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The Humanities
“at large”

do they really matter at all?



the stakes
contemporary matters of common and pressing human 

concern



themes
the challenge of thinking beyond specialized expertise

grounding the present in history
the role of academics and the university



Stanford Humanities Lab
an abecedarium

animating the archive (Archive 3.0)
building bridges to a bigger picture

collaborative cocreation



Stanford d.school
human-centered design

design thinking



Strategic Planning
Museums and The Archive

Design



Strategic Planning
thinking creatively about the future

what role for the Humanities?

for surely science and technology are not enough



my archaeological 
standpoint



Rome
- the end of empire

in the northern borders









thrown

in medias res
the juxtaposition of the mundane and the apocalyptic, the 

trivial everyday and the historical, material entropy and human 
agency

the forensic challenge - 
“at a scene of crime anything could be relevant”

a question therefore of the role of the analyst/author



the (new) relevance of 
world history

considering long term trends
history and genealogy as a basic for big thinking

but there is more than model and narrative - and it’s about 
process and human being



Stanford Strategy Studio
countering a common experience of strategic thinking

- future orientation and short-term perspectives

instead grounding foresight in historical and human awareness



risk society
a modern experience of risk and threat



risk society

the Napoleonic State
research and knowledge-based

data gathering rooted in surveillance

expert abstract/universal systems of knowledge

statistical calculation, pattern identification, 
intervention

future orientation - risk assessment



risk society

doubt, blame, insecurity
tradition, Fate, God are no longer history’s agents

deep ontological insecurities have arisen - 
(manufactured) threats to everything

human agency and responsibility (not least for one’s 
own actions) raise questions of culpability when 
things go wrong

for even the dead aren’t safe



risk society

disciplinary crisis
challenges to the authority of science and to the 
independence of the academy

questions raised of agency and the motor of history 
(just what forces are driving change?)

debates about the applicability of universal and global 
systems of knowledge to local interests and specific 
contexts

deep and radical reframing of theory and 
methodology, when we can no longer assume that 
anything can be assumed



risk society - current experiences

neoliberalism,
neo-conservatism and 

the failure of government



strategic thinking

Humanities-based innovation?

focus - human involvement in things - human being

focus - agency, tradition and change

awareness - of this “modern” condition (risk society)

attitude - located and pragmatic
(cf methodological, dogmatic, disciplinary)



Daimler Chrysler and the 
car of the future

a case study





agency - it’s not who you are that governs what you 
do and use - it’s what you do and use that makes 
you who you are

narrative - a central structuring principle

assemblage - the artifact as dispersed/distributed 
network

(im)materiality - (the car as media event) - the 
implication of tangible and intangible qualities

ethnography - constant listening, watching, engaging

foresight - flexible and adaptive, rather than 
foretelling



the importance of the cultural imaginary in an elision 
of the tangible and the intangible

maintaining a rich storehouse - a manifold of qualities 
of experience - the Archive

these as a basis for storytelling (cf overdramatized 
narrative)

authoring/making at the heart of human agency

the dispersed/distributed character of human being

thinking freshly with the Humanities



where do we start and how do we do it?

assets - the animated archive
- home of the Muses

pragmatics - design thinking - collaborative, 
experimental, human-centered cocreation

Humanities-based 
innovation
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increasing the critical effect/impact of the Humanities



the basis for achieving this greater critical effect
- a convergence -

Design and the Humanities
because we are all (creative) authors



the importance of the cultural imaginary in an elision 
of the tangible and the intangible

maintaining a rich storehouse - a manifold of qualities 
of experience - the Archive

these as a basis for storytelling (cf overdramatized 
narrative)

authoring/making at the heart of human agency

the dispersed/distributed character of human being

thinking freshly with the Humanities
(in this convergence)



where do we start and how do we do it?

assets - the animated archive
- home of the Muses

pragmatics - design thinking - collaborative, 
experimental, human-centered cocreation



Museums and
The Archive



Archive 3.0
- animating The Archive

The Museum
- home of the Muses - inspiring innovation



sea changes in
cultural heritage

stewardship and cocreation



architecture



engagement



new media
Web 2.0 technologies

social software and peer to peer authoring

media materialities - mixed realities

ubiquitous media



media
the architecture of experience

we inhabit media



the photography of
Edward Burtynsky





a participatory web site 
(wiki)

70k interactions over the exhibition

discussions, tagging, annotations, links

wiki as creative collaborative “content management”











Behind the Locked Door
working with a collection









Life Squared
an animated archive in an online world























Archive 3.0



archive | architecture | archaeology



new prosthetic 
architectures for the 

production and sharing 
of archival resources

remix
rich engagement

cocreative/participatory regeneration



project and performance based learning

research networks and hybrid alliances

agile management

design and output based



traumwerk - collections are the stuff of dreams





mixed realities
what has gone, what remains, what we hope for



memory and archive
ichnography and archaeology



the museum
creative design space
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Design
and The Humanities



increasing the critical effect/impact of the Humanities



the basis for achieving this greater critical effect
- a convergence -

Design and the Humanities
because we are all (creative) authors



design thinking
the process/pragmatics of this convergence



archaeology
design studies - design history

(rather than material culture studies)



archaeologists don’t 
discover the past - they 
work on what remains

archaeology - a mode of cultural production
(creative) authorship



Stanford d.school
human centered design







design
design awareness

design skills
design thinking
design research



human-centered design
anthropometrics

ergonomics
human factors

(behavioral psychology and cognitive science)



human-centered design 
needs the Humanities

a field of creative authorship (innovation)

focused on anthropometrics and behavior

in need of a broader conception of human being and the 
world of things



design thinking
a process - modus operandi - a menu of methods

a pragmatics
(know-how applied to particular situations/objectives)

in creative productive authorship

simultaneously research, pedagogy, practice















“show don’t tell”
a process example







RES
the things as assemblage - process - gathering







the “T” scenario
mobilizing collaborative authoring/design



The REVS Program at 
Stanford

CARS (Center for Automotive Research at Stanford)
VAIL (Volkswagen Automotive Research Laboratory)

Stanford Libraries
Stanford Humanities and Sciences

Stanford d.school

Chris Gerdes, Clifford Nass, Michael Shanks





museum
a mixed reality collection and associated research program 

informing design





the artifact
as a gathering of human experience





the automobile
in an archaeology of the contemporary past

an icon of recent human experience

total social fact





science and technology 
studies

understanding path dependencies and interconnections





crowd sourcing an 
artifact

communities of tacit knowledge and experience





the future of 
automobility

understanding the human experiences

as well as the technological challenges





follow the story at mshanks.com


