6, platform users are required to enter an email address at the start 

page to ‘enter the archive’. Along with the input address, a PHP code string logs 

the current date and time, see Image 9. Another PHP code string counts the number 

of @ in the log file, and hence the number of logins, see the upper part of Image 9. 

The development of the gamified crowdsourcing platform – both the game and 

the results viewing pages – has been a dialectic process where I first have formu-

lated ideas of functions and design, explored possible solutions for a programming 

beginner, and then adjusted my vision to manageable implementations.  
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The choice to write own code, and not use a webpage template or a Content 

Management System (CMS), was done because it comes with flexibility and broad 

opportunities.118 Another motive for writing own code is that the programmer is in 

control of details and can adjust anything anytime. Although templates or CMSs 

could provide usable standard solutions, and be less time consuming and advanced 

than code writing, they may also be less sustainable over time. If my platform’s 

design and functions had been dictated by and relying on a system with predefined 

limitations, such as WordPress or Drupal, it had been vulnerable to updates and 

changes of the system.119 In such a case, Drupal or another open source CMS had 

been preferable since open solutions allow anyone to study, change, and distribute 

the code. The flexibility of open source systems is, however, beneficial only to 

those with competence to adjust and make use of the open code. Another motive 

for writing own code is my stated goal to develop – not choose already existing – 

technical solutions for a small-scale, low-funded, gamified crowdsourcing platform 

for text transcription and metadata tagging. It is, however, important to note that 

neither HTML, CSS, nor PHP are absolute and unchanging: HTML and CSS are 

periodically updated by the World Wide Web Consortium, and PHP by the PHP 

Group.120  

For database management, an alternative to PHP scripts writing to plain HTML 

files could have been to use Structured Query Language (SQL).121 I chose not to, 

because it requires a software and hence installation, continuous updates, and of 

course knowledge on how to use it. The predetermined time frame of this thesis 

project was a factor when I chose not to involve SQL. The design of the game part 

of the platform however is flexible, and allows potential future use of SQL for da-

tabase management. 

The pilot platform is published using a free web host. To be able to manage 

more documents on a possible future platform, efficiently and safely, an own dedi-

cated server would, however, be more suitable. 

To sum up, the thesis’ first research question concerning what technical solu-

tions are suitable for developing a small-scale, low-funded, gamified crowdsourc-

ing platform for text transcription and metadata tagging, have successfully been 

answered in practice and theoretically. The implementation of Kapp’s game ele-

ments have been outlined above. I have also presented example code strings used 

for platform design and database management. 

                                                 
118 Examples of Content Management Systems are WordPress and Drupal. 
119 Wordpress; Drupal. 
120 World Wide Web Consortium’s website > HTML & CSS; PHP Group’s website > Credits. 
121 w3schools’s website > Introduction to SQL. 
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Reception Among School Children 

In action research the results must primarily be seen in the light of the surrounding 

conditions. Therefore, a clarifying view of the study situation serve as introduction 

to the presentation of results from the focus group discussions with school children 

in Sarajevo.  

Two focus group interviews, 50 minutes long with 10 children per group, were 

conducted in the school’s computer room in conjugation with the ninth graders or-

dinary History classes. The children had, one week in advance, been informed of 

my visit and that the focus was going to be on archival material. Prior to the classes, 

the teacher (also serving as translator) was introduced to the platform and its com-

ponents. In order to keep the children focused and on track, they were collectively 

supervised by their teacher and me with regards to the limited time at disposal; they 

were playing the game on their own but were asked to slow down or go faster for 

being able to finish the game within the 25 minutes reserved for playing. The chil-

dren were assigned one computer each, as far as possible. They were briefly in-

formed that their contributions on the platform would be saved and compiled in a 

database, for the purpose of making historical documents searchable in the future.  

After playing the game, the children were given printed copies of the discussion 

questions and 5-10 minutes to think and take notes. Thereafter, the questions were 

discussed one by one, with some answers overlapping. The children raised their 

hands (most often), or answered straight out. During the discussion, as during the 

playing, I kept as low profile as possible and tried to avoid talking too much. The 

reason for this was that I did not want the children to focus on me; struggle to find 

the right words in English or to understand me talking their language poorly. It 

turned out that it was difficult to keep up a consistent co-action with the translating 

teacher in the relatively large groups of school children. However, I intervened with 

brief supplementary questions when needed, and I talked to some of the children 

after the group discussions, when they spontaneously approached me with feedback 

and questions.  

These circumstances could not have been planned in advance, and are therefore 

not outlined in the Methodology section. The location, the time frame, the relation-

ship between the teacher and the children, among other things, formed the situation. 

The answers have, to varying degrees, been coded, that is grouped into broader 

themes.122 The predefined group discussion questions form the basis of the presen-

tation of the results.  

The first question addressed to the informants was integrated in the gamified 

crowdsourcing platform – it was a mandatory part of the game. As mentioned, the 

question was integrated in the game as an engaging element, but in addition, of 

                                                 
122 Harding (2015). 
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course, it served to provide knowledge about the informant’s experiences of ar-

chives. Only two of the informants had visited a physical archive. They did not state 

the purpose of the visit or their impressions. By testing the platform, the school 

children entered the first level of the engagement model (attending) – they started 

to pay conscious attention to the archive and its material. In addition, they took 

another step in the engagement model and entered the second level (participating), 

meaning they interacted and contributed to creation of content.  

Regarding the other measure, the engagement scale, it is difficult to assess 

whether the school children were unaware, aware, interested, or active engagers 

before testing the platform. However, one can assume that most of them were una-

ware of the disastrous fire in their governmental archive, the benefit and importance 

of archives, and the need for preserving actions, since they had never visited an 

archive nor discussed archives and archival material in school before. 

The focus group discussions opened with the question about what the inform-

ants had learned from the archival documents on the platform. The most prevalent 

answer was that the archive and the archival documents are old and fragile, and in 

the particular case of the Archives of Bosnia and Herzegovina damaged or totally 

destroyed. This strengthens the assumption that the informants were unaware be-

fore playing the game. They also said that they learned to respect the history and 

the valuable archival material, and that there is a substantial need for curation and 

preservation. Several children pointed out that they gained another type of 

knowledge, namely details from the documents: for example names of persons from 

the past, facts about historical events, and that distribution of Communist propa-

ganda was considered a crime by the government in 1921. Two of the informants 

answered that they learned methods for reading, transcribing, and finding important 

details in old documents. Three informants expressed that they had difficulties un-

derstanding the documents, both the language and the content and its context. This 

reveals that they to some extent expected to find thought-out ‘grains of knowledge’, 

sown by their History teacher, me, or the archive. More than one child raised a hand 

during the game testing to ask for the correct answer or solution to the platform 

tasks. This indicates that these informants conceived the platform to be more of an 

educational resource than a crowdsourcing tool. Reasons for this could be short-

comings in the communication of the crowdsourcing aspect of the game, or that the 

game testings and focus group discussions were held in the children’s regular His-

tory class, were they usually are supposed to learn certain predetermined facts. The 

children’s request for the correct answers or solutions also indicates that they are 

more used to instructive learning, as in learning by transmission of knowledge, than 

they are to constructing their own knowledge.  

When discussing what the children found most interesting, a vast majority 

pointed out, more or less specified, the game elements: for example the labyrinth, 

the puzzles, and the ‘firefighting’. Three of the informants thought that the content 
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of the included documents was most interesting. With the engagement model in 

mind – in which the levels are attending, participating, deciding, and producing – 

I note that several children found themselves on the top level, producing; as most 

interesting they pointed out that they took part in documenting and adding infor-

mation to the archive, and thereby contributed to the saving of archival documents. 

Those who expressed these thoughts were also those who were most careful and 

put the most time in completing the tasks on the platform. Using the engagement 

model again to draw the features of the platform’s impact on the children, I note 

that those who explicitly called themselves producers put extra effort into the third 

level of the model; the decision making about resources for content creation. They 

plainly seemed to understand their part in the concept of crowdsourcing.  

All informants, no exceptions, expressed that they would like to see the original 

paper documents in the archive. On the engagement scale, hence, they have reached 

the third level; they are clearly interested. Another indicator of this is that all chil-

dren also showed interest in using the platform again. A few of them expressed that 

they would like to play the game in their spare time too.  

When discussing the destruction of documents at the Archives of Bosnia and 

Herzegovina in 2014, there was consensus among the children that it was a severe 

misdeed committed by villains. Several of them said that the destruction of histori-

cal documents can cause irreversible loss of their common history. Some of the 

informants saw a risk for “distortion of history” and difficulties to “confirm” or 

“prove” “the historical truth”. One of the children referred to the destroyed or dam-

aged material as “our documents”. Thus, at least some of the children seemed, ac-

cording to their statements, to approach the highest level of the engagement scale. 

It is, however, difficult to comment on whether they fully are engagers seeking to 

engage others in caring for the endangered archive. Worth noting is also the con-

cepts of truth and history reflected in some of the children’s answers; they did not 

seem to consider truth and history to be constructed, but absolute. With respect to 

the objectives of archival pedagogy listed by Sjögren and Lundström, the focus 

group discussions indicate that the platform indeed seemed to evoke democratic 

thinking among the school children; they expressed opinions about the state and 

handling of ‘their’ archival documents. Out of the objectives for archival pedagogy, 

the platform also seemed to build empathy to some extent, and it surely familiarised 

use of primary sources.   

In the end of the focus group discussions the informants were keen to discuss 

how the platform can be improved and further developed. The most represented 

opinion was that the game and the tasks on the platform should be harder – be a 

greater, and thus more educational, challenge. This confirms what Kapp states 

about goals, namely that a too easy terminal goal is not preferable, since the game 

ends when the player reaches it. When developing the platform, I considered this, 
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but also that the game must not be too difficult and hence discouraging. The in-

formants also suggested more game elements and more integrated documents, pref-

erable interconnected by a common theme as a certain historical period or an or-

ganisation. One informant specifically suggested documents from the 1990s war in 

Bosnia and Herzegovina.  

Observations made before the formal discussion sessions, when the children 

tested the platform, is worth mentioning. The vast majority of the children were 

very competitive; they commented on each other’s mistakes and successes, and 

acted somewhat stressed. This affected the quality of their task management on the 

platform, I can conclude when evaluating the children’s input in the database. How-

ever, this can also be seen as an indication of engagement. I think that the limited 

time allocated for the playing unfortunately contributed to the competitive atmos-

phere in the computer room. As mentioned, the fact that the testings and discussions 

were held in the school children’s ordinary History class very likely influenced their 

mood. During the focus group discussions the children raised their hands to speak 

and showed each other respect by not interrupting, with few exceptions. I could tell, 

or rather assume, if the children agreed with each other or not from nods, head 

shakings, and other non-verbal responses. When testing the platform, however, they 

more clearly expressed opinions about the platform – mostly that the game was too 

easy and that the documents included were hard to understand – and encouraged or 

taunted each other.  

To sum up, the reception of the platform was positive and all participating 

school children showed interest in the archival material. Due to the informants, a 

disadvantage of the platform is that the game is to easy. Judging by the discussions, 

the children gained knowledge about the archive and details about historical events 

from using the gamified crowdsourcing platform, and were curious to learn more. 

Some of the informants seemed to have reached the top level of the engagement 

model: they were aware and somewhat proud that they not only attended, partici-

pated, and decided but also produced content on the platform. During the testing of 

the platform, however, there were a competitive and ambitious atmosphere in the 

computer room that was not only an indication of engagement, but also a cause of 

generally low quality of input data. Reasons for this can be the limited time reserved 

for platform testing and that it was held in their ordinary History class where they 

usually are expected to ‘perform’. From the discussion, I can conclude that the in-

formants seemed unused to critical thinking and learning by constructing their own 

knowledge – they requested ‘correct’ answers and solutions and expressed their 

care for a historical ‘truth’. Out of the listed objectives for archival pedagogy, the 

platform can, to some extent, be said to have stimulated democratic thinking, build 

empathy, and familiarised use of primary sources. 
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Reception at the Archives of Bosnia and Herzegovina 

A focus group discussion was conducted at the Archives of Bosnia and Herzegovina 

in Sarajevo, with two of the archive staff attending. All staff were informed about 

the focus group discussion and invited, but only two found time to participate. They 

were, before the discussion, aware of the objectives of the platform and some of the 

features of it, since they had assisted me in photographing documents and approved 

my project. The informants were initially shown the platform and offered to test it 

themselves – both the game and the results viewing pages. Thereafter, the prede-

fined questions were handed to the informants. However, the discussion ranged 

widely. I tried not to guide the discussion too much, yet I made sure all questions 

were covered. There was no predetermined time frame. The discussion lasted for 

just over an hour.  

The informants’ general impression of the platform seemed to be positive; they 

showed genuine interest in the idea and expressed well-thought-out opinions. Re-

garding the game and its elements, the staff had only minor comments. The text 

transcription tasks could have been broken down to single words instead of rows, 

one of the staff noted. The informants concluded that displaying longer paragraphs 

could provide understanding of the context, which is important, but at the same time 

it makes the tasks more time consuming and difficult to manage. They also pointed 

out that it could have been clarified that the user must transcribe the text exactly as 

the original writes – with typos and errors. Another comment concerned an anima-

tion on the platform referred to as an archive box, although it looks more like a 

moving box. Overall, the staff praised the implementation of the theme (the burning 

archive) and the game elements. The informants showed the greatest interest in the 

metadata tagging elements; they liked the design and composition and saw how the 

tags could be of use.  

Regarding the results viewing pages and specifically the user log, the archive 

staff suggested that all input data could be linked to the particular user, simply to 

enable seeing who has done what on the platform. On the current platform, the 

email address the user states on the start page is only logged along with time and 

date, and not linked to the user’s transcriptions or tags. This idea expressed by the 

staff says something about their perception of the platform, and their vision for it: 

they seemed to envision future platform users not as just a crowd, but as individu-

ally significant contributors.  

When discussing archival pedagogy – the status of the archive’s current work 

and possible future efforts – they let me know that the only pedagogical activity the 

archive is involved in is an annual visit at the archive for History students from a 

local University. Directly after the fire in 2014, a group of University students vol-

untarily assisted in the clearing work. The staff told that these students tend to visit 

the archive and use the archive’s material more than others. The informants said 

that they see value in public engagement in the archive and thus also in my pilot 
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crowdsourcing project. The archive does not arrange any activities for school chil-

dren. In fact, the staff informed me, children are not allowed to enter the archive 

due to high security regulations, since it is situated in the presidential building. This 

stresses the need for a digital solution, one of the informants stated.  

One of the predefined discussion questions concerned whether the archive staff 

considered archival pedagogy, as in educating about archives and archival material, 

being their responsibility or not. The informants did not give a straight answer. They 

did, however, both implicitly and explicitly express that they are keen to work more 

pedagogically. The staff concluded that the state Archives Law states that the Ar-

chives of Bosnia and Herzegovina must meet needs related to research, but unfor-

tunately few curious questions related to research are directed to the archive. The 

engagement scale introduced in the Theoretical Framework section was primarily 

meant to be applied only to the focus group discussions with school children, yet I 

see how it also can help the analysis of the archive staff’s thoughts: it seems the 

staff had not yet been able to enter the final level of the engagement scale – to 

become engagers. This due to limited resources, time, and the management’s un-

willingness to change and develop, they noted. The latter is exemplified by the ar-

chive director’s unconditional ‘no’ to a generous cooperation proposal from the 

Mormon church’s worldwide digitisation project FamilySearch. The director re-

jected it, even though there was no other solution within reach and it would have 

resulted in financial support for digitising large volumes of the archive’s material. 

One of the staff’s explanation to the decision is that the risk of a potential failure 

outweighs the gains of digitisation for the politically appointed director. 

An optimised version of the gamified crowdsourcing platform would be useful 

for the archive, the informants concluded. An implementation would be viable, they 

stated, but the funding must come from somewhere else than the archive itself, 

simply because the Archives of Bosnia and Herzegovina has no money to invest. 

The funding and a fully-functioning technical solution must come from an external 

part, they concluded. One of the staff pictured a link on the archive’s website to the 

gamified crowdsourcing platform, easily accessible and inviting for teachers. The 

informant further noted that a benefit of a web-based platform is that school chil-

dren and others can access and use it from home. The staff suggested that the results 

viewing pages also should be made accessible with a link on their website.  

The informants were keen to come up with ideas on how to improve the plat-

form and adjust it for future use: they pictured variants of the platform with different 

themes based on their most interesting and endangered documents. Examples men-

tioned were documents concerning Bosnian-Herzegovinian passengers of the Ti-

tanic in 1912, and application documents for re-establishment support concerning 

people who immigrated to Turkey in the 19th century and then returned, poverty-

stricken, to their motherland Bosnia and Herzegovina. The informants also sug-

gested making the platform adjustable for use in different parts of the country, to 
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stimulate engagement and learning; users in Sarajevo could complete tasks regard-

ing documents related to Sarajevo, users in Banja Luka could be asked to transcribe 

and tag documents related to their town, and so on. One of the objectives for ar-

chival pedagogy listed by Sjögren and Lundström is thus applicable here; that it 

promotes local projects and learning over generation borders.   

The staff further thought that integrated maps and photographs could enrich the 

platform, and hence disprove archives being only about plain text documents. The 

Archives of Bosnia and Herzegovina curates many maps and photographs that are 

damaged not only by fire, but by damp and mould, the staff told. Digitisation is 

therefore particularly urgent. When discussing which material is suitable for digit-

isation and inclusion on the platform, the informants seemed to perceive the peda-

gogical values as most important. In their reasoning, the documents that are most 

compelling for the platform users should also be perceived as the most relevant to 

digitally preserve and make accessible to the public. The archive staff had no ideas 

on how to tailor the results viewing pages for their needs, and my impression is that 

they do not think of the platform as a large-scale project and a tool for efficient 

digitisation, but primarily as an opportunity to promote the archive as a source of 

knowledge and establish relationships with History teachers, school children, and 

the public in general. The staff of the Archives of Bosnia and Herzegovina seemed 

to distinguish an overarching objective for archival pedagogy to add to the list by 

Sjögren and Lundström, namely that pedagogical work hopefully can pave the way 

for long-term engagement and by extension legitimise the existence of the archive. 

In summary, the archive staff participating in the focus group discussion 

showed large interest in the gamified crowdsourcing platform, and expressed that 

they would be glad to use it if they had the financial and operational opportunities. 

The informants suggested some adjustments in layout and function, and came up 

with ideas on how to use the platform and what archival documents to include. 

Judging by the discussion, the archive staff clearly consider engagement and learn-

ing among the public to be of high importance, and the project to be beneficial and 

viable. They seemed to perceive the platform more as a pedagogical resource and a 

showcase for the archive, than a tool for efficient digitisation of information. The 

archive staff expressed that engagement and learning is favoured by inclusion of 

interesting text documents, maps and photographs, preferably with local relevance.  

Reception Among History Teachers 

Four interviews with Bosnian-Herzegovinian History teachers were conducted, 

mainly to provide answers to the thesis’ third research question concerning if, and 

how, the gamified crowdsourcing platform could be of use as an educational re-

source. Through the interviews, a series of sub-questions were also examined, such 

as to what extent the teachers use archival material in their teaching, and whether 
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their schools have the technical prerequisites crucial for platform implementation 

in classes. In connection with the interviews, the informants tested the gamified 

crowdsourcing platform and took note of the input data on the results viewing 

pages. This enabled valuable feedback on the platform’s user friendliness.  

One of the interviews was conducted face-to-face on site in Sarajevo. Due to 

time and logistics, it was not possible to interview the other three informants face-

to-face, hence those interviews were done by email. The informants interviewed by 

email were sent links to the game and to the results viewing pages, and a screen 

video showing how the game is played, from first to last step. They were given a 

brief introduction to the platform project; that it is built around historical archival 

material curated at the Archives of Bosnia and Herzegovina, that the input text tran-

scriptions and metadata are compiled in a database, and that their feedback is valu-

able for evaluating the platform as a resource for education. All email interviews 

were conducted partly in chat form, which made it possible for me to ask some 

follow-up questions. This was not planned in advance, but turned out fortunate. All 

four interviews were conducted in English, without any communication problems.  

Regarding the method outlined above, I can conclude that the distance platform 

testing held some difficulties, and the informants asked me for help and guidance 

when testing the platform. In retrospect, this added an interesting insight to the plat-

form evaluation, namely that it is key to give the teachers a profound introduction 

to the platform and its features, so that they in their turn, can be distinct when in-

troducing it to their pupils. Later in this section, I get back to and discuss the obsta-

cles the teachers met and further present their suggestions on how the platform can 

be improved. 

Overall, the teachers showed much interest in the platform and the project. All 

of them happily welcomed new innovative ways of teaching History and stimulat-

ing engagement in archives. Referring to the engagement scale used for assessing 

the school children’s engagement, the four teachers can be said to be on the highest 

level; they are apparently genuinely interested in teaching History and engaging 

their students. Important to hold in mind is, however, that the teachers who partici-

pated in the study probably agreed to do so because they already were somewhat 

engaged in the matter and positive to my idea. Two Bosnian-Herzegovinian History 

teachers, beyond the four who participated, were invited but chose not to test the 

gamified crowdsourcing platform nor answer the questions I sent, without motivat-

ing their decision.  

In the following, the teachers’ answers to the predefined questions are presented 

and discussed, although the answers partly span beyond the questions.  

All informants teach History in secondary schools. They hold academic degrees 

in History, complemented with courses in Pedagogy. The teachers answered that 

they seldom use primary sources such as archival material in their teaching, yet 

primary sources sometimes are included in printed History course books. They have 
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not, in their role as History teachers, conducted study visits to archives with their 

pupils. The platform is highly relevant, one of the teachers explicitly stated, since 

use of primary sources is supported by the curriculum. 

All informants expressed interest in using the gamified crowdsourcing platform 

in their teaching. Two of the informants seemed to picture using it in workshops-

like classes. One of the teachers, who teaches children between 11 and 15 years old, 

perceived the platform as being more suitable for the older children. Only pupils 

aged 14-15 years old would be able to complete the tasks carefully enough and at 

the same time gain knowledge and understanding from it, the teacher thought. All 

teachers pointed out the metadata tagging part as most relevant. 

Their schools have the technical equipment required – a number of computers 

with Internet connection – yet limited opportunities to regularly use it for History 

teaching. One of the teachers told that the sole computer room in the school must 

be pre-booked, and that it is not meant for History classes. This informant further 

pointed out that the children are ahead of the school and the teachers when it comes 

to technical devices and the use of them; since most children have their own 

smartphone, the platform would have been more accessible for them if it was built 

especially for smartphones, the informant said. Two of the teachers let me under-

stand that use of computers is normally reserved exclusively for classes in a certain 

school subject, called Multimedia or Informatics.  

The teachers come up with a number of ideas on how the platform could be 

integrated in their teaching, without violating the determined intended learning out-

comes of the History subject. One of the teachers provided a thought-through rea-

soning on how the gamified crowdsourcing platform could be integrated in the strict 

predefined plan for the History subject. The History education is divided into 

themes or periods – the medieval period, the renaissance, and so forth – and these 

are assigned a certain amount of hours each. Hence it is difficult to make time for 

platform use beyond the curriculum. The platform and the historical documents on 

it must therefore be fitted into the predefined themes. The informant suggested a 

flexible platform divided into parts or levels with documents arranged chronologi-

cally, to which teachers easily could upload some contextual information, such as 

a brief introduction text about the era, along with for example a map, a photograph, 

or an organisation tree. Given this flexibility, the teacher seemed to picture that the 

platform could be used regularly, as part of every theme in the curriculum. Classes 

in the computer room could have a very positive effect on the children’s learning, 

the teacher said. By managing tasks on the platform, the children could get histori-

cal stuff “to tie their knowledge to”, and thereby deepen their understanding. In 

general, they get more motivated and engaged when using computers, compared to 

books, the teacher added. Two of the objectives of archival pedagogy listed by 

Sjögren and Lundström are here stressed, namely the familiarisation of use of pri-

mary sources, and the compatibility with the intended learning outcomes for the 
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History subject. One of the interviewed teachers suggested that a future ready-to-

use platform could be introduced at a meeting or seminar of the History Teachers’ 

Association in Bosnia-Herzegovina. Thereby, the compatibility with the curriculum 

could be broadly anchored in the teachers’ community, and teachers could be en-

couraged to use the platform and instructed in how to use it.  

A few ideas on what kind of documents to include in the platform were pro-

vided by the teachers. One informant suggested royal charts, which testifies to for-

mer rulers’ authorities and empires, because they are central to understand power 

structures in the region’s history. They are furthermore important to transcribe and 

tag, the teacher added, since they could be of much interest to the broad public. One 

of the listed objectives for archival pedagogy – promotion of engagement in local 

history – is clearly valued by this teacher. The teacher also seems to be highly aware 

that using the crowdsourcing platform implies production of valuable content and 

enables access to historical information.  

All teachers expressed a need for a more explicit objective; to get the best out-

come possible the children must very clearly be presented the goals and their role 

in achieving them, all of them pointed out. This goes hand in hand with Kapp’s 

reasoning, that clearly stated and reachable goals are the most motivating. The 

teachers’ main focus is, of course, the pedagogical gains, and they seem to perceive 

the act of co-producing text transcriptions and metadata tags – the concept of 

crowdsourcing – as being beneficial not only for the archive and the public, but for 

the children’s prospects to learn.  

In conclusion, the gamified crowdsourcing platform can be used as a resource 

in History education – the interviewed teachers expressed much interest and pointed 

out advantages as well as areas of further development and improvement. The 

schools’ technical prerequisites enable use of the platform, however, the possibili-

ties to use computer rooms in History classes are somewhat limited. All informants 

stated that there is support in the Bosnian-Herzegovinian curriculum for the History 

subject for using the platform, if the documents included are informative and 

grouped chronologically. Further suggestions from the teachers were to clarify the 

goals, both of the game and of the whole crowdsourcing project, and to allow teach-

ers to add contextual information to the platform before launching it to school chil-

dren. The study method in itself – the face-to-face and email interviews – exposed 

the need for a thought through, consequent, and clear way to inform teachers of the 

idea of crowdsourcing and instruct them in how to use the gamified crowdsourcing 

platform. 
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Final Discussion 

The study results – and the aim and research questions from which they are derived 

– are recapitulated and discussed in this section. The results are reviewed in the 

light of the utilised methods, and other circumstances forming the basis of the thesis 

project. Possible implications of the results of the platform development, focus 

group discussions, and interviews are discussed and analysed. The final discussion 

is rounded off by a general conclusion; a point of departure for real practical imple-

mentation of a gamified crowdsourcing platform, and for further research.  

The thesis aim is to develop a gamified crowdsourcing platform for transcrip-

tion and metadata tagging of digitised text documents, and further to examine 

whether the platform can stimulate engagement in archives and be used as an edu-

cational resource. The research questions are: 1) What technical solutions are suit-

able for developing a small-scale, low-funded, gamified crowdsourcing platform 

for text transcription and metadata tagging? 2) Can the gamified crowdsourcing 

platform stimulate engagement in archives among the users? If so, in what way? 3) 

Can the gamified crowdsourcing platform be used as an educational resource? If 

so, in what way?  

The aim of the thesis is met. The answers to the research questions are discussed 

below, one by one, and thereafter in combination. 

Research Question 1 

The technical solutions I found suitable for developing a gamified crowdsourcing 

platform for text transcription and metadata tagging are the following. 

The developed platform is web-based, coded in HTML (Hypertext Markup 

Language), CSS (Cascade Style Sheet), JavaScript, and PHP (Personal Home 

Page). It consists of a game interface for users, a simple database in HTML format, 

and another interface for results viewing and searching for administrators.  

The platform was made web-based for availability and efficient database man-

agement. The markup language HTML, alongside with the style sheet language 

CSS and the scripting language JavaScript is a standard combination for the web 

and suited the objective of the gamified crowdsourcing platform well: very simpli-

fied, the HTML code dictates the content, the CSS code the style, and the JavaScript 

the dynamics. The game interface consists of a number of pages dynamically linked 

together by JavaScript functions: the user leads an archivist through the rooms of 

the archive, assists the archivist in combining document pieces, fights the fire by 

transcribing endangered text documents, types document metadata to archive eti-

quettes, and put transcribed and tagged documents in an archive box.     
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The database management – the compilation of text transcriptions and metadata 

tags from the game interface – is enabled by the server-side scripting language PHP: 

the HTML element form, handled by a JavaScript function, constitutes the basis for 

input of transcriptions and tags. When the user is finished inputting a transcription 

or tag, and clicks a button, the JavaScript function runs a string of PHP code which 

writes the input transcription or tag to a database file. PHP code also enables sorting 

the input data and viewing it in the administrator’s interface, in a satisfactory way. 

I consider the database as sustainable and hence suitable for long term preservation, 

since it is in HTML format which also can be read as plain text. These technical 

solutions for a gamified crowdsourcing platform do not require any software or 

programs, apart from a server with access to FTP (File Transfer Protocol) support-

ing PHP. A free webhost is used for this pilot project. An own dedicated server 

would, however, be more suitable for a possible future platform involving more 

documents and hence a larger results database.  

The main criteria for the gamified crowdsourcing platform are successfully 

met: many users can simultaneously transcribe and tag text documents embedded 

in a series of game elements. When discussing the result, and the implications of it 

for future implementation, it is however certainly important to consider the condi-

tions of the platform development. I entered this project without any knowledge of 

coding. Within the limited time frame reserved for the thesis, I got no practical help 

whatsoever with the platform development, but learned myself from reading and by 

doing. One way of developing a gamified crowdsourcing platform is presented in 

this thesis – the developed platform is my answer to the thesis’ first research ques-

tion. It is important to note that I cannot state whether the chosen solutions are the 

best possible, since this is not a comparative study. In order to discern the optimal 

solution, further research including coding and testing is required. 

Research Question 2 

The gamified crowdsourcing platform can stimulate engagement in archives among 

school children in following ways. 

The stimulating means used for engaging platform users in archives are the 

game elements, the concept of crowdsourcing where users are taking part in an im-

portant common strive, the platform’s documents themselves, and the archive’s se-

vere situation. The above means facilitate reaching the goal, judging by the focus 

group discussions with school children. I can further conclude that the technique in 

itself – the use of computers in History classes – also seemed to contribute to the 

school children’s interest and engagement.  

The definition of engagement, and particularly engagement in archives, used in 

this thesis is worth recapitulating: a very engaged person pays conscious attention 

to archives and archival material, interacts with it, make decisions about it, and 
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produces it. Furthermore, this person is not only aware and interested in archives 

and archival material, but seeks to engage others. Add to this a sense of enjoyment, 

curiosity, and meaning-making.  

The engagement among the school children was reflected in statements during 

the focus group discussions. The children concluded that the documents on the plat-

form are old, and therefore valuable and important to preserve. One of them called 

the documents “our documents”, and a number of them expressed that they con-

ceived themselves saving information for the future by playing the game. There was 

consensus among the children that the destruction of the Archives of Bosnia and 

Herzegovina in 2014 was a severe misdeed committed by villains – the archive and 

its documents were put at risk and partly destroyed, the children indignantly con-

cluded. When reflecting upon the children’s statements, it is, however, important to 

hold in mind that the platform contains explicit messages about the “disastrous” fire 

in the archive and the need for their valuable help. 

All participating children showed interest in reading the original paper docu-

ments, and some of them also said that they would like to read other documents and 

learn more about the historical context. Another indicator of engagement is that all 

children expressed interest in using the platform again, some of them also in their 

spare time. Here an adequate question comes to light, namely weather the children 

actually became engaged in the archive and its material, or just in the game. Allow 

me to quote Gabe Zichermann and Christopher Cunningham again: “[With gamifi-

cation,] everything has the potential to be fun”.123 Nevertheless, in the results from 

the focus group discussions, there are support for stating that the platform stimu-

lated the school children’s engagement, not only in the game elements, but in the 

Archives of Bosnia and Herzegovina and its documents. Given the used definition 

of engagement, it can be said that the act of platform use is engagement in itself, 

since participation in crowdsourcing involves production of content.  

Even though the platform engaged the users to some extent, there is room for 

improvements. The school children expressed very clearly that they wished the 

game to be harder, involving more game elements and more documents put together 

in context. I can conclude that the crowdsourcing platform simply could have been 

more gamified, with more challenging tasks, more levels with increasing difficulty, 

and maybe a scoreboard or the like.   

The staff of the Archives of Bosnia and Herzegovina suggested that a local 

approach, with integrated maps and photographs, could increase the users’ engage-

ment. During the focus group discussion with the archive staff it became clear that 

they are keen to build relations to and engage the public, but are lacking organisa-

tional and economic resources to do so. The importance of a digital platform is 

stressed by the fact that children are not allowed to visit the physical archive due to 

                                                 
123 Zichermann & Cunningham (2011), p. 2. 
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security regulations. When discussing the platform, the archive staff seemed to per-

ceive the platform more as a tool for engagement and learning than for gathering 

transcriptions and metadata of digitised documents. As of today, they do not have 

a user group asking for digitised documents and the opportunity to search among 

them. The first step must therefore be to reach, engage, and thereby form a potential 

user group of the archive. This is important to hold in mind for possible future prac-

tical implementation or research. 

Research Question 3 

The gamified crowdsourcing platform can be used as an educational resource in 

following ways. 

Let me begin by outlining the incentives for using the platform as an educa-

tional resource – answering why before going into how. Due to the interviewed 

Bosnian-Herzegovinian History teachers, one of the intended learning outcomes of 

the History subject is familiarisation and use of primary sources. Furthermore, all 

teachers welcomed the digital platform and expressed a need for new tools for 

teaching History in a fun and pedagogical way, since they normally are rather lim-

ited to traditional teaching methods. Another incentive lays, of course, in the inter-

est of the Archives of Bosnia and Herzegovina and the county’s Archives Law stat-

ing that the archive must meet needs related to research. A gamified crowdsourcing 

platform could serve as a free educational resource for schools, and at the same time 

as cheap task management for the archive – judging from the feedback from teach-

ers and archive staff, a future implementation has potential to be a win-win project. 

The archive staff’s hope is further that the engaging potential of the platform would 

bring positive long-term effects for the archive and strengthen their role as a gov-

ernmental cultural heritage institution.  

The educational features of the gamified crowdsourcing platform were re-

flected in the school children’s discussions: they expressed that they had learned 

about the archive and the endangered documents, about historical events addressed 

in the documents, and additionally how to read, transcribe, and tag historical docu-

ments. This wide range of answers indicates that the platform has potential to pro-

vide different kinds of skills and knowledge, from historical details to practical vir-

tues such as preciseness. The children also expressed understanding, and even 

pride, of the need for their help in preserving the historical information – which is 

a lesson in itself.  

Many of the children requested correct answers or solutions to the tasks on the 

platform, which indicates that they are more used to instruction than to construct 

their own knowledge. There is reason to consider the study method – that the focus 

group discussions with school children were conducted in the children’s ordinary 
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History classes led by their History teacher – and its effects on the result. The chil-

dren’s requests for context, more information, and more documents – their curiosity 

– can also be seen as a sign of engagement.  

If launching a platform in the future, aiming to be a popular educational re-

source among History teachers, the context of the classroom must be taken into 

account, searched, and understood; the crowdsourcing tasks must be tailored to fit 

the curriculum for the History subject. The interviewed teachers showed interest in 

the platform, saw advantages in the digital format, and pictured it being used regu-

larly as part of the ordinary classes. The archive staff, on their hand, pictured links 

on their website to platform content divided into themes or historical eras, which 

corresponds very well with the structure of the curriculum. 

Conclusion 

In the introduction to this thesis, I wrote about an intrusive problem: large volumes 

of historical archival documents lay damaged, sooty, and wet in the Archives of 

Bosnia and Herzegovina in Sarajevo. My thesis, I claimed, is an attempt to be part 

of a solution to this problem. Rounding off the thesis project, I can conclude that I 

managed to develop and present a possible solution to a part of the problem and in 

addition to study the perception of it in different groups, but I can also conclude 

that I ran into two sub-problems on the way: firstly, the governmental archive of 

the Republic of Bosnia and Herzegovina does not allow children to enter their fa-

cilities, and secondly, Bosnian-Herzegovinian History teachers lack methods to fa-

miliarise use of primary sources among their pupils – a mandatory part of the cur-

riculum. A future implementation of the gamified crowdsourcing platform has po-

tential to be part of a solution to these sub-problems too.  

The results of this thesis show that crowdsourcing is not just about sourcing out 

tasks to the crowd in order to save time and money; people’s participation and co-

creation of content could further tie a bound between them and the institution and 

stimulate long term engagement. The concept of crowdsourcing gains from being 

clearly communicated, I suggest. The users should not be lured into participating, 

but convinced that their help is needed and important and thus feel glad to contrib-

ute. The platform testing and focus group discussions with school children accen-

tuated that it is not realistic to expect users, especially not if they are children, to 

transcribe and tag carefully if they are not aware of the overarching goal of the 

tasks. Gamification can be a way of successfully making the goal understandable 

and concrete.  

The end point of this thesis constitutes a starting point for further research and 

preparations for practical implementation. The technical solutions for a gamified 

crowdsourcing platform presented here must be complemented by, first and fore-

most, a system at the archive for administrating the database of text transcriptions 
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and metadata tags. This includes deciding what type of metadata that shall be gath-

ered, and setting up a simple and sustainable e-archive suitable for both public view-

ing and long-term preservation, along with an archival inventory. Even though I 

found that no OCR software could be of help in transcribing the fire-damaged text 

documents, it may be so in a couple of years if the future brings new technical 

developments.  

The prospects that the Archives of Bosnia and Herzegovina will take the pro-

totype further and launch a gamified crowdsourcing platform in the future depend 

on external financial support, even though I do not assess it very costly to launch a 

small-scale platform to be used in History teaching in local schools. Such a platform 

would not save all document piles from their fatal destiny, but first and foremost 

stimulate engagement and learning and by extension create a community caring for 

the interests of the archive. Dreaming big, a future step could be expanding the 

platform user base beyond the class rooms. Technically, it would mean hardly any 

adjustments. It would simply be about changing the promotion. I believe that peo-

ple’s willingness to participate in actions for the benefit of human rights or the en-

vironment, for example, could as well find expression in the cultural heritage sector: 

I imagine that many people would be glad to take part in saving endangered histor-

ical documents, if they were given the chance, in a simple and fun way.  

To initiate and carry out this project being an archivist, not a programmer, has 

been a voyage of discovery, into the too extensive black box of digital opportunities. 

I can, hardly surprisingly, conclude that specialised programming competence 

higher than mine is needed for a fortunate practical implementation. However, the 

developed technical solution for a gamified crowdsourcing platform serves very 

well as a proof of concept. I argue that I could not have presented, or even formu-

lated an idea of, the platform concept without a concrete technical solution.  

The wide-scope approach – to include school children, archive staff, and His-

tory teachers in the study – gave multiple perspectives and profound findings. Re-

garding all three groups, a larger number of informants would have been preferable. 

It was, however, not viable timewise. 
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Summary 

The aim of this thesis is twofold: 1) to develop a gamified crowdsourcing platform 

for transcription and metadata tagging of digitised text documents, and 2) to ex-

amine whether the platform can stimulate engagement in archives and be used as 

an educational resource. The case of the thesis project, conducted with an action 

research approach within the field of Digital Humanities, was the governmental 

Archives of Bosnia and Herzegovina in Sarajevo, and its archival documents which 

were damaged in a fire in 2014.  

A gamified crowdsourcing platform was, along with being a tool for efficient 

text transcription and metadata tagging of endangered documents, perceived to have 

potential to stimulate learning and engagement in archives among the users. Focus 

group discussion and interviews with Bosnian-Herzegovinian school children, His-

tory teachers, and the staff of the Archives of Bosnia and Herzegovina were con-

ducted to examine the potential of the platform.  

Theories about engagement, archival pedagogy, and gamification guided the 

platform development. The developed platform consists of a game interface, a da-

tabase, and an interface for results viewing and searching. It is web-based, and 

coded in HTML, CSS, JavaScript, and PHP. The technical solutions enabled a well-

tailored game interface and simple but efficient database management.  

The platform stimulated engagement among the school children who tested it. 

They expressed interest in reading and learning more about archival documents, in 

long-term preservation of information, and in the archive’s mission and future. The 

platform could further, judging from the focus group discussions and interviews, 

well serve as an educational resource, although some areas of improvement were 

pointed out. The History teachers showed interest in using the platform in their 

teaching, and found support for it in the curriculum for the History subject.  

This thesis project can be considered a point of departure for a future practical 

implementation of a gamified crowdsourcing platform for text transcription and 

metadata tagging. However, a general optimisation of the technical solutions is re-

quired, and some organisational and financial resources for doing so. The fact that 

the Archives of Bosnia and Herzegovina cannot invite children to visit the physical 

archive even further motivates a digital platform. The archive staff who participated 

in the focus group discussion was very positive to the idea, and saw an urgent need 

for ways to form an engaged user group with a long-term perspective.  

This thesis shows that crowdsourcing is not just about sourcing out tasks to the 

crowd. Co-creation of content could furthermore stimulate learning and engage-

ment, and thereby tie a bound between the public and the archive. Gamification can 

successfully make the overarching goal of crowdsourcing understandable and con-

crete for the platform users. 
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