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Abstract
This thesis documents an investigation that explored the use of narrative and material
culture to present aspects of women’s lives from eighteenth-century Cork city to a
twenty-first century museum audience. There were two objectives of this research.
The first was to create a catalogue of elements from material culture through which
these women’s lives would be revealed. The second was to use narrative to make this
information accessible and engaging.
This research is linked with Nano Nagle Place, a heritage centre in Cork city that
opened in 2017. The centre documents the life of Nano Nagle, an eighteenth-century
philanthropist who, in direct contravention of the Irish Penal Laws, provided
education to the Catholic children in Cork City (Murphy, 1845, p.17). When not
teaching, she spent her time – and money – on the poor and sick of the city.
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Eighteenth-century Cork was a thriving port city and home to a number of wealthy
women. Yet, despite the trade and commerce the city also housed many poor and
marginalised people. The content of this research is concerned with aspects of the
social and economic environment in eighteenth century Cork city that impacted on the
lives of women from both rich and poor sections of society.
The methodology explored different approaches to narrative as a part of a design
strategy. This strategy moved through three design phases as it explored methods for
engaging audiences. The first phase involved an author-led didactic approach and
proposed a series of historical fictional narratives. The second phase introduced a
game that used blocks for visitors to build their own stories. The final design provided
the museum visitor with curious, material objects together with related clues. The
visitor was encouraged to interpret the objects to access historical information
themselves. Parallel to this, the use of material culture progressed from textual and
illustrative examples of material artefacts to presenting tangible, actual objects.
While the first two phases of design were aimed at the general visitor, the final phase
was targeted at primary school children as part of the museum's educational
programme. In order to increase the opportunities for engagement with this audience
the project concentrated on subject matter that was unusual, unsavoury or gruesome
and explored methods for further engagement by focusing on self-directed learning,
playfulness and communication through multiple modes. The final phase was tested
with a group of primary school students in March 2017.
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Chapter One – Introduction

This research is linked to a heritage centre, Nano Nagle Place, which honours the life
of an eighteenth-century female philanthropist, Nano Nagle, who lived and worked in
Cork city. The project aimed to use visual narrative as a means of communicating
aspects of the social and political environment in eighteenth-century Cork that
impacted on the lives of women. Various onsite facilities in the heritage centre were
available, namely: the permanent exhibition space, the temporary exhibition space,
the education room, and the other locations dedicated to the delivery of educational
content and workshop activities.
1

1.1 Nano Nagle Place
Nano Nagle was born into a wealthy Catholic family in 1718. Eighteenth-century
Ireland was a troubled place for such old Irish families. The Penal Laws , which were in
1

force at this time, imposed many civil restrictions on the Catholics of the country. Using
her personal wealth Nano opened seven schools for Catholic children. At night she
would visit the sick and the elderly, bringing them food, medicine and comfort.
Realising the need for a group to continue her work after her death, Nano founded the

Sisters of the Presentation of the Blessed Virgin Mary (Presentation Sisters). She
acquired a site on Douglas Street where she built the first convent. A cottage on this site
remained Nano Nagle’s home until her death at the age of 66 in 1784 (Walsh, 1959).
In 2017, the Douglas Street site was redeveloped and renamed Nano Nagle Place.
This public space is now a centre for a range of amenities. The original chapel houses
a heritage centre that tells Nano Nagle’s story. Historic buildings on site have been
preserved and new buildings, such as a Garden Room Café, have been added. The
gardens have retained original features such as The Novice’s Walk and old graveyard.
These older spaces integrate with newer contemplative areas offering visitors a
peaceful place in the heart of the city. The gardens are also home to Nano Nagle’s
tomb that historically has been a place of worship and commemoration. Nano Nagle

Place aims to continue in the spirit of its founder and offers educational and spiritual
developmental courses for local community groups and charities.

1.2

Aim of research

The historical period in which Nano Nagle lived was one of socio-economic divide
– a divide that Nano Nagle herself crossed over the course of her life. In her early
years, she enjoyed the trappings of wealth and she continued to have access to a

An act of 1695 barred Catholics from teaching school, and a measure of 1709 imposed further penalties on
anybody found guilty of this offence. This ban was not removed until 1782
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large personal income throughout the course of her life. However, she chose to
spend this money on philanthropic endeavours and lived in a frugal manner herself
(Walsh, 1959).
While Nano Nagle Place provides the visitor with some background information
about the social conditions of the city, this research intended to look at the situation in
greater detail, concentrating specifically on the lives of women. It was intended to
cover aspects of women’s lives, such as how they spent their free time, how they
entertained themselves, what they wore, what they ate and how they decorated their
homes. The intention was to consider how both rich and poor women lived and to
develop a catalogue of elements from material culture from both these sections of
society. The research intended to present this information to a twenty-first century
museum visitor in order that they might visualise how life was for eighteenth-century
women living in Cork.
The project aimed to develop a design approach that could present this information in
an engaging manner. Narrative strategies were considered to provide structure and
induce engagement. Early designs focussed on author/designer-led narratives
featuring fictitious female protagonists engaging with aspects of eighteenth-century
material life. As this author/designer-centred approach developed, the elements of
material culture gradually began to take centre-stage, until eventually material objects
themselves were presented and the museum visitor invited to self-narrate to make
sense of these objects.
It was intended to utilise the various onsite facilities of Nano Nagle Place to
communicate with its target audience, namely: the permanent exhibition space, the
temporary exhibition space, the education room, and the other locations dedicated to
the delivery of educational content and workshop activities.

3

The investigation intends to contribute to the existing field of visual narrative in art
and design by portraying social history in a manner which allows audiences to
discover stories for themselves.
1.3 Structure of thesis
Chapter Two, Literature Review, aims to provide an academic background to the
investigations carried out in narrative, material culture and design and begins to
outline how knowledge gained in these areas might inform the creation of a museum
piece to be used by Nano Nagle Place. It discusses how narrative can serve as a
cognitive structure and a means of communication, as well as aiding people in
framing and understanding their perceptions of the world (Richardson, 1990, p.21).
The chapter looks at how examining material culture and the objects with which
people surround their selves can provide information on how they live (Grassby,
2005, p.591). The Literature Review concludes by examining how design can
enhance participation and engagement between the historical information and the
museum visitor.
The manner in which the research was carried out is described in Chapter Three,

Methodology. This chapter details how the historical information, employed as content
for this project, was collected and catalogued. The chapter discusses three design phases
that were executed, and the methods used in each to feature material culture. The
chapter covers the presentation of these designs to a group of stakeholders of Nano

Nagle Place and how one of the designs was selected to progress. The chapter
concludes with details of how this design was developed and tested.
Chapter Four, From Didacticism to Play covers the findings of this research. The
chapter examines the three design phases, and how the use of narrative moved from
an author-led didactic position to one where the museum visitors were encouraged to
be playful and to make sense of the information for themselves. The chapter discusses
how the use of material culture progressed from textual and illustrative examples of
4

material artefacts to tangible, actual objects which permitted interaction and
engagement. The chapter concludes discussing how the provision for self-directed
learning brought about the greatest engagement.
Chapter Five, Conclusion, discusses how the questions raised by the objectives of the
research have been answered, and provides details of further testing that is being
currently undertaken. The chapter finishes with recommendations for future work.

5

Chapter Two – Literature Review

2.1

Overview

The intention of the research was to introduce a portrait of women’s lives in eighteenthcentury Cork city, and to present it in an engaging manner for a museum audience.
Study of material culture provided much of the information about women and how they
spent their time, while contemporary narrative theories were examined as a method of
providing structure and to hold the audience interest. Consideration was given to design
strategies that encouraged participation. This chapter aims to provide an academic
context for the role of narrative, material culture and design in the project.
It has been recognised that humans define their experiences within the context of
narratives (Brooks, 1984, p.3). These narratives serve as cognitive structures and a
means of communication, as well as aiding people in framing and understanding their
perceptions of the world (Richardson, 1990, p.21). Narrative is present in our writings,
our conversations and even our memories.
6

Material objects are physical data that may be interpreted and used to construct theories
about past activities or lifestyles. These objects are not only products, but also shapers,
of human activity, needs and values, and consequently provide information about the
daily activities and lifestyles of the people who used them (Harvey, 2009, p.5). Studies
of the production and consumption of objects have contributed significantly to our
understanding of historical societies and how and why both developed in particular
ways. Close examination of specific items, or groups of items, have also provided
insights into individual and social lifestyles and values. The material culture of the
eighteenth century therefore provides an important anchor to connect a museum
audience with the lives of women in eighteenth-century Cork city.
The design goal was focused on conveying historical information to a museum visitor
in an engaging manner. Traditionally, museums have communicated information by
staging exhibits to tell a certain story. Period rooms or dioramas can transport the
visitor to different times and places, and ‘exert covert power through a sense of
authenticity’ (Roppola, 2012, p.17). Other museums may employ ‘living history’
where staff may be dressed in historic costume, or visitors encouraged to step into an
historic role, such as a servant or housewife, and engage in an everyday activity such
as cooking or cleaning using traditional methods from the past (Anderson, 1992,
pp.456-470). Donald A. Norman, currently Director of the Design Lab in the
University of California, has highlighted the importance of design in how people
interact with the material world (2013, p.8). Envisioning a museum as a place of
interaction between people and artefacts has led designers to focus on engaging
people with their own personal experiences of museum collections and creating
exhibitions which can be more open to visitors’ interpretation and participation
(Giaccardi, 2011, pp.17-21).
7

This chapter aims to provide an academic background to the investigations carried out in
narrative, material culture and design and begins to lay down how knowledge gained in
these areas might inform the creation of a museum piece to be used by Nano Nagle Place.

2.2

Narrative

2.2.1 Narrative – from literary structure to mode of thought
Narrative, which is found in most human endeavours, has historically been concerned
with oral and textual storytelling and song. Literary genres have developed from
poetry, drama and prose to include many subgenres, such as the novel. Indeed, during
the eighteenth century, the period of interest in this research, the novel developed into
‘the most significant, most popular, and most highly regarded genre of literary
expression’ (Carter & McRae, 1997, p.253). Different types of novels appeared in the
eighteenth century including the epistolary novel, the sentimental novel and the
novella. The novella originated in Italy during the Middle Ages and was often gathered
into collections using a frame story to unify the tales around a common theme (Allaire,
2003, pp.1-5). While a novel may have a number of subplots, a novella’s plot structure
is usually restricted to a single, suspenseful event (Cariou, 2000, p.835).
In the nineteenth century, Gustav Freytag (1816-1895) diagrammed a typical story’s
plot using a pyramid shape to describe the beginning, middle and end with the
suspenseful event or turning point occurring at the end of the middle. This three-act
format is a basic narrative structure and follows a standard format: the first act sets
the scene (the world is shown in balance); then it is ruptured in the second act (some
unexpected or terrible event); after which the protagonist tries to fix it, at first
unsuccessfully (complicated action); before a climax and resolution is reached in the
8

third act (end or denouement). From Jane Austen’s Pride and Prejudice (1813) to
Andrew Stanton’s and Pixar’s Finding Nemo (2003) this three-act structure continues
to be successfully employed. This approach to narrative is author-centred and focused
on designing well-formed stories. See Figure 1.

Figure 1: Three act structure diagram from this researcher’s sketchbook

In the twentieth century, Tzvetan Todorov, a structuralist literary theorist, sought to
find the common underlying structures that govern all stories and literature. Todorov
drew upon one of the earliest collections of novellas, The Decameron (written by
Giovanni Boccaccio in the fourteenth century) to support his theories of narrative
structuralism (Todorov, 1969, p.70). Structuralism argued that there is a structure in
every text and that everything that is written is governed by specific rules - a
‘grammar of literature’ that one learns in educational institutions. This can explain
why it is easier for experienced readers than for non-experienced readers to interpret
a text (Selden, Widdowson, & Brooker, 2005, p.76).
9

During this same period, the work of educational psychologist and narrative theorist
Jerome Bruner was also concerned with how people interpret a situation and
understand its meaning. Bruner suggested that people use narrative itself as a way of
making meaning. Like a reader brings existing knowledge to bear on the
interpretation of a text, people ‘read’ life experiences through engaging with
established systems of shared meaning, beliefs, values and symbols of the culture at
large (Bruner, 1990, p.47). These systems are also effective when a person is faced
with an unfamiliar situation or event. In these circumstances Bruner suggests, the
human brain is wired to naturally grab at plausible explanations (Bruner, 1990, p.35).

2.2.2 Narrative and Learning
In Ireland, ‘story’ is listed as one of the strands on the history curriculum in primary
schools (Irish Primary Schools History Curriculum, 1999, p.66). Stories are used to
encourage children to ‘become aware of the lives of women, men and children from
different social, cultural, ethnic and religious backgrounds, including the lives of
“ordinary” as well as “more famous” people”. The curriculum aims to teach children to
discover and interpret evidence about the past, and to develop a sense of empathy by
imagining the attitudes, values and motivations of others as well as the historical contexts
in which they lived (Irish Primary Schools, op.cit., p.61). The History curriculum aims to
integrate with learning gained from drama in order ‘to explore feelings, knowledge and
ideas, leading to understanding’ (Irish Primary Schools, op.cit., p.66).
Education is an important aspect of a museum’s agenda and has traditionally been
approached in a didactic manner. Nowadays museums are increasingly inviting
visitors to look to their own experience in order to understand a certain display
10

(Hooper-Greenhill and Moussouri, 2002, pp.2-5). In this form of display, the visitor
is provided with the raw materials and invited to create or interpret their own
narrative. (Roppola, 2012, p.19). The narrative in this instance relies on the visitor’s
empathic response and knowledge of the world to fill in the gaps (Aylett, 2005, p.7).
Each person has their own set of thoughts and experiences from which they evaluate
new knowledge. This knowledge and experience is constantly being updated:
Learning is an active process of collecting information, a process of utilizing
this information to build complex, internal knowledge structures called
schemata. Every individual’s schemata are unique and … are accessed both
as places in which to store new information and as places from which to
retrieve old information. (Falk and Dierking, 1995, p.11).
Frederic Bartlett initiated schema theory in 1932. He was interested in the role that
prior knowledge plays in the interpretation of memory for stories. Later linguists,
psychologists and narrative scholars employed the term ‘script’ to account for the
interpretation of a text where the discourse itself does not provide all the information
necessary for the information to be processed (Schank, 2010, pp.177-728). Scripts
provide the background knowledge for understanding the world in which we live.
Sharing personal schemata and scripts through conversation may enable further
conclusions and solutions to be reached (Ochs and Capps, 2002, p.206). Scripts and
schemata can help us understand situations by providing us with assumptions about
what is going to happen. When something is out of place within the script then
narrative can be drafted in to explain what is wrong. For example: a waiter who offers
to take a diner’s dessert order before the starter will trigger a narrative mode of
thinking to try and solve the problem. Is the waiter mad? Is he at the wrong table?
People run mental narrative scenarios to find an explanation about the unexpected
event.
11

Moreover, when this deviation from schemata occurs it can pique interest in what will
happen next. Peter Hühn, former professor of English Literature at Hamburg
University, calls this ‘eventfulness’:
A narrative text that conforms closely to a schema is, however, not noteworthy
and therefore not eventful, since such a text only reproduces what is already
known and expected. Eventfulness thus involves departure from a schematic
pattern or script activated in the text (Hühn, 2010, p. 6)
Humour may also be used to create eventfulness (Baroni, 2011) and is utilised by BBC’s

Horrible Histories (first aired 2009). Focussing on the dark, gruesome and/or weird
aspects of history, the show is intended to pique children’s interest in the past. The series
does this via short, factually based but humorously told, anecdotes highlighting aspects of
the subject not usually covered in more traditional educational sources. The actors use
parodies of familiar modern media to render the historical content immediately accessible.
This juxtaposition of past and present emphasises both the differences and similarities
between the two and can elicit an empathic response from the viewer.
2.2.3 Narrative to encourage participation
Encouraging emotional and personal responses to history can increase engagement and
motivation in the learning process/visitor experience. Speaking in an interview with
journalist, John Crace from The Guardian, Jerome Bruner, states:
… Storytelling performs the dual cultural functions of making the strange
familiar and our selves private and distinctive. If pupils are encouraged to think
about the different outcomes that could have resulted from a set of
circumstances, they are demonstrating use-ability of knowledge about a subject.
Rather than just retaining knowledge and facts, they go beyond them to use their
imaginations to think about other outcomes, as they don't need the completion of
a logical argument to understand a story. This helps them to think about facing
the future, and it stimulates the teacher too. (Crace, 2007)
12

Throughout his career, Bruner advocated constructivist or discovery-based learning. He
believed that students are more likely to retain knowledge attained by engaging real
world and contextualised problem-solving than by traditional transmission methods.
Discovery-based learning is suited to problem-solving situations where the learner
draws on her own experience and prior knowledge. It is a method of instruction through
which students interact with their environment by exploring and manipulating objects,
questioning theories or performing experiments (McLeod, 2008).
The key elements of a learning experience that fully engage the brain are: emotional
engagement; a practical context; a pattern to identify and follow; a structure (with
signposts) to build upon, and enough detail within an overarching structure to zoom in
and out of (Szurmak and Thuna, 2013). Narrative can supply all these elements.
One particularly effective example of a learning experience that used narrative in this
manner can be found in Re-Tracing the Past, an exhibition that ran in the Hunt Museum,
Limerick in 2003. The overall aim of Re-Tracing the Past was ‘to support playful
exploration of museum artefacts and encourage visitor reflection on the processes
involved in their identification and categorization’ (Ferris et al, 2004, p.206). Within the
Hunt Museum’s collection there are a number of mysterious objects whose former use
has never been clearly established. Re-Tracing the Past was housed in a room designed
to look like a nineteenth-century study. Varying kinds of informative content about the
objects was placed around the room for the visitor to progressively discover. Printed key
cards with embedded Radio Frequency Identification tags were used to trigger
information displays and encourage interactivity. Accurate replicas of each object were
provided for the visitor to physically handle. Visitors were encouraged to offer and
record their own ideas about the mysterious objects. An old-fashioned radio enabled
13

visitors to listen to the collected theories and stories of other visitors about the objects.
‘This installation helped visitors shape their opinions, giving them an opportunity to
compare their evolving ideas on the origin of the objects with those left by others.
Listening to other people's stories also motivated them and reinforced their involvement
in the activity’ (Ferris, 2004, p.207).
In summary, narrative can be a powerful tool for imparting information. The power of
narrative lies in the fact that it harnesses the strategies the brain already uses for learning:
it can contextualise information by offering a framework into which people can place the
new knowledge. Empathic identification with the story, storyteller or characters may
allow the learner to experience the events of the story at second-hand, and to this extent it
can support experiential learning (Aylett, 2005, p.8). Moreover, the narration of events
which are unusual, or where characters behave in an unexpected manner, may also
support engagement and learning. In this case the listener/visitor is being invited to use
narrative as a tool for making sense of an unfamiliar situation. Rooting information
within a narrative structure can enable a museum visitor to make use of personal schema,
where old knowledge and assumptions are brought to bear on the understanding of the
new information being presented. The more the visitor can be involved in bringing their
own input to the information, the more engaged they might be.

2.3 Material Culture
Material culture involves the study of material things and the values and roles
associated with them in different societies (Gerritsen and Riello, 2015). Examination of
domestic interiors, commercial and social spheres and the objects with which people
14

surrounded themselves can provide information on how people met the basic needs of
food, shelter, and warmth and reveal levels of comfort and personal taste (Grassby,
2005, p.591). Material culture originated within the disciplines of archaeology and
anthropology. Collecting, classifying and placing objects in museums remained the
focus in the western world for much of the nineteenth and twentieth centuries - and the
study of artefacts was limited to their function and manufacture (Tilley, 2006, p.2).
Historically, museums collected and displayed objects to support stories of scientific,
cultural or national achievement. As a result, artefacts associated with the lives of
ordinary people, unless they were evidence of early civilisation, were seen as
uninteresting. The majority of these ordinary human beings have left no trace in the
archival texts conventionally used by historians. Only from the 1960s onwards did
‘history from below’ start to get attention. Material culture became central to an
understanding of the identities of these individuals and societies. As research into this
area developed, the study of material objects became increasingly recognised as a way
of gaining a greater understanding generally of the past, and of what it felt like to have
lived in a particular historical period (Gerritsen & Riello, 2015, pp.3-4).
2.3.1 Material Culture and the lives of ordinary people
Examination of specific items, or groups of items can provide insights into individual
status, values and social lifestyles. According to Pierre Bourdieu, personal tastes are
indicators of class because trends in their consumption seemingly correlate with an
individual’s place in society (Bourdieu, 1979). The field of food production and
consumption is particularly enlightening: recipes can inform about daily lives while
ingredients can contribute information on social status (Farquhar, 2006, p.146). The
tableware on which we serve our food may also be indicative of social standing and
15

consumer choice (or lack thereof), and at times, the gender of the user. Likewise,
analysis of clothing and adornment can provide valuable insights into lifestyle,
including both physical and social mobility.
Study of domestic interiors may be similarly revealing. Inventories may list the objects
contained in a room giving no mention of where they were placed or how they were
used. Visual sources, such as paintings, magazine illustrations and private sketchbooks
can fill in the gaps left by these studies (Kinmonth, 2006, pp.1-5). Historians, such as
Amanda Vickery in the book and TV series Behind Closed Doors, use information
found in upholsterers’ ledgers, court records and other unusual sources to reveal how
men and women lived in their homes in the eighteenth century (2010). Dr Toby
Barnard, expert in eighteenth century Irish material, also demonstrates how information
about the past can be reconstructed from documents like bills, advertisements, tax
records and account books (2004, 2005). In addition, conduct books and household
management books, aimed at women, provide a source of insight into domestic and
social ritual, consumerism and fashionable material culture. However, just because
these rules were laid down did not always mean women followed them (Vickery 1993,
pp.383-414). At times, a more accurate portrait of domestic life may be gleaned from
personal correspondence (Cahill, 2005).
Just as Amanda Vickery noted that real women did not always behave as the conduct
books advised, objects are not always used in the manner that their original manufacturer
intended. Consumers can bring their own needs and habits to bear on the function of an
object, sometimes in quite radical ways, to make statements of their own (Miller, 1987,
p.17). This is linked to the idea that objects have ‘social lives’ – their meanings and
functions change and continue to change in different times and places (Appadurai, 1988).
16

So, for instance, a cheap throwaway item becomes a valuable treasure when it has been
discovered to have been owned by a famous person. It becomes valueless again when it is
discovered to be a fake - but valuable again a thousand years later when it is found to be
the only one of its kind left.

2.3.2 Material Culture and the museum
Susan M. Pearce, Professor Emeritus of Museum Studies at the University of Leicester,
continues the argument that objects have social lives. She believes that artefacts are
actors in their own story and, when displayed in museums, can reveal information about
our attitudes to them:
The need to decipher gives us the chance both to bring out what is in the object
and what is in ourselves; it is a dynamic, complex movement which unfolds as
time passes, and in the act of interpretative imagination we give form to
ourselves (Pearce, 1992, p.220).
This acknowledgement that a visitor’s personal response to an exhibit is part of the
museum experience is reflected in current museum studies. More and more heritage
institutions are recognising that the visitor has a role to play in creating meaning and are
embracing visitor interaction – they are moving from traditional, instructional
institutions to places offering opportunities for participation and experiential learning.
The chief differences between traditional and participatory experience is the way that
information flows between institutions and users. In traditional exhibitions, the
institution provides content for the visitor to consume. In contrast, in participatory
projects the institution supports multidirectional content experiences:

17

The institution serves as a “platform” that connects different users who act as
content creators, distributors, consumers, critics and collaborators. This means
the institution cannot guarantee the consistency of visitor experiences. Instead,
the institution provides opportunities for diverse visitor co-produced experiences
(Simon, 2010, p.2).
Museums such as the Ulster Folk and Transport Museum provide hands-on workshops
where visitors can engage in activities such as candle making or weaving, or explore
homes and places of employment from the Victorian age. Visitors to The Traditional

Farm at Muckross House in Killarney even get to taste the bread the farmer’s wife has
just cooked on a griddle over the open fire.
Handling boxes are another method of engaging visitors – most usually school children –
with material artefacts from the past. A handling box comprises a group of artefacts, either
real or replica, designed to reflect a certain aspect of museum’s permanent collection. The
museum visitor is invited to handle the objects, exploring the weight, texture, movement and
the general materiality of the artefact. Affordances and constraints are terms from
archaeology where affordances suggest the range of possibilities while constraints limit the
alternatives (Gibson, 1986, p.126). Most people will instinctively bring their own knowledge
of affordances and constraints to help them ‘read’ the object. In this way, a visitor may be
encouraged to draw their own conclusions as to how an object was used in the past.

The Bronze Age Handling Box created by the National Museum of Ireland
provides just such an experience. The Box comprises of six replica artefacts and
support material aimed at primary school and Junior Certificate students. The
Museum facilitates the borrowing of the Box for use in classrooms. The Handling Box
provides students with an opportunity to work as historians ‘by asking questions,
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investigating and constructing historical narratives and offering interpretations of what
the past was like’ (Comer, 2014, p.21).
Robin Clutterbuck, British Museum and heritage consultant involved with the development
of The Bronze Age Handling Box defines ‘learning’ as ‘access’. Recognising that most
objects in museums cannot be touched, he suggests that learning through handling replicas is
ideal for children as it does not involve reading, but is based around playing and problem
solving (2007). The Bronze Age Handling Box contains a number of generic resources,
including suggestions for playing games with the objects. One suggestion is placing the
object in a bag that is then passed from child to child. Each child feels the object through the
bag and suggests ideas about its characteristics. A variation of this is where a group passes
the object from one to the other, out of sight of one member of the group. This member is
then tasked with drawing the object based on verbal observations about the object made by
the rest of the group. The group is not allowed to say what the object is or what it is used for,
simply describe its characteristics as clearly as possible.
Robin Clutterbuck believes that museum exhibits can be experienced in different ways.
The visitors themselves may create their own engagement. A museum may:
produce activities which link the learner to the setting or object, to provide
interpretive methods to suit a range of learning styles. [For example] A simple
game with cards showing close-up details of objects around the gallery leads
children on to looking carefully not just to find the objects on the cards but then
at lots of other things around the gallery. If you give them a magnifying glass or
a torch they get a different view of the objects and this makes them think
differently about them..... All of these interactive learning ideas are based on the
principle that they offer a way for people – especially children – to get a better
experience of the original objects through experiencing something through
activity (2007).
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In summary, the objects used by past people can provide information about their
lifestyles. On a simple level, the manufacture of the objects tells us of technical
expertise, and the function of the objects inform of behaviours or choices. However, on
a more philosophical level, if we believe that human life has always been concerned
with fulfilling needs such as food, shelter, love, safety, power and entertainment
(Maslow, 1943 pp.370-396), then consideration of material artefacts may permit us to
more accurately imagine how these needs were met for those living in past times. This
‘imagining oneself in someone else’s shoes’ may be taken a step further through
physically handling the objects (or replicas). Through reading eighteenth-century
women’s history we might learn that they wore corsets. A visit to a museum might show
us how a corset was made. But it is only through trying on that corset that we may come
to understand how (both physically and ideologically) constricting such a garment was
for eighteenth-century women.

2.4 Design
The design objective of this research was to introduce the lives of women living in late
eighteenth-century Cork city in a way that would be interesting to a contemporary
museum audience. Initial work explored developing an exhibit, designed to appeal to all
visitors to the exhibition spaces in Nano Nagle Place. However, as the research
progressed it became apparent that the design was better suited to a younger audience
and be used as an educational resource, therefore consideration was given to
communicating to children. This section introduces some background support for this
design objective.
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2.4.1 Design and the Museum
Museums are concerned with communicating information to an audience. How they
present this information can affect how it is received. Traditionally, museums have
adopted a didactic approach. Instructional leaflets, information boards and audio
guides to enable the visitor to access the information about an exhibit, may support
this. More recently, digital media, such as touch screens and QR codes have been
1

employed to allow visitors access further information about a display and to engender
a sense of interaction between visitor and museum. One such example is found in the

National Maritime Museum in Greenwich. The museum uses a device that allows
visitors to pinpoint artefacts of possible interest and download relevant information to
a small Compass Card to read at home. Using a unique barcode embedded in their
card, visitors may access downloadable ebooks on the topics they selected. Designed
by Kin, a London based company, this Compass Card was intended to enable visitors:
to create their own tours through the museum, being guided when appropriate
and finding their own way when they were inclined (Kin-design.com)
The Compass card illustrates how museums can shift the experience from a teacher/learner
relationship to one where the visitor is allowed to focus on subjects of their own interest.
Museums are being encouraged to take on the role of a facilitator rather than an
authoritative provider of knowledge (Simon, 2010). In such cases museums provide a stage
for conversation based around participation and active engagement, rather than being a
space for the passive consumption of museum materials. A dialogue between the curator
and the visitor is opened up, where the museum is a facilitator who aims to help visitors
reconstruct and reflect on memories of the past.

1 Quick Response Code – a symbol which may be read by a smartphone and links to a website
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Elisa Giaccardi, associate professor for the Institute of Culture and Technology at

Universidad Carlos III de Madrid, understands heritage as ‘the fabric of material objects
and human activities through which knowledge and memories come to matter into the
present’ (Giaccardi and Iverson, 2010). Giaccardi describes the ideal museum visitor
experience as one that ‘entails a cultural, meaning-making process that actively engages
us in multiple acts of remembrance, interpretation, and communication’ (ibid).
One project Giaccardi calls attention to is Tales of Things. Neatly fusing material
culture with narrative, Tales of Things uses technology embedded in objects to track
their story from manufacturer to distributor and through every subsequent person who
comes into contact with it. Tales of Things is part of a research project called TOTeM
that aims to explore social memory using the Internet of Things. The project provides
a website as a platform for users to upload images of, and stories about, their
treasured objects and to connect to other people who share similar experiences. This
website allows users to access their objects through an online geo-location map. The
project recognises that the stories behind the objects are part of what gives an objects
its value and meaning (talesofthings.com).
‘Interpretive Activism’, a phrase coined by Deborah L. Perry, describes six key
motivations that can help designers conceive of exhibitions as catalysts for visitors’ own
conversations, rather than simply conduits for information (Perry, 2012, p.27). These
motivations are: Communication; Curiosity; Confidence; Challenge; Control and Play.
Perry maintains that:
Visitors are smarter than we think they are and know less than we think they do.
One of our goals as museum professionals should be to design interpretation that
gives visitors what they need to start a naturally occurring meaning-making
process with their companions (2012, p.94).
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She recommends stimulating curiosity by leaving things unsaid. However, she warns
against creating too much challenge - a balance should be struck between confidence
and competence by ensuring visitors are clear about what is expected of them. She
reminds designers that the need to have control over the environment is an important
facet of the psychology of visitor experiences. Perry concludes by praising the value of
play: ‘visitors who have the most satisfying and enjoyable experiences are those who
feel the most playful’ (Perry, 2012, p.171).
Play is mostly a self-directed activity, as distinct from a prescribed action by an outside
agent, to achieve a particular goal; it is a process, rather than a predicted outcome or
product. It is imaginative and may be seen by the players as in some sense not real,
separate from the serious world (Gray, 2003, p.274).
Many museums are embracing this concept of play. They are encouraged to be ‘a
place where visitors can create, share, and connect with each other around content’
(Simon 2010, p. ii). They are becoming a place where playful exploration becomes
central to a more engaging and memorable experience. Play is linked with learning in
that it encourages exploration and experimentation and results in discoveries. Miguel
Sicart understands play as being ‘a form of understanding who we are, what
surrounds us and how to engage with others’ (Sicart, 2013, p.1). Games and puzzles
share properties of playfulness but are in fact different from play. Games are
constrained by rules and are formal systems with a quantifiable outcome. This system
is ideally suited to museums with a particular message to convey: a museum will
need the visitor to follow a set of steps in a certain order to reach the desired outcome
(Rodley, 2011). Play on the other hand is more open-ended and self-directed, and less
controlled by ‘explicit’ rules (Salen & Zimmerman, 2004, pp.72-73).
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Nina Simon regards humour as a powerful tool for education in a museum. She
states:
As more museums seek to diversify beyond the intellectual experience of objects
and ideas, humor should sit alongside emotion, spirituality, expression, and other
newfound palettes for experience design… Punctuating serious presentations
with humor keeps people engaged (2007, blog).
Playful museum experiences examined for this project included Mary’s Odyssey at
Bantry House (2016), and a digital fashion-designing game in the National Museum of

Scotland, Edinburgh. Mary’s Odyssey is an interactive play written and performed by
Canadian actor Jasmine Bowen of Live History & Co that travelled around Irish historic
houses in 2016. Bowen played the part of a young maid seeking to find a lost treasure
and invited the audience to help her search the house. Participants were presented with a
book which contained pencilled-in clues. Once solved, these led to other clues resulting
in a race from room to room interacting with objects - and finally finding the treasure.
During the race about the house, Bowen imparted historical information. A different
type of game is to be found in the fashion gallery at the National Museum of Scotland
where a screen-based multiple-choice programme allows visitors to become historical
fashion designers. Players are guided through a series of screens providing fabric
choices, dress styles, trimmings and finishings. The final design is then displayed by a
digital model parading down a catwalk. While different in execution, both experiences
have elements of playfulness and offer the visitor a game-based method of interactivity.
To sum up, design in the museum is concerned with communicating information
about its collection. Traditionally this was achieved through didactic displays and
signage. More recently, emphasis is being placed on the visitor and their interests.
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Different modes of communication are being employed with focus being placed on
interaction and playfulness.

2.4.2 Modalities
Modes of communication may be aural, textual, linguistic and visual. Different
modes communicate in different ways. Multimodality refers to the use of several
modes combined to create a single artefact. Combining modes increases opportunities
for an audience’s reception of an idea or concept (Kress, 2010, p.79).
At the initial stages of this project, while the aim was to design an artefact to be used by

Nano Nagle Place, it was not known what that actual designed object would be.
However it was intended that its appearance would reflect eighteenth century aesthetics
and, where possible, consciously signal femininity, as we understand it today.
Connotation, a culturally specific type of meaning, is a tool harnessed by designers to
elicit a prescribed outcome (Barnard, 2005, pp.35-37). It can act like a signpost to
inform of content. To this end, eighteenth-century patterns and motifs from the
decorative arts were explored – focussing on dress fabrics, wallpapers and china.
Investigation was undertaken into current designers who make use of pattern. One such
designer/illustrator is Coralie Bickford Smith who created a set of covers for the

Penguin Great Food Series (2011). For these covers she used surface decoration from
historical sources and select ceramic shapes relevant to each book and the period in
which it was written (cb-smith.com/#/great-food/). Despite the use of historical pattern
and shape, Bickford Smith’s work remains firmly rooted in the modern day. Her use of

25

layout, scale and typography inform the viewer that they are being shown something
relating to, but not from, the past.
In order for the viewer to ‘read’ an image correctly there needs to exist a common visual
language that both illustrator and viewer understand (Kress and Van Leeunwen, 1999,
pp.11-12). From an early age we are introduced to reading images and we develop the
skills needed to interpret a message. Studies have shown that children are able to make
sense of complex images on literal, visual and metaphorical levels and are often capable
of understanding different viewpoints, and analysing messages and emotions (Arizpe
and Styles, 2001, p.190). With the increase in visual methods of communication it can
be argued that audiences have become increasingly sophisticated in interpreting visual
messages (Mitchell, 1994, p.15).
Multiple modes of media may be used to communicate the same message (Kress and
Van Leeunwen, 2001, pp.1-2).
As the prefix “multi” suggests, work that might come under the heading of
multimodality is a pluralistic enterprise, drawing on different perspectives and
data. Baldry and Thibault thus describe multimodality as “a multipurpose
toolkit, not a single tool for a single purpose” (Page, 2011, p.4)
Each mode has its own capacity to communicate, and potentially to make meaning.
When modes are integrated, their combination contributes to an overall meaning that
could not be achieved by any one mode on its own. Research in neuroscience has shown
our senses do not operate individually - rather they work together in an integrated way
to decipher and absorb information. Information that is presented with a variety of
modes can be seen as closer to our experiential processing of reality, and combining
modes of communication can increase an audience's reception of an idea or concept
(Gibbons, 2001, pp.100-101)
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The research for this project was not concerned with new media or screen-based
communication devices. However, some investigations were made in the area of
multimodal literature. It might be said that a book has always been a multimodal
method of communication. We hold a book, we turn its pages, we see its form and we
read its content. Children’s literature, in particular the picture book, is considered
multimodal as it combines text and image. Some children’s books have flaps to lift,
buttons to press, sounds to conjure forth and textures to touch. Multimodal literature
uses both word and image designed on a page to interact with each other in order to
create narrative meaning (Gibbons, 2011). Also falling under the multimodal umbrella
is the graphic novel. This genre, which first gained an audience in the 1980s, has
steadily risen in popularity (O’Leary, 2017) and has progressed from depictions of
mighty super heroes to representations of historical events or people and explorations of
sensitive themes such as loss and identity.

Extra Illustrated Books, a form of scrapbooking that was carried out in the eighteenth
century used multimodality at a time when the phrase had not yet been coined. Here,
owners would enhance an existing book by placing a print, piece of artwork, letter, or
other piece of memorabilia that was relevant to the text at hand, inlay it in the original
text, and then rebind the pages (Mizota, 2013). Another method of using inserts to
create an extra dimension is the practice of using a book as a repository for letters, notes
or other forms of paper memorabilia. With the passing of time such a book may be
chanced upon by another who, on discovering the inserts, may muse upon their meaning
and on the identity and life of the book’s original owner.
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2.4.3 Summary
In summary, a successfully designed artefact that could be used by Nano Nagle Place
will enable the visitor to access the information on life for women in eighteenth century
Cork city through engagement, rather than passively receiving facts. Playful interaction
could increase visitor enjoyment, and the learning that may be intrinsically derived from
games could provide a structure and set an endpoint that would be suited to conveying
information. The appearance of the design should reflect the eighteenth century and
possess a feminine aesthetic thus providing the visitor with visual clues as to the
information they will be accessing. Different or multiple modes of communication
could be explored.

2.5 Conclusion

The areas of narrative, material culture and design were examined for their abilities to
communicate information. It was interesting to discover levels of overlap between all
three. Both narrative and design were ideally suited to create a framework for a
message. Narrative can provide a conceptual frame while design can give it physical
shape. Both also had the facility to employ schema theory thus allowing an audience to
bring their personal knowledge to bear when deciphering what might at first be a new
piece of information.
Self interpretation of historical information can be enhanced through viewing or
interacting with material objects. Handling objects encourages experiential learning and
can put the visitor in touch with past lives and experiences in an immediate manner, in a
way that textual communication is unable. Handling objects can also facilitate a
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multimodal visitor experience. The more modes that are stimulated, the more the visitor
is engaged. Engagement may also be increased by encouraging playfulness and the use
of games. The choice of information to be communicated is also relevant to
engagement: the more eventful a story is, the more interested the viewer will be.
Based on these findings it was possible to put together a set of principles that would be
considered when exploring design solutions to create an engaging and educational
experience for a museum visitor. The first three principles related to communication, the
remaining four related to engagement. The principles were:
1. Structural properties of narrative can help a visitor navigate a body of
information
2. Tales of the unusual or gruesome can create narrative eventfulness and thus
stimulate visitor interest and engagement
3. Material objects may contain their own stories and those of the people who used
them
4. Communication through multiple modes echoes the way our brains receive and
process information and can facilitate engagement
5. Tactile and embodied interaction can increase engagement
6. Playfulness can increase engagement
7. Self-interpretation of information can lead to greater engagement.
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Chapter three – Methodology

3.1 Overview
This chapter outlines the methods involved in collecting information on eighteenthcentury Cork women and the subsequent design phases that explored methods of
conveying this historical information back to a museum audience effectively. The
chapter describes how objects from material culture provided both an insight into
women’s lives and became the content for the design section of the previous chapter.
Each of the phases explored different approaches to narrative, and different
approaches to interaction and engagement. The methods can be described under five
sections that outline the course of the research. These are listed as follows:
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1. Data collection: Establishing a picture of life for women in eighteenthcentury Cork through desk-based research, visits to museum collections and
historic houses, and consultations with experts in the field.
2. Data classification: Organising the amassed body of information into
sections and themes.
3. Design Prototyping: Communicating this information, using material
objects to bring the facts to life and using narrative to create structure and
engagement.
4. Design Craft: Assembling a selection of material objects under a number
of themes for classroom/workshop delivery.
5. Testing and Evaluation: Testing the reaction of the children to the
project.

3.2 Section One – Data Collection
The purpose of this research was to create a portrait of women’s lives in eighteenth
century Cork city. It was necessary to consult a variety of sources and both primary and
secondary sources were consulted. Primary sources are sources of information created
at the time of the period under study - examples can include journals, diary entries,
letters and newspapers. Secondary sources are sources of information created at a later
date and often include discussion or opinion about this information. As the project
developed greatest focus was placed on a specific decade in eighteenth century - the
1770s. The reasons for this truncated time-span were threefold. Firstly, back issues of
the main primary source, the Hibernian Chronicle begin at 1769. Secondly, Nano Nagle
died in the early 1780s and thirdly, the ten years of the 1770s revealed many interesting
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stories from the city compared to other decades in the eighteenth century. Primary and
secondary sources were grouped into the following categories:
1. Sources providing information relating to life in eighteenth-century Cork city
2. Sources providing information relating to life in eighteenth-century Ireland
3. Sources providing information relating to life for eighteenth-century Irish
women
4. Sources providing information relating to life for eighteenth-century women
in Great Britain .
1

These four categories are discussed in further detail below.
3.2.1 Sources providing information relating to life in eighteenth-century Cork city
Four primary sources were consulted:
1. The Ancient And Present State of the City of Cork written by Charles Smith,
published in 1774.
2. A Tour in Ireland, with general observations on the present state of that

kingdom in 1776–78 written by Arthur Young, published in 1780.
3. The Hibernian Chronicle a twice weekly newspaper published by William
Flyn, in Cork city issues from 1769 until 1784.
4. Rocque’s Map of Cork City printed in 1759.
Charles Smith and Arthur Young provide eyewitness accounts of the social and
economic condition of eighteenth-century Ireland. Both authors make reference to
the religious, social and economic divide that existed. In particular, Arthur Young
includes observations on the character and living conditions of the poor Irish
Catholics. Young also specifies the rents and wages, and general living and travel
expenses of the time.

1 Research was carried out on eighteenth-century life for women in Great Britain as Ireland was part of the British
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Records of the Hibernian Chronicle, found in the Reference and Local Studies
branch of Cork Library Services, start from 1769 (there are no records for 1771).
Along with editorial content, the newspaper carries political news from the Houses of
Parliament in Dublin and London, prices and advertisements for local products, real
estate, and personal notices. Rocque’s Map of 1759 is one of the most detailed maps
of eighteenth century Cork available to modern historians. It details the position of
the main streets, the quays, sites of various markets, places of commerce, theatres
and meeting houses, residential areas, churches, hospitals, jails and gallows.
The information obtained from primary sources was augmented and contextualised
by desk-based consultation of secondary sources. Consulting secondary sources
provides different interpretations historians bring to the facts. For example the work
of Patrick O’Flanagan provided this researcher with greater insights about the
disparity between the rich and poor, Catholic and Protestant of eighteenth-century
Cork city and Colman O’Mahony’s In the Shadows expanded upon this knowledge
by describing living conditions of the poor. Table 1 contains a list of the secondary
sources consulted and a brief description of facts relevant to this research.

Book Title

Author

Published by

Contents relevant
to research

Cork: History and
Society Interdisciplinary
Essays on the
History of an Irish
County

Patrick
O’Flanagan &
Cornelius
Buttimer
(ed.)

Geography
Publications
Dublin, 1993

Society and Politics
in eighteenth-century
Cork

Old World Colony:
Cork and South
Munster 1630–1830

David Dickson

Cork University
Press, Cork, 2005

The economic
situation for
Catholics.
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The Laneways of
Medieval Cork

Gina Johnson

Cork City Council,
Cork, 2002

Buildings, people and
businesses in
eighteenth-century
Cork

Beef, Butter,
Provisions and
Prosperity in a
Golden Eighteenth
Century, Chapter
14, Atlas of Cork
City

Patrick
O’Flanagan

Cork University
Press, Cork, 2005

Location and types of
businesses for
Catholics and
Protestants

City, Seasons and
Society, Chapter 13,
Atlas of Cork City

David Dickson

Cork University
Press, Cork, 2005

Annual social
calendar for the city

Country and Town
in Ireland Under the
Georges

Constantina
Maxwell

Dungalan Press,
Dundalk, 1949

Entertainments
available to the rich,
and social divide

Serving A City: The
Story of Cork's
English Market

Diarmaid
Ó Drisceoil
Donal Ó
Drisceoil
Colman
O’ Mahony

Collins Press,
Cork, 2011

Location and types of
markets in the city

Cork Tower
Books, 1997

Living conditions for
poorer classes with
information on health
and hospitals

In the Shadows:
Life in Cork 17501930

Table 1: Consulted secondary sources on life in eighteenth-century Cork city

Two

further

secondary

sources

of

relevance

were

accessed

through

corkpastandpresent.ie, an online resource provided by the Cork City Council. Tuckey’s

Cork Remembrancer (1837), written by Francis Tuckey, provides a chronological
account of the city from the earliest times until 1820. Using a range of sources, the
author recounts both major and minor events in the life of the city and its people.
Included among his entries are details of crimes, the culprits and their punishments.
Pillorying, whipping, incarceration and hanging were used as deterrents for crimes such
as pickpocketing, thievery, forgery, prostitution, begging and murder.
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The Council Book of the Corporation of The City of Cork (1876) by Richard
Caulfield, is a record of proceedings of the municipal authorities of Cork. Caulfield,
a scholarly Anglican gentleman, presents the facts and includes his own impressions.
Also found on corkpastandpresent.ie are a number of historical trade directories
listing names and addresses of heads of households, and information on businesses
and public institutions. A further online resource consulted was corkheritage.ie, a
website run by City Councilor Kieran McCarthy, providing local information on the
city’s cultural heritage.
When the information from both primary and secondary sources was combined, a
clearer picture of eighteenth-century Cork emerged. Using Roque’s Map and The

Laneways of Medieval Cork by Gina Jonson, (2001), it was possible to pinpoint the
location of important public buildings, markets, gallows and residential and
commercial areas for rich and poor. David Dickson’s article in the Atlas of Cork City
provided an insight into the social season and entertainments available throughout
the year, and advertisements for dancing masters, silk-selling draper merchants and
theatre playbills found in the Hibernian Chronicle supported this information.
3.2.2 Sources providing information relating to life in eighteenth-century Ireland
The desk based research into eighteenth-century Cork provided information about
the city and county. However, most of this information was text based - few visual
records had been uncovered. The research discovered that the eighteenth century was
an age of consumerism and that Cork was a busy port city with many imported goods
arriving at regular intervals. The Hibernian Chronicle carried advertisements for
china wears, fabrics and spices from Asia and the New World. But what did they all
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look like? The study of material artefacts came to the fore here. Material objects
were viewed in seven locations - three museums and four historic houses.
1. The Decorative Arts and History Museum in Collins Barracks, Dublin
2. The Cork Public Museum in Fitzgerald Park, Cork
3. The Cooper Penrose Collection in Crawford Gallery, Cork
4. The Bishop’s Palace, Waterford
5. Castletown House, Cellbridge, Co Kildare
6. Bantry House, Bantry, Co Cork
7. Number Twenty-Nine, The Georgian House Museum, Dublin

The Decorative Arts and History Museum, a branch of The National Museum of
Ireland, carries displays of folk life, furniture, silver, ceramics, glassware, jewellery
and costume design. An exhibition entitled Reconstructed Rooms displays furniture
in a series of vignettes, in order to provide the viewer with a sense of context. The
eighteenth century is represented by a Georgian dining room. The dining room
features a display of taste and wealth, where both the variety and appearance of food
and the tableware on which it was served could indicate the host’s standing in
society. An exhibition entitled The Way We Wore displays clothing and jewellery
worn in Ireland from the 1760s to the 1960s. This exhibition shows that in the past
the majority of Irish people, even those who wore locally woven fabrics (silk, linen,
wool and cotton), dressed in styles that competed with the fashion conscious of
Europe. A striking embroidered pink velvet coat and silk breeches worn during the
1770s by a member of the Worth Newenham family in Carrigaline, Co. Cork was of
particular interest as it was from both the place of interest and period of time being
researched in this project.
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The Cork Public Museum also displays some eighteenth-century clothing along with
a fine collection of silver and glassware, including locally made examples. Two glass
factories operated Cork in the late eighteenth century, The Cork Glass Company and

The Cork Glass House.
Further examples of cut-glass decanters, chandeliers and drinking glasses made from

The Cork Glass House can be viewed at The Cooper Penrose Collection housed in
Crawford Gallery. This collection includes paintings, furniture, porcelain from China
and printed works from renowned eighteenth-century authors. The collection gives
an insight into the lifestyle and consumer items enjoyed by wealthy family living in
eighteenth-century Cork.
The Penrose family, who owned The Cork Glass House, also owned the glass works
in Waterford. Examples of crystal produced here can be viewed at The Bishop’s

Palace in Waterford City. This historic house museum displays the material artefacts
in realistic settings allowing the visitor a greater understanding as to how an object
was used. In the dining room of The Bishop’s Palace the table is set for an evening
meal. The use of cut crystal drinking glasses allowed for greater refraction of light
(Davidson, 1989, p.14). The light from the crystal combined with the light reflecting
from the silver cutlery and metallic threads often used in evening wear fabrics was
useful in helping the diner see the food and drink when eating in a candle-lit room.
Understanding objects in context is only one reason to visit an historic house. The
layout and structure of the house itself can become part of the visitor experience. By
walking through the various rooms, the visitor can get a sense of how families and
their staff used their homes. Castletown House in Celbridge, County Kildare was
built in the 1720s as home to the Connolly family. The rooms nearest the entrance
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are designated for public use and include an impressive hallway and dining room.
Two receptions rooms can be found to the back of the house. The bedroom for the
master of the house is located on the ground floor as it was intended that he would
receive guests in the morning while sitting up in bed (Walsh, 2007, p.41). Lady
Connolly’s personal apartments were also intended to receive visitors, though her
rooms are slightly more private and located on the first floor.
During the eighteenth century, Bantry House in County Cork was a Queen Ann style
building (White family descendant, 2017). Bantry House was extensively remodelled
during the nineteenth century and the entrance hallway and two adjacent rooms are
all that remains of the original house. However, the footprint of the original house
provides the visitor with an indication of the size and layout of a large eighteenthcentury country house.

Number Twenty-Nine Fitzwilliam Street is an example of a recreated Georgian town
house. From the basement kitchen, through to reception rooms, bedrooms and
nursery, visitors can view period (and mostly Irish) furniture, glassware, ceramics,
and paintings in an authentic setting.
A number of books were also consulted to provide commentary and visual references
for material artefacts and how they were used. The books are listed in Table 2
together with a brief description of their contents relevant to this research.
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Book Title

Author

Published by

Contents
relevant
research

to

Ireland: Crossroads
of Art and Design,
1690–1840

William Laffan
Christopher
Monkhouse

Art Institute of
Chicago and Yale
University Press,
2015

Articles and
photographs of
consumer goods
made in eighteenthcentury Ireland

Making the Grand
Figure: Lives and
Possessions in
Ireland, 1641-1770

Toby Barnard

Yale University
Press, 2004

Consumer goods
and possessions,
divisions between
rich and poor,
women and men,
Catholics and
Protestant

The Politics of
Consumption in
Eighteenth-Century
Ireland

Martyn J Powell

Palgrave Macmillan,
2005

Consumer goods in
the eighteenth
century. The
cultural life of the
Protestant
Ascendency

The Gorgeous
Mask: Dublin
1700-1850

David Dickson
Ed.

Trinity History
Workshop, 1987

A collection of
essays on wealth
and poverty in
eighteen century
Dublin

Table 2: Secondary book sources consulted relevant to life in eighteenth-century Ireland

3.2.3 Sources providing information relating to life eighteenth-century Irish women
Research into eighteenth-century Ireland and Cork had provided general information
on life during this period. However, further specific research into life for women was
undertaken as traditionally history has been written by men, about men's activities in
the public sphere - war, politics, diplomacy and administration. Women are usually
excluded and, when mentioned, are usually portrayed in roles as they relate to men
such as wives, mothers, daughters and mistresses (Purvis, 2004, pp.40-42). Ordinary
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women and their daily lives have left little trace in the archival texts conventionally
used by historians. However, the study of material culture and the objects with which
women interacted provided an insight into how women lived in eighteenth-century
Cork city. Museum collections and historic houses provided access to material
artefacts used by women. Books provided further information on women’s tastes and
fashions and how they spent their time.

The Cork Public Museum in Fitzgerald Park provided direct access to two artefacts
used by women in the eighteenth century: a pair of shoes and a fan (Figure 2). Both
objects appeared to be decorative rather than practical, and were possibly used by a
wealthy woman on social occasions. The shoes were made of woven fabric. They
appear flimsy and unsuitable for outdoor use. The fan is hand-painted on gauze with
lace edging. The museum also displays a traditional hooded cloak worn by Irish
women as an outer garment in the eighteenth century.

Figure 2: Shoe and detail of Fan

Examination of the interiors of Castletown House revealed how fashions changed
during the eighteenth century. Decorating styles in the earlier years of the century
had changed little over the decades with panelling and tapestries used for wall
covering. As the century progressed interior decoration embraced a lighter, more
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ornamented style, with stucco-work and wall paper coming into fashion. Figure 3
shows the Brown Study and the Long Gallery from Castletown House. The Brown
Study with its wood-panelled walls, tall oak doors and built in wooden desk is shown
as it would have appeared in the 1720s. By contrast, the Long Gallery, refashioned
by Lady Louisa Connolly in the 1760s and 1770s, displays painted walls and ceilings
in light pastel shades featuring themes of love, marriage and family. Three Murano
chandeliers were specially imported from Venice in the 1770s (Walsh, 2007, p.39).

Figure 3: Brown Study and Long Gallery (images castletown.ie)

Much of the information available about women is linked to consumer goods – the
clothes they wore, the interior decorations they chose, the ‘need-nots ’ with which
2

they surrounded themselves. A number of secondary sources were consulted for
information on Irish women and the goods they consumed. These findings were then
checked against the Hibernian Chronicle to see if these goods were available in Cork
at the time. Table 3 shows the secondary sources consulted, together with a brief
description of their contents relevant to this research.

2

an eighteenth century term for goods not strictly necessary for daily life (Barnard, 2004, p.132)
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Book Title

Author

Published by

Contents
relevant to
research

Dress in Ireland

Mairead Dunlevy

Holmes and Meier,
1989

Costumes of both
rich and poor

Making the Grand
Figure: Lives and
Possessions in
Ireland, 1641-1770

Toby Barnard

Yale University
Press, 2004

Mrs. Delaney’s
Menus Medicines
and Manners

Katherine Cahill

New Island Books,
2005

Consumer goods
and possessions,
divisions between
rich and poor,
women and men,
Catholics and
Protestant
Letters, tips and
recipes from a
woman living in
Dublin in the
eighteenth century

A History of
Women in Ireland,
1500-1800

Mary O’Dowd

Routledge, 2004

Information on
what women did,
including their
access to
employment and
education in
eighteenth-century
Ireland

Table 3: Secondary sources consulted relevant to life for women in eighteenth-century Ireland

With the exception of Mary O’Dowd’s History of Women in Ireland, the secondary
sources are concerned with consumerism. During the period in question, women
were heavily criticised for wasting both time and money on the excesses of fashion
and taste (Barnard, 2004, pp.xviii-xix). Some husbands advertised in newspapers
advising creditors that they would not pay their wives’ bills (Hibernian Chronicle,
August 1770). Other husbands, such as Sir Thomas Newcomen in Longford, took
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more drastic measures. Newcomen cited the extravagance of his wife as the reason
for separating from her - he was heard to have remarked, ‘Such insolvencies would
provoke any man living to throw her out of the windows, for no woman brought out
of the stews could do worse things’ (Barnard, 2004, p.83).

3.2.4 Sources providing information relating to life for eighteenth-century women in
Great Britain
Conduct Books such as The Toilet of Flora, published in 1779, and Madam

Johnson's Present: Or Every Young Woman's Companion, in Useful and Universal
Knowledge, published in 1770, were accessed on line and proved a source of insight
into eighteenth-century domestic and social ritual. Selling Silks by Lesley Ellis
Miller (V&A, 2014), a reproduction of a merchant’s sample book, provided
examples of fabric choices available in the second half of the eighteenth century.
Secondary sources included Behind Closed Doors: At Home in Georgian England by
Amanda Vickery (Yale University Press, 2010), If Walls Could Talk: An Intimate

History of the Home (Bloomsbury, 2013) by Lucy Worsley. Relevant radio podcasts,
on taste, fashion and culture from Melvin Bragg’s In Our Time aired on BBC Radio
4 were accessed online and are fully laid out in the bibliography.

3.3 Section Two – Data Classification
3.3.1 Synopsis of historical information collected
Consultation with the sources of information on the eighteenth century in general,
and women living in Cork city in particular, revealed a body of data, a brief summary
of which appears in the following paragraphs.
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Worldwide, the eighteenth century was marked by an increase in the consumption of
a variety of goods and products by individuals from different economic and social
backgrounds. Improvements in transport and manufacturing technology increased
opportunities for buying and selling. In Britain and Ireland rising prosperity and
social mobility increased the number of people with disposable income for
consumption. Shopping became an important part of everyday life (White, 2009,
www.bl.uk). With the economic growth more could dress both themselves and their
homes ‘en mode’ regardless of appropriateness, practicality or means. ‘Efforts to
ensure an exact fit of social standing with costume broke down in the face of the
ingenuity of both producers and purchasers. Cheaper versions of the expensive
hitherto supposedly monopolised by the grand, were devised’ (Barnard, 2004, p.253).
The area of taste became important. Previously one’s standing might be judged by
the quantity of goods one owned. With the prevalence of consumer goods available
to the middling classes and even the poorer sections of society, quality became
important: one needed to own and display ‘tasteful’ objects. (Taste, 2007, BBC
podcast).
As the last outpost of the British Empire before the New World, eighteenth-century
Cork was a thriving port city providing its citizens with access to a wide variety of
goods. The richer women enjoyed latest fashions in fabrics, interior styles, food and
social behaviour. Two scenic walks, a bowling green, a playhouse, and Assembly
Rooms holding weekly balls and concerts (Maxwell, 1949, p.245) were provided for
the fashionable to see and be seen. A spa in the nearby town of Mallow became
known as the Irish Bath (Maxwell, 1949, pp.259-260).
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At the beginning of the eighteenth century, Ireland was split into two social classes:
the rich and the poor. In Cork city, largely due to the results of the Penal Laws, this
division was often religious and geographical. While there were a number of rich
Catholic families and many Protestants found themselves struggling economically, in
general the poor Catholics lived in the North and South Suburbs while the richer
Protestants occupied the newly developed reclaimed marshes. Laneways in the city
centre also housed poor Catholic families. Later as the century progressed a middling
class emerged which included members from both religions.
Public holidays and royal birthdays were celebrated - sometimes with the distribution
of free ale (Tuckey 1837, p. 177). May Day was the most important public holiday.
No other day in the urban calendar was as important, both as a moment of
general conviviality and excess. Vast numbers streamed out to spend a
bacchanalian day in pastoral surrounds of Glanmire and May Day continued
to be a holiday which happily united the lower-class urban Protestants and
Catholics (Dickson, 2005, p.132).
On May 1 1782, Francis Tuckey reports ‘There was dancing, prize-fighting and
running in bags at the Mardyke field’ (1837, p.184). A more unusual form of
entertainment particular to Munster was ‘faction fighting’. Faction fighting was
common on public holidays and involved frequent and violent territorial fighting,
where both women and men would engage in full-scale battles that could last for
many hours (Moraghan, 2014, p.8).
Marriage was the goal for most women, with unions among landed or moneyed
families often a financial arrangement designed to cement powerful alliances and
exchange or acquire land and property (Dickson, 2005, p.99). Similarly, for those in
trade, the choice of spouse could be influenced by commercial advantages. Young
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women born into a trading family often helped out with this family business and
went on to marry into a family in a similar business (O’Dowd, 2005, p.116). The
poorer classes seemed to enjoy a greater freedom when it came to marriage:
In England, where the poor are in many respects in such a superior state, a
couple will not marry unless they can get a house ... But in Ireland, the cabin
is not an object of a moment’s consideration; to possess a cow and a pig is an
earlier aim; the cabin begins with a hovel, that is erected with two day’s
labour, and the young couple pass not their youth in celibacy for want of a
nest to produce their young in (Young, 1776, p.87).

The scope for wealthy female social interaction, especially in the west of the region,
was far more restricted than was the case for men - ‘nothing to do but read, chatter,
play chess and wash in asses milk’ as Mary Wollstonecraft caustically observed of
the domestic world of Mitchelstown Castle in 1786 (Dickson, 2005, pp.99-100).
Many wealthy women found activity in decorating their homes (ibid, p.95) and
displaying their newly ‘tasteful’ home over tea (Foster, 1995).
The issue of good taste in interior decoration might be considered a moot point for
the poorer women living in the city.
Most of the houses inhabited by the peasantry were wretched hovels called
cabins, consisting generally of one room, though there were sometimes two one for eating, the other for sleeping. The floor was generally of bare earth,
which was usually far from dry, as the rain often came through the roof or
oozed down from the walls (Maxwell, 1949, pp.120-121).
Working opportunities for woman were mainly linked to in the textile industry
(O’Dowd, 2005, p.125). Women worked as linen and woollen drapers, manteau
makers, hatters and glovers. There were specialists for cleaning silks and lace; for
washing and making-up caps; for dyeing and glazing cottons; for dyeing gloves,
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stockings and clothes, etc., as well as scouring, turning and mending clothes and
making them as new (Dunlevy, 1989, p.128). Poorer women found employment
knitting and combing wool. Domestic service was another major source of
employment, with women often on duty from dawn to late at night. Other sources for
earning included illegal enterprises such as begging, petty thievery and prostitution.
If one was caught in such an endeavour, punishment ranged from imprisonment,
pillorying or being whipped the length of the main street. In December 1764, a
husband and wife team, Thomas and Mary Connor, were found guilty of keeping a
‘disorderly house’ in the city. Thomas was sentenced to a double whipping and his
wife was to be exhibited in the pillory on two occasions (O’Mahony, 1997, p.48).
Ten years later, a young woman was caught pickpocketing at a funeral. She too was
sentenced to public pillorying - ‘The populace afterwards set the culprit in the stocks,
where they threw several things at her, till it was thought she received sufficient
punishment for such practices’ (Tuckey, 1837, p.167).
In the early part of the century there was little sympathy for those who were poor or
destitute.
Traditionally poverty was variously expressed in terms of moral degeneracy,
indolence, or simple laziness. According to this view it was primarily the
fault of a person’s nature if her or she was poor. In addition all Catholics,
shackled by a morally inferior religion tended towards laziness and therefore
poverty (O’Caroll, 1987, p.80).

The Cork Workhouse and Foundling Hospital was opened in 1747. The main
purpose of the workhouse was ‘employing and maintaining the poor, punishing
vagabonds and providing for and educating foundling children’ (Nicholls, 1856,
p.42). It was thought that if children could be caught early enough it would be
possible to change their moral habits and make them responsible and industrious
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(ibid., p.47). Eighteenth-century Cork had a number of schools for the poor. The
education in these schools consisted of reading, writing and arithmetic for boys and
sewing, knitting, reading and spinning for girls. Most of these schools educated
children in the Protestant religion (Lewis, 1837, p.424).
For middle-class families, education through private tuition, or attendance at a small
fee-paying school, became a common experience for girls from urban families. Most
of the schools catered for girls from the age of ten or eleven. These establishments
were, therefore, intended to develop the basic literacy skills that many middle-class
children would have acquired at home. The school curriculum usually included
classes in writing, French and English, as well as social skills such as music, dancing
and drawing. By the eighteenth century, knowledge of history and geography was
perceived as a useful conversational skill for young women (O’Dowd, 2005, pp.210211). Literacy and numeracy skills were essential for women who had responsibility
for managing a landed estate or supervising payments to staff. The collection and
exchange of recipes, medical prescriptions and household tips that were written into
commonplace books was also a popular pastime among women in landowning
families (O’Dowd, 2005, p.208).
Lack of hygiene caused many problems including the spread of contagious and fatal
diseases for the poor living in the North and South suburbs and laneways of the city
(O’Mahony, 1997, p.43). There were two hospitals operating in the city. However,
there was little understanding of infectious diseases and traditional medical thinking
advised the drawing of illnesses out of the body through bleeding and blistering
(Cahill, 2005, pp.161-162). More traditional medical practices, using home-made
remedies for various ailments, were frequently advertised (O’Mahony, 1997, p.17).
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3.3.2 Classification of historical information
The aim of the project was to paint a picture of women’s lives in eighteenth-century
Cork city. In narrative, this setting of time and location is known as the story world.
The story world for this project emerged from the collected historical information
and was broken down into three sections which could be further explored through
characters and their actions
1. The eighteenth century as an Age of Consumerism
• Clothing
• Household Goods
• Food and Drink
2. Eighteenth-century Cork city
• Crime and Punishment
• Education
• Health and Medicine
3. Life for Women
• Conduct Books
• Appearance
• Entertainment
• Getting Married
• Women at Home
• Women who Worked

3.4 Section Three – Design prototyping
Once a body of data was collected and organised, investigation turned to exploring a
means of conveying this data back to a museum audience in an accessible and
entertaining manner.
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The volume and variety of information to communicate posed a particular challenge.
A straightforward listing of the facts could prove dull and overwhelming for a
museum visitor, yet a more complicated delivery might prove confusing - the
audience might lose the thread of the information. An important aim of the project
was to present a portrait of eighteenth-century Cork in order that the museum visitor
might visualise for themselves how women lived at that time. What was needed was
a design that could fulfil three functions:
•

Provide clarity: the creation of an over-arching structure to signpost the
information for the visitor

•

Encourage interest/engagement: the eliciting of an emotional or
personal response from the visitor to the information

•

Support visualisation: the presentation of the eighteenth century in a
perceptible and/or tangible manner.

The design stage followed three phases. Each phase combined material culture with
narrative. The initial phase focused on a series of books featuring and augmented
with material objects. The middle phase invited the museum visitor to discover
different aspects of material culture using a series of building blocks. The final phase
was in two parts, comprising of a Time Traveller’s Guide and a Time Travelling
Suitcase. The Time Travelling Suitcase evolved to become a Museum in a Box
where aspects of eighteenth-century women’s lives were told through objects and the
audience were invited unravel the information using their own imaginations.
The design passed through three phases named as follows:
1. Seven Graphic Novellas
2. Story Blocks
3. A Time Traveller’s Guide/A Museum in a Box
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3.4.1 Phase 1 – Seven Graphic Novellas

The Seven Basic Plots: Why We Tell Stories, by Christopher Booker (2004)
provided this research with a basic structure for creating stories around the historical
information. Seven stories featuring seven women were devised, each relating an
aspect of women’s life in eighteenth-century Cork city. This narrativisation of the
data linked each story to one of Booker’s seven basic plots. It was intended that the
stories would overlap, with a facility for characters to appear in each others’
narrative. It was further intended that each story would be visually based rather than
text based: a graphic novella.
At the early stages of research, the focus of the project was Nano Nagle. One of the
aims was the assembly of a catalogue of elements from material culture that would
represent the daily lives of women from eighteenth-century Cork with whom Nano
Nagle was associated. These were both the women from the wealthy privileged
classes, with whom she shared much of her early life, and the women of the poor
Catholic class whom she supported through her philanthropic work in her later life. It
was hoped that by focusing on the lives of women who lived alongside her, it would
highlight how atypical she was for her time. Rather than relate her story as a
straightforward narrative, the focus of this phase was on six other women also living
in the City and whose lives had been transformed by Nano Nagle’s actions. This
device could allow the museum visitor to discover for themselves the radical nature
and impact of Nano Nagle’s choices. Nano Nagle’s story would underpin all six
narratives. Figure 4 illustrates these seven interlinking narratives.
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Figure 4: Seven interlinking narratives

The six women were specifically chosen to address an aspect of life in eighteenthcentury Cork city particular to women. The aspects were:
1. Restrictions imposed upon Catholics due to Penal Laws.
2. Restrictions imposed on married women, including the legal system and
crime and punishment.
3. Life as a domestic servant, including the distress involved with an unplanned
pregnancy.
4. Education of women, including the national campaign promoting skills such
as lace making, spinning and weaving.
5. The Age of Consumerism - the goods available in Cork at the time.
6. The appearance of the city, in particular the buildings, people and trades of
the Main Street.
7. Culinary and medicinal recipes.
Five of the six women were chosen from studies of wills, marriage announcements,
trade notices and classified advertisements. One woman was imagined in order to
focus on a particular experience. While, the subject matter of all six narratives was
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factually based, the actual storyline lay in the genre of historical fiction. See Table 3
for character, motivation for inclusion and plot format for each of the seven women.
Further details on the women, where they were found and the story they were
employed to tell may be found in Appendix 1.
Character

Motivation

Basic plot format

Nano Nagle

To tell of her work.

Overcoming the Monster

The advantageous effect of

Rags to Riches

Kitty Broderick

3

education.
Mary Ronayne

The trades and people of Main

The Quest

Street.
Thereasa Meagher

Culinary and medicinal recipes.

Voyage and Return

Margaret Lean

The perils of getting caught up in

Rebirth

‘taste’ and the Age of
Consumerism.
Mary Broderick

Servant life and the lack of

Tragedy

choices if one loses a job.
Bridget Conner

Lack of power for wives.

Comedy

Crime and punishment.
•

Table 4: Character, motivation and plot for the seven women

This creation of seven mini-stories grouped the facts into manageable themes,
facilitating comprehension for the reader (Baldassano et al., 2017 pp.709-721). By
personifying the historical information, it was hoped that readers would find it easier
to relate to it.

3

denotes the character that was invented for this project
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Three stories were selected to progress in order to determine if this design direction
had potential. The stories were those of Mary Ronayne, Kitty Broderick and Mary
Broderick.
Mary Roynayne - Mary’s Map
The story of Mary Ronayne was given the working title of Mary’s Map. The plot
follows that of the Quest in which the premise involves a protagonist embarking
upon a perilous journey in order to find a precious object. Once acquired that object
will have the power to change her life. In this instance the protagonist, Mary,
journeys to Cork city unaccompanied and travels the length of Main Street seeking
fabric for a new dress. Her ultimate aim is to wear the dress to attract the attention of
a man. The perils she encounters include a rampaging bull, the sight of naked men’s
buttocks and falling into the river.
The book used a basic three act structure referred to in the Literature Review (pages
8 - 9) to order the flow of the story.
Act One - Set up: Mary realises she needs a new dress. Despite the dangers she
resolves to journey to the City unchaperoned. Climax of act one – she arrives in town
and crosses the South Bridge.
Act Two - Confrontation: Mary locates a number of shops, but no suitable
fabric. She journeys on, encountering further obstacles including naked male
behinds, a rampaging bull and an amorous gentleman. Finally, she locates the perfect
fabric near St Peters and Pauls Church. The climatic crisis occurs when gazing into
the river she slips, falls in the water and loses the fabric.
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Act Three – Resolution Devastated and soaking, Mary stumbles along to the
North Bridge. There outside the final fabric shop of the city she is provided with a
new piece of fabric free of charge.
This familiar three act structure with implied causation provides a chronological path
to follow and can help the reader process the information.

Roques Map of 1759 was used for layout and names of the streets and laneways.
Study of Gina Johnson’s Laneways of Medieval Cork provided details of business
and tradesmen along each street. Accounts of incidents from the Hibernian Chronicle
and Tuckey’s Remembrancer provided information to drive the drama. These events
were included in the book as newspapers snippets. Other pieces of ephemera such as
the payment docket for the fabric, a letter and a handwritten recipe were tucked
among the pages, to enhance the reader experience of the narrative. See Figure 5.

Figure 5: Mary’s Map
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Kitty and Mary Broderick
Kitty and Mary Broderick, were envisaged as two cousins whose lives take very
different paths. The purpose of these characters was to show the life-changing
influence of Nano Nagle’s intervention. One character, Kitty would attend one of her
schools, the other, Mary, would go into service.
The plot with which Kitty’s story is associated is that of Rags to Riches. In this case the
riches are education. The plot of Mary’s story line is a Tragedy. Circumstances and
poor choices result in Mary lying ill and destitute by the end of the story. In a similar
fashion to Mary’s Map it was intended that the books relating Kitty’s and Mary’s
stories would contain elements tucked into the volumes for the reader to discover.
3.4.1.1 Use of narrative, material culture and design in the Seven Graphic Novellas
It was intended that the reader would use their own knowledge of books and plotlines
to interpret the seven different books. A certain level of commitment was demanded
as it was only through reading all seven books that the reader would gain a full
impression of the city and the women who lived there. Material culture was central to
each plot. From buying dress fabric, to medicinal and culinary recipes, to the joys
and perils of an Age of Consumerism, women and their lives were imagined through
their use of material objects. Material culture was further, and literally physically,
presented through the inclusion of inserts in each book. This device, that echoes the
practice of extra-illustrated books found in the eighteenth century, invited the reader
to unfold and read a letter or newspaper clipping or examine a piece of fabric or
jewellery secretly hidden inside. It was intended that the reader would discover the
inserts for themselves and use their own knowledge as to how this extra information
might impact upon the story.
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As far as using the seven books in a museum setting was concerned, two options
were considered. The first was that the books might be placed in a quiet corner of the
museum beside a chair. Both chair and books would appear to be from the eighteenth
century. Once opened the books would reveal themselves as a modern work with
high visual content, and it was hoped the visitor might be intrigued enough to sit on
the chair and peruse the rest of the books. The other option was that all seven stories
could be merged and published as a book available for sale in the museum bookshop.

3.4.2 Phase 2 - Story Blocks
The Seven Graphic Novellas idea contained some provision for haptic reader
involvement, but the concept primarily used an author-led form of narrative.
Searching for a design that could introduce a greater facility for visitor involvement
led the project to examine other design devices that might carry a story.
The early work for this second phase merged two of the plot lines from the previous
phase: the characters of Kitty and Mary were combined to become one individual
and this story was illustrated on a set of thirteen cubes. The museum visitor was
invited to choose the character’s path in life by placing the cubes in a certain order.
The selected order would reveal either a happy or sad ending: an educated, gainfully
employed and contented young woman, or a destitute, miserable beggar. The
narrative in this instance was linear: a cause and effect, simplified story that echoes
the sentimental and moral stories that became popular in the eighteenth century
(Mullan, 1996, p.246). Figure 6 illustrates these blocks.
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Figure 6: blocks showing happy and sad ending

Moving away from a linear type story line, the cube itself was examined as a
narrative device. By its nature a cube, being formed with six sides, could contain and
reveal six different pieces of information. Depending on which side of a cube was
focused upon, a certain piece of information could be revealed. If a number of cubes
were used together, different combinations of information could be revealed. Eight
themed blocks were created. The themes were: china; home; dress; food;
consumerism; entertainment; medicine and work. For full list of the information
contained in each block see Appendix 2.
It was envisaged that the blocks would be used in conjunction with a facility for
displaying text relating to each theme. Different information could be accessed
depending on which side of the block was selected and how they were placed
together. For example, if the block and side showing a china urn was selected the text
displayed would relate information on the desirability of porcelain from China. If the
block and side showing the fighting women was selected, the text would relate to
faction fighting. However, if the blocks featuring both urn and fighting women were
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selected together the text would relate the story of how, in 1758, an East India ship
arriving from Asia with a cargo of porcelain sprang a leak and had to crash land in
Kinsale. Within days, word of the cargo had spread and most of women from the
county of Cork had ‘been sent...to get great bargains of china and other fine need-

nots’ (Barnard, 2004, p.132). See Figure 7.

Figure 7: Grappling for a bargain

A single block contained six stories. Two used together unlocked another possible
36. Three blocks together could tell 216 stories; four cubes could tell 1,296; 5 cubes
7776; 6 cubes 46656; 7 cubes 279936 …. If all the blocks were used together this
gave a possibility of 1679 616 stories. See Figure 8.

Figure 8: Story Blocks
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3.4.2.1 Use of narrative, material culture and design in Story Blocks
The narrative in the Kitty/Mary story was linear and prescriptive. In a similar manner
to the previous concept, it was author-led. However, in this case there were two
possible endings for the reader to discover. The Story Block concept was developed
to create a facility for the selection of many different stories thus creating a more
user-led activity. The large wooden cubes provided the museum visitor with a
tangible structuring of the information. The visitor did not need to work at
remembering the various themes: they were physically apparent in blocks in front of
them. However, the information being communicated was historical, evidence-based
data and accessed by means of reading a screen display. For some museum visitors
this might lack interest. Using more than two blocks at one time revealed another
weakness in the design. Due to the exponential nature of the cube shape, using three
cubes or more together provided the museum visitor with too much data to control or
absorb.
Nevertheless, the Story Block phase of design did introduce a useful narrative
direction to this project. It moved the narrative from an author-led perspective to one
where the visitor controlled the movement of the story. This approach delegated
responsibility to the visitor to make sense of the material put before them.

3.4.3 Phase 3 - The Time Traveller’s Guide and the Time Traveller’s Suitcase
This visitor-led movement of narrative continued in the Time Traveller’s Guide
phase. At first consideration the guide might appear as a backwards step as there is a
return to the book format. However, the use of a travel guidebook places control of
the information with the reader. The template of a travel guidebook is most likely a
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familiar one to museum visitors, containing entries on where to stay, what to eat and
suggestions for entertainment. This Time Traveller’s Guide was structured along
similar lines and provided accessible navigation through the information to be
communicated. To reflect the social and economic divide there would be the option to
cater for different budgets. Details on etiquette and customs would be provided so the
modern woman could blend easily with her 1770s counterparts. In a similar fashion to
the other two design phases, the narrative content was rooted in historical information.
However, to use the example of afternoon tea, one can see where it might differ. Using
the device of a city guide book, not only would the reader learn that afternoon tea was
a popular social activity, they would read where to buy the tea, how much it cost, find
authentic recipes for the accompanying refreshments, receive a pattern for a
fashionable fabric which could be used for their tea-gown, and get tips on what best
society gossip to contribute to the conversation. Where possible, information reflecting
the ‘horrible’ side of history were included in order to provide the modern-day
traveller with pause for gruesome thought. The featured chapters were:
1. Introduction - climate, currency, language spoken
2. Where to stay
3. How to decorate your home
4. What to eat and where to buy it
5. What to wear
6. What to do/places to see
7. Hygiene
8. Health
9. Personal Safety
10. Tips for those who wish to work while on holiday.

The Time Traveller’s Guide introduced the concept of schemata which refers to the
system of prior knowledge a person may bring to a given subject or topic (Piaget
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1923, Bartlett 1932). In this case, the prior knowledge was of present day life. By
comparing details of life now, to life in the eighteenth century, the reader was invited
to imagine themselves in the past and picture how they might have fared in that time.

Figure 9: Selection of spreads from Time Traveller’s Guide
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Accompanying the Guide was a Time Traveller’s Suitcase containing objects relating
to the ten chapters covered in the book - see Figure 10.

Figure 10: The Time Traveller’s Suitcase

As work progressed on the Time Traveller’s Guide and Suitcase it became apparent
that the suitcase - and objects therein - had the ability to offer a museum visitor most
by way of an engaging experience of the eighteenth century. Consequently, work
ceased on the book and the suitcase was renamed as a Museum in a Box. While the
Guidebook, Story Blocks and Seven Graphic Novellas were aimed at the general
public, it was decided to align the Museum in a Box with the educational facility of

Nano Nagle Place, and aim the Box specifically at primary school children.
Due to time and budget constraints a pared down version of the Box was created.
Five of the eight original themes were chosen to explore: Entertainment; Health;
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Hygiene; Crime and Personal Safety. These particular themes were selected for their
properties of narrative eventfulness. Three unusual or gruesome pieces of
information from eighteenth-century Cork city were selected for each theme. These
were taken from advertisements in the Hibernian Chronicle and entries in Tuckey’s

Cork Remembrancer. Next an object was selected to represent each story – three
objects for each of the five themes – fifteen objects with fifteen stories behind them.
Details of each theme and the related objects are listed below.
1. Entertainment
The wealthier women of the city had much free time on their hands, the poorer
women less so. Gambling (Dickson, 2005, p.129) and dancing were popular
activities for both classes, though they were undertaken at separate venues.
•

Mother of Pearl Gaming Chips –Large sums of monies could be won
and lost at the card table.

•

Dance Instruction Manual – Balls were an important way for eligible
young men and women to meet. Dances were formal and had to be learnt.

•

Stones – faction fighting, a type of organised gang brawl, was particular to
Munster. Newspaper reports tell of regular fighting between two north-side
suburbs. One report tells how the women were armed with stones.

2. Health
Medical thinking of the day considered the human body was composed of tubes
containing fluids that were moved around the body. The fluids were kept in balance
by ‘letting’ blood. Fatal or serious diseases were small pox, whooping cough,
measles, cholera and typhus. Most medicines were derived from herbs, plants and
vegetables. Women made and dispensed simple medical remedies for common
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complaints, such as colds, headaches, or rashes. Women kept notebooks called

Receipt Books where they would transcribe remedies and potions for various
ailments. Receipts were exchanged among family and friends.
•

Worm Powder – a recipe to cure worms in children involving the drying
and crushing of earthworms.

•

Bleeding Bowl – a bowl in which to catch the blood that a doctor would
‘let’ from a patient.

•

Three engraved prints of flea, fly and louse – many fatal diseases
were spread by overcrowded living conditions and poor understanding of
hygiene. Cholera could be spread by flies, typhus by the human louse.

3. Hygiene
Lack of running water or proper toilet facilities created a range of problems for all
classes of people living in the city.
•

Pattens – a type of elevated shoe which women wore over their own to raise
their hemlines from the filth in the streets.

•

Washball – eighteenth-century soap made from lye.

•

Leaves, squares of newspaper and strips of linen – toilet paper for
poor, middling and rich.

4. Crime
Punishments of the time included whipping, pillorying, imprisonment, hanging and
transportation.
•

Note from Bridget to Roger - In 1769 Roger Massey and Brigit Connor
were confined to the pillory and severely pelted with rotten fruit and
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vegetables. Their crime was attempted murder of Bridget’s husband. Bridget
had written a note to Roger asking him to buy some poison. Unfortunately,
Roger couldn’t read so he asked a stranger to read the note aloud to him.
They happened to be standing near a policeman who heard every word of the
plan and arrested the plotting couple.
•

Coin and Key to Gaol – In the 1770s there were two jails in the city,
South Gate Gaol and North Gate Gaol, one jail at each end of Main Street.
Security in the prisons was not great and often prisoners escaped. In 1772, a
mother and son were imprisoned in the North Gate jail for forging coins.
They were sentenced to hanging, but managed to escape.

•

Handkerchief - The most common crime was pickpocketing. Pickpockets
often stole handkerchiefs, as they were easy to steal and simple to re-sell. An
ordinary linen handkerchief might be worth 16 pence, a silk handkerchief was
worth about three shillings and fine handkerchiefs edged with lace or
embroidered could be worth more (Norton, 2012, p.11).

5. Personal Safety
Some of the dangers commonly faced in on the streets of eighteenth-century Cork.
•

Peas & Beans –The streets themselves were unpaved, filled with potholes
and covered in manure. Falling was a serious problem. Often people fell into
the canals and were drowned. During the season when peas and beans were
shelled, the streets became even more dangerous as the slippery shells were
discarded, increasing the likelihood of a fall.

•

Cow Horn - Bull-baiting or bull running was a common sport. This involved
a crowd of people chasing a bull around the city with sticks and dogs.
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•

Candle-wick Trimmers – Candles were expensive and took effort to
maintain. The wick needed to be trimmed several times an hour to produce
maximum light. If left untrimmed, it would smoulder and smoke. Lighting of
this type was hazardous. There are many reports of houses catching fire and
being burnt down. In the crowded streets with many homes packed together,
if one house caught fire the neighbouring houses often did so also.

3.4.3.1 Use of narrative, material culture and design in The Time Traveller’s
Guide/Museum in a Box concept
The narrative in both ideas proposed to work on two levels.
Firstly, both Guide and Box used real narratives taken from newspaper clippings
relating to actual incidents and people from the 1770s. Where available, information
and objects from material culture relevant to Cork were used. The National Inventory

of Architectural Heritage provided information on and visuals of buildings and
houses dating from the eighteenth century that are still standing today. Houses from
this website along with property rental advertisements from the Hibernian Chronicle
were used to provide the facts in the lodgings section of the Guide. A dress displayed
in The Cork Public Museum was the inspiration for an illustration on how to alter an
existing dress. An eighteenth-century Conduct Book, Madam Johnson's Present: Or

Every Young Woman's Companion, in Useful and Universal Knowledge, was
advertised for sale at the Hiberninan Chronicle. The text of this book was accessed
online and proved a source of insight into domestic and social ritual. The book
contained instructions on different activities from ‘how to wash cambricks, muslins
and laces’ to making a ‘less expensive seed cake’ or ‘an infallible remedy for a scald
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head and many other disorders’. In some cases, generic Georgian historical facts
were referenced. Much of the information for the hygiene chapter came from If

Walls Could Talk: An Intimate History of the Home (Bloomsbury, 2013) by Lucy
Worsley. Information on taste and consumer fashions came from the published and
broadcasted work of historian, Amanda Vickery. This information all provided the
story of eighteenth-century women in Cork.
Secondly, the guise of a travel guide took familiar twenty-first century activities and
transposed them back in time, thus encouraging the reader to picture themselves in
the 1770s. Similarly, the Museum in a Box covered familiar human activities such as
dancing, taking medicine, washing or going to the toilet. However, these affairs were
handled differently in the eighteenth century and the visitor/reader was encouraged to
imagine how they might feel when faced with eighteenth-century practices. The
objects chosen were intended to hook the user into a cognitive process of recovering
their story/historical information. The process of doing so is focussed on narrative
principles that support engagement rather than pedagogical principles for education.
Using imagination or conversation, the visitor reader can take facts from the page or
Box and continue the narration themselves, or in a shared context with others.
Material artefacts featured in the Time Traveller’s Guide, but were brought to the
forefront in the Museum in a Box. Students were given direct access to the objects
and invited to handle them in order to guess their purpose and function. The objects
themselves were deliberately chosen to be intriguing or gruesome to increase
engagement.
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3.4.4 Presenting the three phases
The three phases of design were presented to a group of stakeholders of Nano Nagle

Place in June 2016. It was hoped that one would be deemed suitable for further
development. At the meeting were Michael O’Sullivan, CEO Nano Nagle Place,
Sister Bride Given, Board Member and Alan Macilwraith from Jack Couglan
Architects, the company responsible for the exhibition design at the heritage centre.
During the ensuing discussion it was decided that the Seven Graphic Novellas
concept would not work in a museum setting. Visitors typically do not spend much
time at individual exhibits (Serrell, 1997, pp.108-125). It was unlikely that many
would take time to read seven whole books. However, on viewing the letters and
other inserts tucked into the books, Alan Macilwraith suggested such a device might
be of interest to children and could ‘teach them how to be historians’. The Story
Block idea was not well received: it was deemed complicated, uninteresting and
unsuited for Nano Nagle Place. The Time Traveller’s Guide, however, was regarded
positively. The group liked the idea of a city guide, and felt such a device would be
an accessible method of conveying eighteenth-century facts to a twenty-first century
visitor. In particular, the group liked the idea of including ‘horrible’ facts from
history. The slides from this presentation can be found in Appendix 4.
At this stage (June 2016) of the research, the Museum in a Box had not yet been
developed. However, by September of the same year the Box idea was in
development and was presented at the Collaborative European Research Conference
(CERC), a peer reviewed research collaboration, that has taken place between Cork
Institution of Technology (CIT) and the Hochschule Damstadt University of Applied
Sciences since 2010. The work involved in this research was presented under the
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Humanities/Social strand and a paper subsequently selected for inclusion in the
published proceedings. Both presentation and paper can be found in Appendix 4.
Based on the outcome of the June meeting in Nano Nagle Place, work had ceased on
the Seven Graphic Novellas and the Story Block concepts. This conference
presentation was therefore concerned with the Time Traveller’s Guide and the
Museum in a Box. The Museum in a Box idea was still in its infancy and thought
was been given to embedding technology in some of the objects to enhance their
function. A discussion arose around this question, with the majority of audience
feedback being in favour of leaving the objects untouched to preserve their
authenticity.

3.5 Section 4 - Design Craft

Based on feedback from Nano Nagle Place and the CERC Conference, the remainder
of the research concentrated on the Museum in a Box. As well as sourcing the items
to populate the Box, consideration was given as to how the Box might be used with
groups of children.
3.5.1 Sourcing the contents for the Museum in a Box
Contents were divided into four different categories:
•

Original objects and/or replicas which could be purchased

•

Objects which could be created by third parties

•

Objects which could be created by the researcher

•

Objects which could be easily sourced.
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Objects and replicas that were purchased

•

Gaming chips,

•

A replica of a bleeding bowl,

•

An antique linen handkerchief,

•

Peas and beans,

•

A cow horn,

•

Candle-wick trimmers

•

A washball

•

Linen for toilet paper

These objects were purchased from various sellers on Ebay, apart from the peas and
beans which were found at local supermarket and the linen which came from a shirt
found in a charity shop- see Figure 11.

Figure 11: Objects that were purchased
Top row: beans, bleeding bowl, handkerchief, linen
Bottom row: peas and beans, cow horn, candle trimmers, washball
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Object created by third party

•

Pattens – elevated shoes worn to prevent trailing of clothes in dirty streets.

The created pattens were based on a set of pattens currently owned by the
Metropolitian Museum of Art. Nobby Dunne, a brocoleur in Bantry, joined the base
of a pair of antique rollerskates to a pair of old Birkenstock sandles. These were then
riveted to a raised circular rim. Black acrylic paint and oil was used to further age the
replica pattens. Figure 12 shows both the original and created pattens.

Figure 12: original and created pattens
Original pattens on the left, created pattens on the right

Objects which were created by the researcher

•

A Dance manual,

•

Letter from Bridget to Roger

•

Worm powder

•

Prints of insects,

•

Toilet paper (see Figure 13).

In order to gain the expertise needed to create paper-based objects (dance manual,
toilet paper, prints of insects and letter), the researcher undertook a weekend course
with Annie Atkins, a graphic designer making paper based props. While the course
was primarily geared towards film-making it suited this research as it covered:
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•

How graphics are used as storytelling devices.

•

Researching graphic design and graphic methods from the past.

•

How to draw and make graphics by hand.

Details of this workshop and a brief overview of the knowledge relevant to this
project may be found in Appendix 5.
Replica worm powder was created by mixing pink, powdered food colouring with flour.
Investigation into eighteenth-century styles of packaging found that twists of paper,
cloth sacking and glass and ceramic vessels were used to package goods. It is likely that
a home-made remedy such as worm powder would be contained in a ceramic jar or twist
of paper depending on the economic status of the user. It was considered that a paper
container would not be sturdy enough for the Museum in a Box. Attempts were made to
purchase a suitable ceramic jar. However, due to high costs, a modern-day glass jar
based on an eighteenth-century design was sourced and used instead.

Figure 13: Objects that were created by the researcher
Top Row: Dance manual, Bridget’s letter to Roger, worm power
Botom Row: Prints of insects, toilet paper
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Objects that were easily sourced

•

Stones,

•

leaves,

•

key and coins (see Figure 14).

The stones and leaves were found in the researcher’s garden and the key and coins
were researcher’s own.

Figure 14: Objects that were easily sourced: Stones, leaves, key and coins

Additional material created for the Museum in a Box
A series of clues were created to help the students work out how the objects were
used, and the stories they contained (Information about these clues may be found on
pages 91 and 92 of Chapter 4). Figure 15 shows two A1 posters that were also
created featuring a map of the city and a world time line for the eighteenth century.

Figure 15: Two A1 Posters
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3.5.2 The Box itself
Consideration was given to the appearance and function of the actual Box. It was
thought the Box should reflect the decorative styles that were in vogue during the
eighteenth century. Accordingly, vanity cases, nécessairse de toilette and apothecary
travel cases from this time were examined. These cases all featured clever use of
compartments, drawers and tiers to protect and/or display the items they contained.
They were usually wooden, often decorated with inlay on the outside and silk on the
inside. Most featured attractive brass locks. Based on this style of case, a design was
created for the Museum in a Box (see Figure 16). The drawers in the body of the
Box could contain the material objects. The support material would be housed in the
compartments at the top. At the time of writing, the box was only in the early stages
of production, consequently it is only a sketch of the design that is shown here.

Figure 16: Sketch for Box

3.6 Section Five – Testing and evaluation

The Museum in a Box was tested with a group of twenty-six students aged between
ten to twelve years from Gaelscoil Bheantrai in March 2017. A lesson plan following
four stages of discovery was devised. The stages were exploration, examination,
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explanation and presentation. Instruction cards for each of the stages and one to
introduce the project were designed and printed (see Figure 17).

Figure 17: Instruction cards

The students were divided into five work groups: a group to match each of the five
themes covered in the box. Each group was handed three objects from their theme
and an instruction card explaining what they were being invited to do.
Exploration – Students were next handed instruction card number 2 and invited to
open their boxes. They were given five minutes to examine the three objects in their
section. They were encouraged to discuss their thoughts among themselves and to
make notes if they wished. See Figure 18.
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Figure 18: A group exploring the items linked to crime

Examination – After some time students were handed instruction card number 3
along with a set of clues – one clue for each object. These were paper-based clues
replicated from newspapers, diaries and letters. They were again invited to share
their thoughts with their group.
Explanation – After a period of time students would be handed a final set of cards.
These were Answer Cards and contained an explanation of the object and its
purpose. An illustration of these cards may be found on page 94 of the following
chapter.
Presentation – Students presented the objects they examined together, with the
explanation they discovered as a group, to the entire class. An important part of the
workshop was the physical interaction with the objects and facts. The presentation
stage contained a facility for students to physically engage with the objects. The
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session ended with pickpocketing lessons, minuet dancing, worm powder tasting,
walking on the pattens and standing together in a space the width of an eighteenthcentury laneway to experience overcrowding. As each object was being presented or
acted out, the workshop facilitator marked where the action took place on the A1
map of the city.
The students were invited to write about their experience of the session. All those
who wrote a piece agreed that compared to a more traditional history lesson, the
Museum in a Box provided an entertaining way of learning about the past. A
selection of their comments may be read on page 93 of the following chapter and the
remainder in Appendix 7.

3.7 Summary
The initial stages of the project were concerned with the gathering of historical data.
Once a sufficient body of information had been collected it was categorised and
grouped into themes and became the content for the design stage of the project.
The design stage went through three phases. Each phase used narrative to create an
underlying structure and each phase dealt with aspects of and objects from material
culture. As the design phases progressed the use of narrative moved from a
traditional author-led approach to one where the museum visitor was a progressively
bigger part of the process. In the final phase visitors were invited to use
conversational narrative and personal schema as a method of discovering eighteenthcentury Cork for themselves.
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This final phase of design demonstrated that the approach to material culture had also
developed throughout the design stages. In the initial phase, material objects were used
as subject matter for a series of fictional stories. The middle phase saw images from
material culture used to illustrate historical information. Finally, in the last phase,
material objects themselves took centre stage, and real and replica eighteenth century
artefacts were presented for a visitor to examine and discover the stories behind them.
One of the objectives of this project was the creation of an engaging experience for a
museum visitor. Different approaches were considered here. The first phase, the Seven
Graphic Novellas, attempted to personify the historical information to create an
emotional engagement. The Story Blocks brought in a facility for the visitor to interact
with a tangible narrative device and the Time Traveller’s Guide sought to use humour
to capture attention and through its use of a guidebook format, allowed a reader to
mentally navigate the eighteenth-century city. While these three design approaches
have all some merits to recommend them, they also share one common factor: they all
act as a device to deliver information. They could be described as similar to a
conversational monologue. By contrast, the final phase, the Museum in a Box
approached the information by asking the visitor for their opinion, and so opened a
dialogue.
This attempt to create participation as well the progression in the use of narrative and
material culture are examined further in the following chapter. In particular, the
chapter looks at how engagement was created through the introduction of playfulness
and participation.
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Chapter Four – From Didacticism to Play: A Strategy for Design
4.1 Overview
The previous chapter discussed three design phases that used the same historical data
as their starting point. All phases utilised the properties of narrative to provide an
over-arching structure and all phases featured objects from material culture. Yet the
final phase was considerably more playful than the previous two. This element of
playfulness contained in the Museum in a Box created the most engagement between
the historical content and the museum visitor. So, how was this playfulness achieved?
This chapter proposes that four elements contributed:
1. The facility for users to handle material objects,
2. The eventfulness of stories behind the material objects
3. The facility to discover these stories for one’s self
4. The facility to physically experience some aspects of these stories.
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Throughout the research the use of narrative moved from an author-led didactic
position to one where the museum visitor was encouraged to make sense of the
information for themselves. Parallel to this, the use of material culture progressed
from textual and illustrative examples of material artefacts to presenting tangible,
actual objects themselves. Table 5 outlines the progression of narrative and
material culture through the design phases.
Design Phase

Narrative and Material Culture

Seven Graphic Novellas

Author-led, fictional story about women interacting
with material objects. Material objects are illustrated.

Story Blocks

Visitor-led interaction with evidence-based data.
Material objects are portrayed in a variety of visual
styles.

Time Traveller’s Guide

Visitor-led interaction with evidence-based data.
Material objects are illustrated in a contemporary visual
style.

Museum in a Box

Visitor-led interaction with actual material objects.

Table 5: Progression of body of information through design phases

As the above table indicates, material objects were central to this project. The design
phases progressed from showing illustrations of objects with explanation of how they
were used, to presenting actual objects for the visitor to examine themselves. This
encouragement towards tangible interaction was the first step towards introducing
playfulness.
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4.2 Handling objects

Material objects can carry their own stories and those of the people who used them.
Material culture communicates in a different – and often complementary - way to text. It
can stimulate different associations and enable the construction of different stories,
which may enrich the understanding of the past.
While sight is the primary means by which a museum visitor gains information about
an object, studies have shown that handling an object greatly increases the experience
and the learning involved (Pye, 2007).
Making connections with the past through handling an object deepens
historical empathy and creates a sense of a personal and emotional connection
with our ancestors (Ander et al, 2012).
Whereas there was no facility for tactile engagement with material objects in the
Seven Graphic Novellas, Story Blocks or Time Traveller’s Guide, the raison d’etre for
the Museum in a Box was handling of objects. The objects were purposely chosen to
appear unfamiliar or intriguing so that their meaning was not immediately apparent.
Students were expected to interact with and physically explore the objects in order to
divine their meaning. Using knowledge about the affordance and constraints of
objects and personal schema, the students who took part in the workshop made
educated guesses about what they were examining. For example, it was apparent the
pattens were a type of foot-ware and the inclusion of the spoon with the pink powder
suggested it might be something to consume. However, it was unclear how the objects
related to their themes, and this was where the children were invited to play with the
objects and explore ideas about them.
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Material objects can also be used as hook or starting point to tell a related story.
Journalist Fintan O’Toole used this approach in a series in The Irish Times, in
collaboration with the National Museum of Ireland, called A History of Ireland in 100

Objects. The items O’Toole selected were chosen for their ability to ‘illuminate
moments of change, development or crisis’ (O’Toole, 2013, p.xii).
The Museum in a Box used material artefacts in a similar manner to the History of

Ireland in 100 Objects - these were used to provide a jumping off point to tell a
particular story.
4.3 Some stories are more interesting than others
There is a belief that if something is told as a story it will be engaging. However, it
could also be said that if the subject matter is boring, it is most likely that the resulting
story will lack interest also. Obviously, that which may rouse one person’s curiosity
might leave another unmoved but, as a general rule, events that feature pain, death,
and disease are considered more interesting than those relating more mundane aspects
of human life (Weinschenk, 2011, p.108). Benign masochism is the name for this,
where the term refers to enjoying initially negative experiences that the brain falsely
interprets as threatening. This realisation that the body has been fooled, and that there
is in fact, no real danger, leads to pleasure derived from ‘mind over body’ (Rozin et
al., 2013, p.439). In a similar manner, the bizarre or unfamiliar can also pique interest
(Hühn, 2010, p.6). In terms of narrative this is considered eventfulness.
The objects in the Museum in a Box were consciously chosen for their ability to relate
either bizarre or gruesome stories from eighteenth-century Cork and it was this focus
on the ‘horrible’ that was the second step in introducing playfulness.
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This inclusion of horrible information had been initially introduced in the Time
Traveller’s Guide, which provided options for unsavoury accommodation, unpleasant
food and bizarre entertainment. For example, the chapter on the importance of taste
provided interior decoration suggestions. Those travelling on a large budget are
offered the newly invented choice of wallpaper. The mid-budget tourist could opt for
paint, while the low-budget traveller must make do with mould on her walls. See
Figure 19. However, the guide kindly points out:
Do not despair, the damp and mould that will invariably be found on your
walls is practically the same shade as the fashionable ‘Pea Green Colour’.
You will most likely develop breathing problems, but you will be wheezing in
a tastefully coloured room.

Decorating the walls of your Reception Rooms

Wood panelling can be a good choice for those on a middling budget. However, make sure to paint the same colour from

In earlier years a luxurious wall covering could be achieved by hanging textiles and tapestries but this decorating eﬀect

modern conceit. Paint is available from William Bright, at the sign of the Golden Sugar Loaf in the North Abbey.

the base of the skirting to the top of the cornice. Do not be tempted to pick out details with contrasting colours. This is a

is beyond the means of all the but the truly wealthy. The good news is that stained paper, or wall paper as it has come
to be known, has recently been developed. The eﬀects of pasting paper onto your walls can be startling. Your room
can be totaly transformed removing the need for you to spend a fortune. Take care when chosing the colour. Crimson
can appear regal and stately but red is known to absorb light, so what you have saved in wallpaper you might spend on
candles. Green is a safer choice. It’s a restful colour with which to live and sets oﬀ to advantage paintings in gilt frames.
JOHNSON, ROBERT - (5/11/1772) - Paper-stainer, Broad-lane.
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aﬀord any wall covering. However do not despair, the
damp and mold that will invariably be found on your walls
is practicly the same shade as the fashionable ‘Pea Green
Colour’. You will most likely develop breathing problems
but you will be wheezing in a tastefully coloured room.

Figure 19: Suggested decorations for interior walls

The chapter on hygiene provided a rich source of gruesome, scatological and
potentially embarrassing stories. Some were generic eighteenth-century information,
such as how to ‘make water’ without staining one’s petticoats, and appropriate
materials that could be used for toilet paper. Other facts were more specific to Cork.
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In the 1770s lack of basic washing facilities made it difficult for people to keep clean.
Some of the poorer classes would swim in the river by the Mardyke or Sunday’s Well.
However, this was considered unsightly, and the Mayor instructed constables to seize
anyone found swimming. Their clothes were to be confiscated and brought to the
Mansion House where they could only be redeemed on payment of a 2s. 8d. fine

1

(O’Mahony, 1997, p.45). Figure 20 shows one such unlucky woman who had to walk
for half a mile to retrieve her clothes.

Figure 20: The Perils of Keeping Clean

One of the most eventful stories that appeared in all the design phases was the story of
Bridget O’Connor, who tried to murder her husband. The tale featured adultery,
dubious medical treatments, attempted murder, prison, pillorying and poverty. The
information was taken from the Hibernian Chronicle:
Yesterday one Roger Massey, an illiterate fellow, being in the Exchange, handed
a letter to a man to read for him, which he has just received from a servant
belonging to a gentleman near this city, who is the wife of one Dennis Conner,
1 Two shillings and eight pence in 1770s translates at approximately €100 in 2017. Source: www.concertina.com
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the purport of which was, desiring him to renew a dose for her husband, as the
former had not the desired effect, he being the only obstacle to their happiness. A
parish constable standing near observed the contents immediately apprehended
the villain, carried him before the Right Worshipful the Mayor, and the intended
victim being sent for, who after the shock of his wife’s infidelity was over,
lodged examinations against the said Massey, for having given him, some days
ago, as a cure for a severe cold, 16 pills, which he at different times had taken
without any other injury than being delirious for some time. Massey was
immediately committed to the city goal to abide his trail at the ensuing assizes.
How happy is man in the interposition of Providence to preserve him from the
evil intentions of the wicked and profligate (29/03/1770).

The Seven Graphic Novellas dedicated one book to the Bridget’s story and allocated it
a comedy plot line. The central motif of a comedy is the triumph over adverse
circumstances, with the comedic mechanism of miscommunication and separation.
Many love stories fit into this category in which the lovers are destined to be
together, but something is preventing them from doing so. Over the course of the
story, whatever is keeping them apart is removed from the equation, usually after a
great deal of increasing emotion and confusion (Booker, 2004, pp.107-152).
This plot line was deemed suitable for Bridget’s story for two reasons. Firstly, she and
Roger received what appears to be a lenient sentence for the attempted murder.
Secondly, a notice in the Hibernian Chronicle two years later reveals her husband to
be ‘left forlorn, his children, by said unhappy mother, quitting the kingdom, and he …
now drags on a life embittered with a variety of wretchedness, lying perishing in a
cold garret, in Bridewell-lane’ (10 February 1772). Bridget’s lenient sentence
combined with Denis’ abandonment by his children suggested that Bridget was not
the only villain of the piece. However, the efficacy of this plot line was not fully
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explored as the stakeholders in Nano Nagle Place expressed a greater interest in the
Time Traveller’s Guide.
Figure 21 illustrates a graphic design portrayal of the same story provided by the
Time Traveller’s Guide. In this case the image is a visual pun incorporating the
punishment with the grounds for capture.

Falling out with your husband
Yesterday one Roger Massey, an illiterate fellow, being in the Exchange,
handed a leKer to a man to read for him, which he has just received from a servant
belonging to a gentleman near this city, who is the wife of one Dennis Conner, the
purport of which was, desiring him to renew a dose for her husband, as the former had
not the desired eﬀect, he being the only obstacle to their happiness. A parish constable
standing near observed the contents immediately apprehended the villain, carried him
before the Right Worshipful the Mayor, and the intended victim being sent for, who after
the shock of his wife’s infidelity was over, lodged examinations against the said Massey,
for having given him, some days ago, as a cure for a severe cold, 16 pills, which he at
diﬀerent times had taken without any other injury than being delirious for some time.
Massey was immediately commiKed to the city goal to abide his trail at the ensuing
assizes. How happy is man in the interposition of Providence to preserve him from the
evil intentions of the wicked and profligate.

Figure 21: Bridget in the Pillory

The Museum in a Box provides what might be considered the most playful
representation of this story. Here, the object used to relate the incident is the letter
written by Bridget, illustrated in Figure 22 . The letter is presented folded with the wax
2

seal already broken. Once unfolded the hand-written text reads:
My dearest Roger, The sixteen pills you gave to my husband Denis, on the
pretext of treating his most severe cold, have not had the desired effect. I regret
to inform you that, he is still very much alive. You must go hence to the newly
opened shop of Mr. John Smith next door but two to Mr. Peace, on Christ
Church Lane and procure another bottle of these auspicious pills. We may hope a
renewed dose will weaken his hold on this world. Bridget
2 Note: The letter used in the Museum in a Box is a fabricated version based on various newspaper reports of the time.

87

Figure 22: Bridget’s Letter to Roger

In the workshop that tested the Museum in a Box, the objects were handed to the
students with no explanation as to their purpose. The students were informed of the
themes to which the objects related and then invited to explore and handle the objects
to explore their function. The students reading this letter had no prior knowledge of
the story of Bridget and Roger. Using the text from the letter alone, they were
encouraged to guess what it might be about. This invitation to self-interpretation was
the third step to encourage playfulness.

4.4 Self Interpretation
People are motivated for either intrinsic or extrinsic reasons. Intrinsically motivated
behaviours are undertaken for the pleasure they provide. Extrinsically motivated
behaviours, on the other hand, are performed not out of interest, but because they are
believed to be instrumental to some separable consequence. Traditionally, most
classroom-based learning has followed the extrinsic motivation model. Yet studies
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have shown that intrinsic learning is more powerful (Deci et al., 1991, pp.331 – 333).
The Irish Primary School National Curriculum for History support this, and states:
A key characteristic of learning within [the history curriculum] is the
involvement of the child in the active exploration and investigation of all of
these environments (p.3).
Engaging in the process of historical enquiry is an essential element of history.
Thus, the curriculum provides for the development of a growing range of
historical skills and concepts as children study the lives of people in the past
… All history rests on evidence. History in the primary school should engage
the child in finding, selecting and analysing a wide range of sources which can
tell us about the past (p.8).

This type of intrinsic learning encourages inquisitiveness, discovery and play. It
revolves around the development of schemata and uses information gathering,
visualisation and investigation, resulting in the construction of the student’s own
knowledge (McLeod, 2008). Puzzling out a problem or solving a riddle appeals to our
innate desire to find meaning in things (Bor, 2012, p.xvi).
Out of all the phases, the Museum in a Box contained the most provision for selfdirected learning. From the initial stages of work on the Box, it was intended that the
objects be presented to the children without explanation of their function or purpose.
It was intended that the children would handle the objects and, with group
discussion, reach conclusions about how they might have been used. However, it was
realised that to uphold the educational function, it was important that the users of the
Box arrived at the correct conclusions. In order to ensure this, it was deemed
necessary to provide a series of clues to point the children in the right direction.
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The first approach explored was the use of clues in the form of surface pattern. A toile
du jouy pattern was created for each of the five themes with images reflecting the
3

nature of the theme. Examples are illustrated in Figure 23 and include the pattern for
the crime theme featured a man hanging and woman being whipped; the pattern for
hygiene illustrated a woman going to the toilet on the street. The objects could be
placed in boxes decorated in the pattern relevant to their theme and the boxes handed
to the children to explore the contents. However, on consideration this approach was
deemed too subtle. The children might not realise the pattern on the outside was
relevant to the contents inside, nor understand what the pattern was intending to
illustrate. As a result, this approach was not used.

Figure 23: Toile de Jouy pattern as wrapping paper clues

The next series of clues were more explanatory. The patterned boxes were replaced
with plain cardboard containers similar to actual museum storage boxes. Users would
be handed these boxes and informed of the theme of their contents. After some time
for discussion the users would be handed further information in the form of paperbased clues. These clues were created by the researcher, designed to look like

3

invented by Francis Nixon in Drumcondra in 1752 source: Eighteenth Century Irish Society
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handwritten notes, newspaper cuttings and pages from books - see Figure 24. Table 6
gives details of each of the clues.

Figure 24: Paper based clues

Artefact

Clue

Mother of Pearl Gaming Chips

Handwritten IOU for gambling debt

Dance Instruction Manual

Trade card for dancing master

Stones

Page from Tuckey’s Remembrancer
detailing recent faction fight

Worm Powder

Two handwritten receipts for herbal
remedies – one for worm powder using
worms, one for a cough syrup made from
boiled snails

Bleeding Bowl

Page from medical book giving details of
humours and benefits of bleeding
91

Engraved prints of flea, fly and louse

Eighteenth century style prints
illustrating symptoms and effects of
cholera, typhus and smallpox
Page from Tuckey’s Remembrancer

Pattens

bemoaning filth of streets
Washball

Small ad from Hibernina Chronicle
informing public of the price of baths

Leaves, squares of newspaper

Handwritten minutes of council meeting

and strips of linen

appointing dung collector

Note from Bridget to Denis

Cuttings from Hibernian Chronicle
following the case of Bridget and Roger
from capture, sentencing to punishment

Coin and Key to Gaol

Cuttings from Hibernian Chronicle
following the case of forgers from
capture and sentencing to escape

Handkerchief

Cutting from Hibernian Chronicle
reporting on woman pickpocket
apprehended at a funeral

Dried Peas & Beans

Cutting from Hibernian Chronicle
advising people to take care on streets as
the season for peas and beans has
commenced

Cow Horn

Cutting from Hibernian Chronicle
reporting on bull baiting incident and the
number of passers-by who were injured.

Candle-wick Trimmers

Pages on candle maintenance from
household management guide. Page from

Tuckey’s Remembrancer listing houses
that recently burnt

Table 6: Details of the paper-based clues
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From the feedback of the students who tested the Museum in the Box it appears that
the opportunity for finding out for themselves was the most successful part of the
workshop. See below:
I really liked how you had to solve mysteries and find out what some things
were used for. I actually really like how I was learning and having fun at the
same time. I learned a lot just from that small lesson.
I thought the workshop was very interesting and I’m usually not a fan of
history but this time it was fun. I liked that we could figure out what the
objects were used for and that she wasn’t just telling us everything. I liked
finding out what everything was used for and we found out that life was pretty
hard for poor people in those days.
However one participant noted:
In my group, two of the answer cards for the artefacts didn’t really explain
what it was for, for example the beans card. I thought that the clues told you
more about the item than the answer card did. Still with a bit of tweaking I
think it could really work.
The group working with the crime theme also displayed some difficulty figuring out
the answers. This theme intended to reveal three individual stories: one of a young
woman pickpocket who was caught and whipped; one of a mother and son caught for
forging coins and imprisoned; and the story of Bridget and Roger. The student
presenting his group’s findings to the rest of the class, merged the three criminals into
one master felon, describing a young female petty thief who progressed to forgery and
finally ended up trying her hand at murder.
The clarity of message communicated by the Answer Cards will need to be checked in
future trials to ensure historical accuracy for all themes and stories. However, it is
worth mentioning, that in case of both groups referred to above, despite reaching an
incorrect conclusion great enjoyment was found in the discovering the answer. This
facility to interpret the object and related clues through self-narration greatly added to
the playful nature of the Museum in a Box.
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4.5 Multimodal Learning
Feedback from the students also highlighted the multimodal nature of the Museum in
a Box. This appeal to the different senses and the encouragement to use different
modes to absorb information provided a fourth step towards playfulness. The objects
needed to be handled, tasted, tested and tried. There were clues to read and decipher,
and eighteenth-century imagery on the Answer Cards to assimilate - see Figure 25.

Figure 25: A selection of Answer Cards featuring eighteenth-century inspired imagery

Each of the five themes – Entertainment, Health, Hygiene, Crime and Safety – also
contained one object that related to a group activity. This activity was designed to
bring a physical involvement to the workshop. Some of the activities might appear to
be unsuitable for children, for example walking in unstable footwear or learning how
to pickpocket. However permission slips giving details of these activities were signed
and returned by parents before any of these activities took place. See Appendix 6 for
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details of the Code of Ethics followed to ensure the safety of the children who
participated in the workshop. Table 7 has details of the physical activities.
Theme

Topic

Activity

Entertainment

Dancing

Viewing footage of eighteenth
century dancing, listening to the
music and trying out the steps

Health

Overcrowding

Measuring the area of a typical
poor person’s living space and
fitting the group into this space

Hygiene

Pattens

Trying to walk in these shoes

Crime

Pickpocketing

Attempting to take a
handkerchief from each other’s
pockets

Safety

The dangers of, and lack
of, brightness from candle
light

Each student was given a candle
to take home with them with the
suggestion of asking their
parents or guardian if they could
walk together around the house
in the dark by candlelight

Table 7: Physical activities linked to the themes

Figures 26 & 27: walking in pattens and practicing pocket picking
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4.9 Summary
One of the initial aims of this research was to show a museum visitor how women
would have lived during the eighteenth century. Using objects from material culture
was deemed to be the most effective method of achieving this. At first, the research
explored working with visual representations of material artefacts. This led to
inquiries about using artefacts themselves. The final phase used real and replica
objects and invited visitors to discover the stories behind them.
However, the fundamental change in approach displayed in the final design phase was
the move from telling the audience what to think, to asking them what their thoughts
might be. Table 8 shows how the message to the museum visitor changed.

Design Phase

Message to museum visitor

Seven Graphic Novellas

This might be how the objects were used by
eighteenth-century women

Story Blocks

This is probably how the objects were used by
eighteenth-century women

Time Traveller’s Guide

This is how you would use the objects if you were in
the eighteenth century

Museum in a Box

What do you think this object is?
How might you use it?

Table 8: Progression of message to museum visitor through design phases

This invitation to discover the stories themselves enabled the students to experience
material objects in a manner similar to historians. Historians examining primary
sources such as artefacts may take in information about size, weight, materiality,
odour, movement and so on. Theories might then be posited based on existing
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knowledge (Jordanova, 2000, p.183). Theories may next be proved - or disproved - by
examination of text-based primary sources such as that found in newspapers, account
books, wills, diaries and letters.
The Museum in a Box offered the student just such an experience. The initial part of
the workshop involved examination and brain-storming. The purpose of this stage was
gathering information through tactile engagement and conversational supposition.
Playfulness began to be apparent in this point. Released from the expectation of
arriving at the ‘right’ answer students began to use their imaginations.
The middle stage of the workshop concentrated on seeking plausible answers. The
clues that were handed out were paper-based taken from diaries, newspapers and
books. It was not immediately apparent which part of the text contained the clue, so
students had to work as detectives, consider all the new information they were
receiving and work out how it might apply to the object.
This self-directed learning was perhaps the most effective element of playfulness
employed by the Museum in a Box. Experts agree that children learn through play
and use it to make sense of their world (Kahn and Wright, 1980, pp.110-114).
Modern theories examine play from the perspective of how it impacts a child’s
development. According to Dietze and Kashin, authors of Playing and Learning in

Early Childhood Education, ‘The learner is no longer regarded as a passive receiver of
knowledge, but as an active constructor of meaning’ (2011, p.36).
The Museum in a Box was designed so that the information the students sought was
available but not obvious - they had to work to get it. Yet the box was purposely
designed so that they did not have to work too hard - the task was within their
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abilities. ‘Flow’ is the term coined by Mihaly Csikszentmihalyi to describe a state of
effortless concentration and enjoyment that happens when a person's skills are fully
involved in overcoming a challenge that is just about manageable.
Other playful elements were humour, eventful stories, handling the objects and
experiencing them through multiple modes. Throughout the workshop it was
intended that the students would experience a sense of the eighteenth century - and
also a sense of satisfaction. The comment below seems to suggest that they did:
During the workshop I felt like I was living in the eighteenth century for the
hour and a half.
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Chapter 5 – Conclusion
This research aimed to present aspects of women’s lives from eighteenth-century
Cork city to a twenty-first century museum audience. It aimed to create a catalogue of
elements from material culture through which these women’s lives would be revealed.
It aimed to use narrative to make this information accessible and engaging.
Academically, it was intended that the investigation would contribute to the existing
field of narrative in art and design by accounting for the way in which visual media
can be employed to allow audiences to recover stories through novel narrative
interfaces.
This chapter will discuss to which degree this has been achieved. It concludes with
details of the future plans for the Museum in a Box.
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5.1 A catalogue of elements from material culture
The early stages of research resulted in a large quantity of historical information about
women and the material objects they used. From grooming and appearance, aspects of
health and hygiene, through to information about the city itself and the location of
sites of entertainment and punishment, a textual catalogue of the life in 1770 Cork
was compiled.

Show, Don’t Tell describes a technique employed by writers to enable the reader to
experience the story through actions, senses, and feelings rather than through the
author’s description of events - the goal is to allow readers to interpret significant
details in the text.
This project aimed to bring a variety of different information together to ‘show’
eighteenth-century life. For example, one well-known piece of social history
information is that the drinking tea became popular during the eighteenth century
(Vickery, 2009, p.14). However, this information alone does not conjure a true picture
of an eighteenth-century tea table and its associated customs. In this project, studies of
fashion magazines showed how women were dressed, recipe books provided an idea
of the accompanying refreshments and newspaper advertisements informed where to
find suppliers and how much the tea cost. This project delved into varied related
sources in order to paint a holistic and experiential picture of eighteenth century life
for women.
At first, work on design strategies concentrated on traditional methods of visual
communication. Because of this researcher’s background in Graphic Design there was
an initial interest in developing one or more books to explore the use of visual narrative
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as a method of engaging the museum visitor. The Seven Graphic Novellas and The
Time Traveller’s Guide attempted to provide engaging graphic design solutions.
The Time Traveller’s Guide provided the most effective conduit for a catalogue of
elements from material culture. From coins to corsets, sedan chairs to sugar, the guide
detailed all manner of items a twenty-first century visitor would need to know should
she visit Cork in the eighteenth century. Not only did the book list these elements, it
included details of how they should (or could) be used and the locations where they
could be purchased.
The Museum in a Box also focussed on objects from eighteenth-century material culture.
Unlike the Time Traveller’s Guide, the box did not seek to imitate a comprehensive list
of all things used by women. This design used fifteen objects related to five aspects of
material life. However, the Box was designed to facilitate the inclusion of alternative
objects - it was not tied to these particular fifteen. In this way the box may tell different
stories and explore different aspects of eighteenth-century life.
One might conclude that the best way to ‘show’ objects, is to physically present them.
Nevertheless, to uphold the educational function the Museum in a Box also contained
explanations and additional information about each object. The Museum in a Box
both ‘showed’ and ‘told’.

5.2 Narrative strategies to facilitate engagement
All phases of the design stage employed narrative as a device to provide a structure,
and thus aid the museum visitor navigate the historical information. Throughout the
design phase the narrative strategy moved from an author-led perspective, where
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events were explicitly described and ordered in visual storybooks, to one where the
visitor was invited to narrate the meaning of the objects themselves. This approach
provided a different facility for engagement than the earlier didactic approaches. This
approach allowed an element of playfulness to emerge. The previous chapter
discussed four reasons why the Museum in a Box provided the most facility for play.
These reasons were: the opportunity to handle the objects, the eventfulness of the
stories behind the objects, the invitation to discover the stories oneself and the
multimodal nature of the investigation involved. The chapter concluded that the
facility to use personal and conversational narrative with the objects and their stories
was what created the success of the Museum in a Box.
Figure 28 illustrates the process of introducing those personal narratives and how they
were used to decipher the historical information. The first step involves selecting the
information to impart. The second step is finding a way to disguise or symbolise this
information in order to entice the visitor to get involved in understanding it. The third
step is providing clues to help the user decipher the disguised or symbolised
information. The fourth stage provides time for users to interact with the objects and
clues and, by using personal and conversational narrative; they will arrive at the fifth
stage that is accessing the original historical information.

information to be
communciated

Historical
Information

symbolising of
information

?

provision
of clues

self narration
to decipher
symbol & clues

information
revealed

Historical
Information

Figure 28: The five steps involved in hiding information in order for it to be rediscovered
that were used in the Museum in a Box
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5.3 Future work and application of the project
The Museum in a Box concept was presented to the board of Nano Nagle Place and
the Educational Officer, Danielle O’Donovan in August 2017. The concept was well
received, and plans are underway to put the Box into use. To date, a cabinet-maker
has been commissioned to make the actual box. Figure 29 shows an artist’s
impression based on researcher’s sketch of the design.

Figure 29: Artist’s impression of design of the box.

The Box will be constructed so that its various drawers and compartments can be
interchangeable or modifiable. This will enable the Box to carry different kinds of
objects for children to explore as part of lessons defined in the primary schools’
programme. It is intended that the box will also carry scanning and audio-visual
display technologies so that additional information can be gleaned about the objects in
the box. While the Museum in a Box can operate as a self-contained device, there is
the possibility to develop wireless network access facilities that enable it to be
connected to online content. In this way, it can be connected to an extensive scope
of projects. Online learning tools and media can be connected to support or extend
what an educator may wish to achieve through a workshop.
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As content is further developed some additional resources may need to be created to
allow teachers select from a broader range of themes and content suitable for a specific
lesson plan or different age groups. For this purpose, some objects may contain digital
chips or tags which facilitate their identification, so information about these objects can
be displayed by using a scanner embedded in the Box - see Figure 30.

Screen

Scanner

Figure 30: Possible position for Screen and Scanner in Box

A balance between analogue and digital objects is desirable so that children in small
groups may take objects away from the box and explore them elsewhere in the
classroom or workshop environment.

5.3.1 Community of Interest
The Museum in a Box is unique in the convergence of a community of interests
around the project. From a perspective of use, it is clearly intended to support
teachers, or education officers at Nano Nagle Place, to support the delivery of lessons
in an atmosphere characterised by fun, and driven by the natural inquisitiveness of
young people. While the primary end users are children, the content of the Museum in
a Box targets the needs of the teacher to deliver interesting content for existing
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mandatory curricula. For Nano Nagle Place the Museum in a Box provides a feasible
solution to promote the objectives of the heritage centre through on-going
engagement with schools within the Munster region.
The project is designed to incorporate artefacts that are both authentic and digital.
The design of the box intentionally provides openness for future undergraduate and
postgraduate student projects. By converging these interests around the project, it
affords the development of new content which can be experienced through the
Museum in a Box, and which enables it to be targeted at a broader demographic of
end users in both primary and secondary education. The profile of the undergraduate
and postgraduate students, and the research interests at Cork Institute of Technology,
ensures the possibility that future content developed for the Museum in a Box can
harness new media technologies in a way that encourages the playfulness of children
(and adults) through the process of learning. It is intended that the involvement of
students with a background in multimedia will produce interactive digital artefacts
that can be used with technologies proposed to be embedded in the box.

5.3.2 Assisting other research
The current objects from the Museum in a Box, together with their associated clues,
are on loan to PhD researcher Denise Heffernan in the Nimbus Research Centre,
Cork. Heffernan focuses on play in museum settings. Her work explores how
designing for the social, exploratory nature of play could support a more meaningful,
social experience for some within museums when compared to other activities, such
as tours or presentation material that are prescribed by the museum curator. Her
hypothesis is that the possibilities offered by emerging Internet of Things
technologies and open-ended playful design can help support the museum to offer
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new meaningful and social experiences, even to an audience already familiar with its
content.
Heffernan undertook a series of workshops to investigate if there are inherent playful
qualities of objects, and if there are characteristics (sensory, functional or emotive)
that promote or limit playful behaviours. Characteristics such as surprise, delight,
curious, and being open-ended emerged as important.
The objects in this initial series of workshops were ambiguous and not linked to any
real heritage setting. Heffernan is now working with the objects from the Museum in
a Box, and this move from ambiguous to designed objects has allowed her to ground
the research to back into the museum setting. She will next undertake a further
round of workshops and will introduce digital elements to the analogue objects –
probing how the addition of technology affects (increases/decreases) playful
behaviours.

5.4 Final thought
This research set out to explore how visual media can be employed to allow audiences
recover stories through narrative interfaces. Different narrative strategies were
employed with the final phase discovering that self-narration leading to discovering
information for one’s self is ultimately more satisfying than being informed of those
same facts by someone else. It would be interesting to discover whether the process
involved in hiding information in order for it to be rediscovered through selfdirection, could be used in other contexts. Could this method of encouraging selfnarration be brought into other disciplines in art and design?
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Finally, in the context of this project, it seems relevant to mention that the fact that
historical information about the eighteenth century is being communicated as a
narrative, as distinct from dry facts and statistics, that provides its appeal. It therefore
seems fitting to end on an eighteenth-century story .
1

Once upon a time History went about the streets as naked as the day she was born. As
a result, no one would let her into their homes. Whenever people caught sight of her,
they turned away and fled.
One day when History was sadly wandering about, she came upon Story. Now, Story
was dressed in a cloak of beautiful colours. And Story, seeing History, said, ‘Tell me,
what makes you look so sad?’
History replied, ‘Ah sister, things are bad. I'm old and no one wants to acknowledge
me. No one wants anything to do with me.’
Hearing that, Story said, ‘People don't run away from you because you're old, I too
am old. But the older I get, the better people like me. I'll tell you a secret: Everyone
likes things disguised and prettied up a bit. Let me lend you my cloak and you'll see
that the very people who pushed you aside will invite you into their homes and be
glad of your company.’
History took Story’s advice and put on her cloak. And from that time onwards,
History, clothed in the cloak of Story, is welcomed everywhere.

1

Adapted from the Story of Truth & Parable - a Yiddish Folktale by Jakob ben Wolf Kranz (1740-1804)
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Appendix 1
Provenances of the women chosen for the Seven Graphic Novellas, including details
of the stories they were employed to relate.

1. Mary Ronayne
1.1 Provenance
Mary’s name was found during an online search of eighteenth century wills. The
archive collection of Bass & Co. Solicitors, located on the South Mall, Cork revealed
the following notice:

20 Aug. 1767 - Release of a legacy, acknowledged by Mary Ronayne
(daughter of Philip Ronayne), Cork City on receipt of £1734-2-6 from Thomas
Ronayne, Cork City on account of the will of Philip Ronayne.
Further research revealed that Mary was the daughter of a well-known mathematician.
She lived in Marino House just outside the city. She married Thomas Sarsfield, a
doctor, and they had four children.
1.2 The fictional story created from the notice
Mary Ronayne has set her heart at a young and coming Doctor called Thomas
Sarsfield. She believes that if she can find the right fabric to be made into a
magnificent dress and worn at the opening ball of the season Thomas will propose.
Mary Ronayne sets off to Cork City by herself. The city is bustling and noisy. She
encounters poor people washing in the river and drying the clothes on statues. The
streets are narrow, badly paved and filled with pigs and manure. At one stage she
nearly falls into the river. Near the exchange she encounters the horrifying sight of
men’s naked bottoms as they try on underwear. She is caught up in a terrifying
stampede as a crowd escapes from a bull on the rampage. Despite these ‘life109

threatening ordeals’ she journeys on, visiting fabric shops searching for the ideal
piece of material. Finally, she locates the ideal piece of material. The dress is made.
She goes to the ball and Thomas Sarsfield proposes.
1.3 The historical purpose of the story
To illustrate the trades on the bustling Main Street.
To illustrate rich and poor along the Street
To portray the fashions and fabrics of the time.
To reveal details of eighteenth-century dating etiquette.

2. Margaret Lean
2.1 Provenance
The starting point of this story was taken from a notice in the Hibernian Chronicle:

August 1770 - Whereas Margaret Byrne, otherwise Lean, wife of Dennis
Lean, of St. Fin Barry’s, Cork, hath acted contrary to a prudent wife, therefore
all persons are to take notice not to credit her on my account, as I will pay no
debt or debts contracted by her. - DENNIS LEAN
2.2 The fictional story created from the notice
Margaret is always seduced by the latest trend. The shops of the city provide her
with many tempting goods. She delights in the china, foodstuffs and cloth from
abroad. She is continually re-inventing herself, and tries on new identities as easily
as a trying on a new dress. Her husband begins to find fault with all this
consumerism and warns her against the mounting bills. Her sister, whom she
admires, stands trial for attempted murder. The trade people begin to dun her. She
panics. She tries to win money at gambling. She loses all. Her husband refuses to
pay her bills. Her world is crashing down about her.
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2.3 The historical purpose of the story
Margaret’s role is to illustrate the eighteenth-century’s Age of Materialism. The story
would focus on the many goods available to purchase, the tyranny of ‘taste’ and the
fact that women were criticised for excessive spending.

3. Theresa Meagher
3.1 Provenance
Starting point was taken from the following two newspaper notices. The first is from
the Births Marriages and Deaths notices reporting her husband’s death, the second,
dated two years later is a notice advertising the business for sale.

Hibernian Chronicle 16/7/1770 - Meagher, John, Mr., an eminent Winecooper, Coal-quay, Widow Teresa to carry on business.

Cork Journal 6/1/1772 - Widow of John Meagher, being in a bad state of
health, is determined to set or sell, the interest of her house and cellars on the
Coal Quay, wherein she now lives. It is an excellent situation for every
business, near to the Custom-house, and in very excellent condition.
Application to be made to her at the said house.

3.2 The fictional story created from the notices
For many years Tereasa and John ran a successful coopering business on Coal
Quay. When John dies she decides to carry on the business by herself, but it
transpires that staff do not respect her and she finds it hard to give orders. As
her frustration with the business grows she develops anxiety related illnesses stomach pains, insomnia, panic attacks and depression. She consults her doctor,
Thomas Sarsfield. Despite the various tinctures and compounds that the doctor
recommends and the remedies Teresa has been given by friends she continues to
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feel unwell. The business continues to dwindle. She grows more and more
unhappy. One day, while prepare a certain concoction she realises she loves the
measuring, pouring and mixing involved in making medicine. She realises it’s
similar to cooking which she also loves. She resolves to sell the business and
open a tea shop. This she does and becomes once again happy and healthy.
3.3 The historical purpose of the story
Theresa’s story would cover food and medicine. Eighteenth century women made and
dispensed simple medical remedies for common complaints. Women kept notebooks
called Receipt Books where they would transcribe remedies and potions for various
ailments. ‘Receipts’ were exchanged among family and friends. Receipt books also
contained recipes for food.

4. Bridget Conner
4.1 Provenance
The story of Bridget and how she attempted to poison her husband was covered by the
Hibernian Chronicle
This day Roger Massey and Bridget Connor, were tried for attempting to
poison Dennis Connor, husband to said Bridget, and were found guilty.
Bridget was sentenced to one hour in the pillory. A begging notice, two years later,
beseeches the reader for “Benefactions” for the husband Denis Connor as he is “lying
perishing in a cold garret, in Bridewell-lane, oppressed with sickness, poverty,
nakedness,…. not only lamenting the infidelity of his wife, but is left forlorn, his
children, by said unhappy mother, quitting the kingdom.” The lenient punishment
received by Bridget and the children’s subsequent abandonment of their father led the
researcher to wonder if this was a tale of domestic violence.
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4.2 The fictional story created from the notice
Bridget has been married to Denis for 11 years. They have three children. Denis is
reasonably wealthy, but is cruel and controlling. She wants to escape the marriage
but according to the prevailing legal system both she and her children are considered
his property. After years of neglect and cruelty she has met a man and fallen in love.
His name is Roger Massey. He is a good man but uneducated. Bridget decides her
only solution is to murder her husband. Roger gets poison from the apothecary and gives
it to Denis but the dose is too small and does not work. Bridget sends a note to Roger
asking him to buy more poison. He can’t read and asks a person standing nearby to read
the note. Unfortunately there’s a policeman beside that man who hears the content of the
letter and arrests Roger. Bridget is arrested soon after. The guilty pair spend a short
space of time in prison. It comes to light that the husband is a cruel man. Their sentences
are commuted to an hour in the pillory, after which they emigrate and live happily
together. They children go with them.

4.3 The historical purpose of the story
Bridget’s role in this project was to illustrate the lack of choices a woman faced if she
was unhappily married. Her tale would also cover eighteenth-century crimes and
punishments.

5. Mary Broderick
5.1 Provenance
This notice in the Hibernian Chronicle provided the starting point:

July 26 1780 - CAUTION - Mary Broderick lived with me five months
during which time she behaved insolent and troublesome for which I turned
her out of my service without discharge - Sible French
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An entry in Tuckey’s Remembrancer provided the end of the story

May 18 1766

- Some boys paddling in a pool near Parliament Bridge

discovered the body of a newborn infant.
5.2 The fictional story created
Mary Broderick is a maid of all work with a branch of the French family. At the start
of her story we get a glimpse of her daily toil. She hates being a servant and is
envious of the family she works for. Her wages are low and she supplements this by
occasionally sneaking out at night and working as a prostitute. She steals a pair of
earring from her employer and is fired. She takes to prostitution full time to support
herself. Some nights are good and she believes she might become the consort of a rich
man. Some nights/days are dreadful and she feels ashamed of her lifestyle. She
contracts syphilis. Both disease and treatment affect her looks. Mary becomes
pregnant. She tries various ‘remedies’ to stop the pregnancy but none work. She gives
birth to a baby and abandons it by the drawbridge. She leaves a keepsake with him.
5.3 The historical purpose of the story
Mary’s role in this project was to illustrate the daily toil involved in the life of a
servant and to portray the harsher life encountered by women if they were fired from
their position. For many eighteenth century prostitutes, their occupation was
transitional, meant to economically tide them over a particularly bad hump in their
lives. Many eventually married or found another occupation. Cities where soldiers
were stationed (such as Cork) attracted women to service their needs. This lifestyle
was not without dangers. Venereal diseases and unwanted pregnancies and were
common. It was frequently not feasible for an unmarried mother to keep her child and
many abandoned their babies.
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6. Kitty Broderick
6.1 Provenance
This character was invented. It was considered important to create a woman whose
story could serve as a counter balance to that of Mary Broderick’s (above). In Kitty’s
story, she and Mary are cousins and begin life in similar situations. However, Kitty
attends on of Nano Nagle’s schools and receives an education. Her employment
opportunities, and therefore quality of life are improved.

6.2 The fictional story created
Kitty lives on Mallow Lane. Her father works in the butter business. Her mother takes
in sewing.. They are poor but honest unlike their cousins who live on Fair Lane and
often get in trouble. Kitty enrolls in one of Nano’s schools. She learns to read and write
and to make lace. She learns about God. Meanwhile, her cousin Mary Broderick is sent
to be a servant. Kitty loves being at school. Mary Broderick’s older brothers and sisters
are involved in the Fair Lane/Blackpool riots. Mary’s eldest sister is arrested for
pickpocketing at a funeral. Kitty continues to do well at school and excels at lace
making. She wins the Royal Dublin Society prize. When she leaves school age she has
choices about her future.

6.3 The historical purpose of the story
The purpose of Kitty’s story was to illustrate life for poor Catholics. To show
their home conditions, the textile based cottage industry with which women
were involved. The petty crimes and faction fighting that were part of some
Catholic family’s lives. To show how education, previously illegal for Catholics
provided the means to help families out of poverty.
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Appendix 2: A list of the information provided by the Story Blocks
There were eight blocks in total, each telling six stories. The stories were grouped under
the following themes: China; Fabric; Food; Housing: Interiors; Daily life for women and
Entertainment. This appendix gives details of the images contained on the six sides of each
block along with the historical information to which it relates. Please note this is not the
intended text. This text was not composed as this design phase was considered unsuitable.

Block 1 – China

Side one – Porcelain: The eighteenth century and was marked by an
increase in consumption of goods by individuals from different
economic and social backgrounds. Improvements in transport and
manufacturing technology increased opportunities for buying and selling.
Shops providing the consumer goods sprang up in even the small cities and towns and
shopping became an important part of everyday life. Cork City, as a major Atlantic port, was
ideally situated to benefit from the booming import trade of goods from the East. Porcelain
ceramics were often stored at the lowest level of the trade ships to provide ballast to the even
more expensive tea stored above (White, 2009).

Side two – Teacups: As the Chinese export trade increased, so did the
demand from Europe for familiar, utilitarian forms. European forms such
as mugs were unknown in China, so models were sent to the Chinese
potteries to be copied. The popularity of ceramics owned much to the
growing elaboration of meals among the assertively polite. Both contents and service became
more complicated and necessitated more articles: utensils for tea and coffee, even in varying
sizes (Barnard, 2004).
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Side three – Irish Made China: Many people became concerned at the
amount of money women (in particular) were spending on foreign goods.
The Dublin Society was founded in 1731 to promote and develop
agriculture, arts, industry, and science in Ireland. A Dublin pottery
company, World’s End Pottery created a vast and diverse range of tableware. They became
extremely adept at blue and white delftware. Three of the pottery’s principal agents had
retail outlets in Cork catering for the local and export market (Francis, 2015).

Side four – Wedgewood: By the early 1770s delftware was widely
regarded as old-fashioned having been superseded by technical
developments in England. Development of a new lead-glazed
earthenware known as cream-ware had brought white utilitarian
ceramics to even larger sections of society. The World’s End Potters attempted to create
their own version of cream-ware but could not withstand the competition from Josiah
Wedgwood. Such was the market for Wedgwood in Ireland that the company opened a
retail outlet in Dublin between 1772 and 1777 (Francis, 2015).

Side five – China for the masses: The Willow pattern was developed by
Thomas Minton and became popular at the end of the 18th century.
The story behind the pattern is English in origin and has no links to
China. The story tells the tale of two lovers who, forbidden to marry,
run away together. They are pursued, captured and sentenced to death. The gods, moved by
their plight, transformed the lovers into a pair of doves - possibly a later addition to the
tale, since the birds do not appear on the earliest willow pattern plates
(www.thepotteries.org). Most china was sold to the richer classes, however cut-price
versions were available for those with smaller budgets. Gifts, bequests and second hand
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bargains were also ways in which china found it’s way to poorer people. The really poor
would often liven up their mantle-piece with broken fragments of china (Barnard, 2004).

Side six – Despite looking like a gravy boat, this item is actually known
as a bourdaloue and is a portable chamber pot. A slightly raised lip at
one end and a handle at the other allowed a woman to relieve herself
from a squatting or standing position. The edges curved inward to avoid
hurting her most tender parts. As a rule, churches and theatres had no toilets, therefore
these portable chamber pots, were designed to accommodate the female body allowing her
her skirt and petticoats unsoiled (Worsley 2011, p. 157).
Block 2 – Fabric

Side one – Wool - Poorer women wore homemade clothes made from wool
or second hand clothes by which the means they gained access to high
fashion. Those unable to afford entire new outfits might rejig the old with
different trimmings or purchase of new accessories such as handkerchiefs, aprons, caps, lace
scarves, stockings, fans and gloves (Dunlevy, 1989).

Side two – silk - During the seventeenth century French Huguenot weavers
arrived in Ireland. Many of them were experienced silk weavers and their
expertise contributed to the establishment of a thriving silk and poplin
industry. New ideas and trends travelled to Ireland via fashion news that
was printed in Parisian fashion magazines. The Journal a la Mode was available in Cork, as
were many linen drapers so the latest Paris fashions could have been on the backs of ladies
within a matter of weeks (Dunlevy, 1989).
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Side three – muslin - Muslin was a thin cotton material, imported from
India. An excellent feature of muslin is its ability to take dye, paints, and
embroidery. The cloth accepted many patterns, motifs and designs that
made it versatile and unique. Also, the white fabric was a mark of gentility. White was
difficult to keep clean or required constant cleaning. As the century progressed advances were
made in cleaning technology (Dunlevy, 1989).

Side four – chintz - As the Eastern trade routes expanded printed Indian
cottons became hugely popular. These cottons were the cutting edge of what
was modern and fashionable, while also satisfying the eighteenth-century
hunger for the exotic. Women of all classes were admonished for wasting both time and money
on the excesses of fashion. Jonathon Swift was most vocal: ‘Their whole stock of invention in
contriving new arts of profusion, faster than the most parsimonious husband can afford’.

Side five – poplin - Samuel Madden, founder of the Dublin Society,
believed it was possible to enjoy so called luxury items provided they were
made in Ireland. Many women took up the ‘Wear Irish’ Campaign. There
were social events in Dublin Castle with instructions that only Irish-manufactured cloth was
to be worn. Although such campaigns made little impact on the Irish textile industry, they did
transform the wearing of Irish cloth into a symbol of virtuous patriotism. ‘By the middle
decades of the eighteenth century, élite women viewed the occasional purchase of Irishproduced textiles as an appropriate form of public charity. Patriotism thus gradually evolved
into both a fashionable and a gender-inclusive sentiment’ (Dunlevy, 1989).
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Side six – lace - Lady Arabella Denny, working in connection with the
Dublin Society, introduced lace making into the Dublin workhouses,
especially among the children there. The skill soon spread beyond Dublin
to the poorest parts of the country, and proved a popular means for young women to help
support their families. Lace making required little equipment beyond bobbins and fine
cotton or linen thread, and a great deal of patience. Nano Nagle taught lace making to the
girls who attended her schools (Dunlevy, 1989).
Block 3 – What women did all day

Side one – At Home: The boudoir was used for socialising, letter writing
and other activities. As well as dressing, a lot of time would have been
spent in dressing but there were still a lot of hours to fill in a day. The
soul-destroying tedium of life at home was taken for granted. Hester Chapone, an author of
conduct books, recommended accomplishments for ‘filling up agreeably those intervals of
time, which too often hang heavily on the hands of a woman, if her lot be cast in a retired
situation’ (Vickery, 2009).

Side two – With Friends: The tea table was seen as the very headquarters
of female opinion and gossip. Early visual depictions present men as
marginal and eavesdropping from the sidelines. Dean Swift wrote in 1735
‘And when you are among yourselves, how naturally after the first compliments do you
apply your hands to each other’s lappets, and ruffles, and mantuas; as if the whole business
of your lives and the public concern of the world depended upon the cut or colour of your
dress’ (Vickery, 2009).
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Side three – Looking Good: In the 1770s hair was shaped into large,
complicated and powdered heights.... Rolls, cushions, wires supports or
elastic springs were used to reach those heights. Wigs and extra lengths of
hair were worked with the person’s hair and arranged in named styles....Colour was
added....with fine pearl, brown, grey or white powder with pink, brown, marechal (a red)
and white pomatums [scented hair dressings]. Interest was added with further
embellishments of small caps, ostrich feathers, fruits or vegetables. Makeup was not
intended to look natural but instead, “…to represent one’s aristocratic identity as
declaratively as possible through cosmetic artifice” (Hyde, 2000 pp. 453-475). Women
and men showed their respectability and class through white skin, and heavy makeup was
considered more respectable than naturally light skin. Any bourgeois with aims of being à
la mode would also have worn cosmetics (although perhaps not as heavily). Cosmetics
declined in price and rose in availability over the century, and were even more frequently
made at home by the less well to do. The middle classes tended to prefer tones of pink
instead of red, and applied rouge in circular patterns rather than streaks (Dunlevy, 1989).

Side four – Working Women: Shopkeepers had long hours. Shopping
hours were only limited by daylight and many firms closed as late as
9pm in the summer. Women who married into a merchant or trade
family often came from a similar family themselves. They could
contribute to the business in many ways. Apart from maintaining the house and providing
food for he household, she might also keep the accounts and run the business in her
husband’s absence. Widows were commonly left in charge of the family business on the
death of their husband. The textile and grocery industries provided urban-based women
with the most common way of making a living (O’Dowd, 2005).
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Side five – Servant Life: Domestic service provided many young women
with access to waged work. Recruitment of staff at the higher levels of
housekeeper, governess and cook was usually through personal
recommendations and preference was given to English or non-Irish women.....local Irish
women found most opportunities for employment at the lower levels as maids in the house,
kitchen, nursery or dairy (O’Dowd, 2005).

Side six – Cottage Industry: Many poorer women, particularly if they had
children would have worked from home. Most of this work would have
been textile related - sewing, spinning, lace-making (O’Dowd, 2005).
There was also the running of the house and the buying and preparing of
food to contend with. Arthur Young wrote in 1776 ‘Half the wool of Ireland is combed in
the county of Cork..... There is a manufactory of knit stocking by the common women about
Cork, for eight or ten miles around; the yarn from 12d. to 18d. a pair, and the worsted from
16d. to 20d., and earn from 12d. to 18d. a week’ (Young, 1776).
Block 4 – Food

Side one – Vegetables: Vegetables had been viewed with suspicion in
earlier times and ‘muddy’ vegetables were left to the lower classes
(oldcookbook.com). But by the eighteenth century, the popularity of
vegetables was increasing. Nano Nagle’s account book for 1780 records
spending £4, 7 shillings and 7½ pence on ‘roots’. That same year the nuns spent £11, 1
shilling and 4 pence on ale and small beer.

Side two – Receipt Books: Most wealthy women kept receipt books, which
were a handwritten books containing a record of medicinal recipes,
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household tips, cosmetic preparations and food recipes. Recipes were added to and
exchanged between friends and family (Vickery, 2009).

Side three – Meat: The eating habits of the people Cork were greatly
influenced by the city’s beef, butter and bacon trade. Compared to the rest
of the country there was a marked increase in meat consumption, for both
the wealthy and the poorer members of the community. The wealthy had the choice cuts of
meat while the poor were left with the coarser, less desirable cuts. The vast quantities of
blood and entrails to hand during the slaughtering season gave rise to a by-product, called
drisheen. John Rogers, a leading city doctor writing in 1735, was struck by the way the
slaughtering season changed the popular diet: ‘In no part of the earth, a greater quantity of
flesh-meat is consumed, than in this place, by all sorts an conditions of people during
slaughtering season’ (Dickson, 2005).

Side four – Pineapples and Parties: A bill from a party given by Charles
O’Hara MP in 1747 includes a charge of 4s 4d for ‘Hire of 2 pineapples’.
Pineapples began to appear at all the best society dinners. Because of their
great cost they were often not actually eaten, but used as ornamentation at
the centre piece of the table, and were passed on from party to party until the fruit began to
rot. If you were not able to grow your own, you could rent a pineapple. The same pineapple
would turn up in several houses until it was no longer fit to present. As the century progressed
it became more affordable to actually eat the fruit and while still very much luxury items, if
you could not grow your own they became available to buy in exclusive fruit shops. The
pineapple entered the broader Georgian culture in a number of ways. The phrase ‘a pineapple
of the finest flavour’ was a metaphor for the most splendid of things. In Sheridan’s popular
play The Rivals, Mrs Malaprop exclaims: ‘He is the very pineapple of politeness.’ Pineapple
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motifs appeared on Georgian furniture and on Chinaware designs. A very striking form of
representation of wealth and hospitality was a stone pineapple atop a gatepost, which is
occasionally still to be seen (julianstockwin.com).

Side five – Sugar: One of the delights of the eighteenth-century palette was
sugar and its consumption increased rapidly during the century. In 1754
muscovado imports [for the whole country] were worth £30,000 - this was
more than imports of coal. The Red Abbey, near Cove Lane was a sugar refinery
(duaneire.ie).

Side six - Eating out: Mill Street, now Fishamble Lane was a ‘noted
culinary centre’, with shops selling and cooking fish and meat and
providing overhead eating facilities. Other street food was available also:
we hear of street traders being fined for ‘infesting’ the streets and bridges.
Coffee houses and chop houses were the modern precursors of restaurants (Jonson, 2002).
Block 5 – Houses in Cork

Side one – Homes for the wealthy: Vernon Mount was one of the many
magnificent houses built around Cork harbour during the prosperous
trading years between 1770 and 1815. This villa was built circa 1790 by
Henry Brown Hayes, just south of Cork city. Hayes, the son of a wealthy merchant, Attiwell
Hayes, was made Sheriff of Cork in 1790. Hayes’ wife, Elizabeth, died young in 1794
leaving him with a son and three daughters. Finding himself with major debts and no way to
pay them off, Hayes placed himself at the centre of the most notorious marital scandal of the
period by abducting a wealthy Quaker heiress, Mary Pike, with a fortune said by some to
amount to £20,000 and by others to £80,000. On the evening of 21 July 1797 Hayes
ambushed Mary Pike’s chaise and took her to his house (Vernon Mount, near Douglas)
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where a marriage ceremony was performed very much against her will. The bride’s relatives
quickly rescued her from Sir Henry’s household and an award was issued for the sum of
£1000 his capture. Hayes evaded capture for two years before eventually surrendering
himself. He was originally sentenced to hang but this was commuted to transportation for
life to the penal colony at Botany Bay. Mary Pike went mad (Vernonmountpark.ie)

Side two – Homes for the Merchants Classes: Bow-fronted houses built in
the 1780s on George’s Quay. George’s Quay stands on ground reclaimed
from the River Lee in the middle of the eighteenth century. It is named for
George III of England. These houses would have been home to merchants and their families
(Jonson, 2002).

Side three – Homes for the Middling Classes: One of the first Quaker
pioneers involved in the development of the western marshes was Joseph
Pike, who purchased marshland in 1696, now the area of Grattan Street.
Another key player was John Haman, a respected linen merchant who owned land in the
northern suburbs. Other families were the Devonshire family, the Sleigh family and the
Fenn family (Fenn’s Quay today marks their land). In the eastern marshes, a Quaker by the
name of Captain Dunscombe bought land, now the area of the multi-storey car park on the
Grand Parade and part of present-day Oliver Plunkett Street (Jonson, 2002).

Side four – Homes in the Suburbs: Three was a divide between the city
centre and the suburbs. The centre of the city, particularly the newly
reclaimed eastern sections housed the well to do merchant and business
classes. While the North and South suburbs were where the poorer classes reside. Shown
here is Cumberland Street near Cove Lane in the South. The Red Abbey is just visible in the
background. It is possible the house where Nano lived looked like this (Jonson, 2002).
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Side five – Cabins in the Suburbs: Arthur Young wrote ‘The suburbs to
the N. is above a measured mile in length, particularly the street called
Mallow-lane, which is much frequented by country people, both for
buying and selling their commodities. Blarney lane is also of a great length, and in the same
suburb, in which are an infinite number of slaughterhouses that make it very disagreeable.
The S. suburb is equally as large, but has not so much trade as the N. In this part the poorer
sort of inhabitants dwell. Their doors are thronged with children, who, notwithstanding their
hard fare, coarse diet, and labour of the parents, are more strong, lust and healthy, than
children more tenderly reared’ (1776).

Side six - The Laneways - A newspaper reporter, who accompanied a
doctor on his visits to ‘the creatures residing in those mephitic pest holes’ in
Pike’s Lane, wrote that he had never in his life ‘encountered such a
complication of stenches, enough to overpower any stomach. How the people breathe it, as
they must, at night, and remain free from the effects of malaria, I know not.’Around that
time Pike’s Lane, which was only 4ft (c. 1.2m) wide, had up to seven people sleeping in a
single room and over 18 persons per house. Cockpit Lane was the location of a cockfighting pit. It was a well-populated lane, with both residential and commercial properties.
Tenements with the large families and business houses stood on both sides and the lane was
a hive of activity. Although it was narrow in width, the tenement folk displayed their wares
on makeshift stalls outside their front doors. Women in shawls hurried to and fro from
Cornmarket Street to the North Main Street. There were a variety of trades on the lane. In
1745 John Terry, a linen draper advertised an extensive list of cloths (linen, muslin, cotton,
velvet) and accessories, including stockings, threads, Widow’s Aprons, Ivory and Cocoa
Fanns, Ivory and Box Combs and Dutch Whale Bone. Glove-making seems to have been a
particularly popular business on the laneway (Jonson, 2002).
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Block 6 – Entertainment

Side one - Sewing: Many women spent hours sewing and would often bring
their needlework with them when visiting. Though as Amanda Vickery
writes: ‘Not all crafts were equally portable, or equal to the gaze of guests.
Plain work, especially the mundane mending of shifts and shirts, fell to most middling
women and underclothes could hardly be flourished before visitors, especially those of the
opposite sex. However, any woman could be discovered at her tambour stand without a
blush (Vickery, 2010).

Side two - Gambling: Card games popular with women were Quadrille,
Speculation, Loo and Cassino, ‘In the pamphlet a Dissertation on the
Pernicious Effects of Gambling (1783) by Richard Hey, the rather verbose
author collates a list .......of the many ills...[ascribed to] the consequence of gambling.’
These include: ‘Enjoyment lost thereby, Agitation by different passions - violence of it,
Unwarrantable Hope, Suspicion and peevishness, Despair, Horrors, Madness, Sense of
Shame, Danger to a woman’s virtue, Suicide’ (Cock-Starkey, 2013).

Side three – Faction Fighting: A disturbing form of ‘entertainment was the
frequent and violent territorial faction fighting between the citizens of Fair
Lane and Blarney Lane. Tuckey’s Cork Remembrancer tells us 1772 March
8 - The evening of the same day was concluded in a most pious and devout manner by the
warlike’ sons and daughters of Fair lane and Blackpool, who met in a long field near Fair
hill and fought with one another till night came on. The females were armed plentifully with
stones, and the male combatants according to the Chewkee custom, with tomohawks of a
new construction, which about four feet long, and so dexterously contrived a hook and spear
at the end) that any who missed grappling were sure to stab with the sharp point.
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Side four – Balls and Theatre: A playhouse stood in Georges Street where
Thomas Sheridan, Peg Woffington and other famous actors performed;
Spranger Barry built another in 1761. There were Assembly Rooms where
balls and concerts were held weekly. It was said that the dress and equipage of the ladies
could compare with those of Dublin or London. Cork was at its best during the assizes,
which were held twice a year, when carriages flocked in from the country and every one
went to the public ballroom or the theatre where the actors from London were the most
popular (Dickson, 2005). There was a glaring contrast between rich and poor. If there were
elegant carriages waited outside the assembly rooms or the Protestant churches there were
always crowds of disreputable beggars around imploring for alms in Irish (Maxwell, 1949).

Side five - Perambulating: There were a number of scenic walks, including
the Red House Walk, or Mardyke or Friar’s Walk but the most frequented
public walk in the city was the Mall.... It was often crowded with genteel
company and, according to one visitor, it had ‘a greater number of pretty women than I ever
saw together in another town. Another visitor describes the fashionable people in 1748
walking in the Mall, which he compares to that in St James Park, in London, but he
complains of the hard pebbles under foot and of the smell from the canal, which when the
tide was out was evidently not very agreeable. There was also a bowling-green shaded with
trees and washed by a branch of the Lee, on which a band of music played for the
entertainment of those that frequented it (Dickson, 2005).

Side six – Entertainment for the Poor: Arthur Young wrote about the poor
‘Dancing is so universal among them, that there are everywhere itinerant
dancing-masters, to whom the cottiers pay sixpence a quarter for teaching
their families. Besides the Irish jig, which they can dance with a most luxuriant expression,
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minuets and country-dances are taught; and I even heard some talk of cotillions coming in’
(1776). Tuckey’s Remembrancer tells us that on public holidays and royal birthdays
fireworks and at times free ale was distributed.
Block 7 – Interior Decoration

Side one – Taste: Interior design became more feminine in the eighteenth
century. Previously masculine, heavy wainscoted rooms now became
pretty, light and colourful as women took over decoration. ‘Taste’ became
all-important. ‘Good Taste’ indicated your high social standing. One of the greatest ways to
transform a room in the late eighteenth century was with wallpaper. At the top of the
market, wallpaper could be commissioned at a cost equal to that of fine textiles, but it was
to be had in many grades and prices. Curators estimate that it was possible to buy 11 yards
of paper for the cost of a yard of damask (Vickery, 2010).

Side two – Use of Rooms: In the larger homes interiors began to be used in
different manners. Previously rooms were not designated the same way as
today, but this practice began to in the eighteenth century. As with dress
fabrics, the influence of the East was evident. Heavy wall textiles and paneling gave way to
lighter papered walls and stucco work. The newly decorated interiors were filled with newly
imported tableware made from porcelain, glassware and silver. The boudoir served as a
private sitting room for the lady of the house. The boudoir was used for socialising, letter
writing and other activities. A lot of time would have been spent in dressing (Vickery, 2010).

Side three – Bedrooms: In the eighteenth century (and before) ‘twopiece’ sleeping was the norm. People slept in two short periods over a
twelve hours with a sleep of three to four hours, wakefulness of two to
three hours, then sleep again until morning. Most stayed in their beds and bedrooms,
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sometimes reading, often praying. Religious manuals included special prayers to be said in
the mid-sleep hours. Others might smoke, talk with co-sleepers, or have sex. Some were
more active and would leave to visit with neighbours. This practice eventually died out most
likely due to the advent of street lighting and eventually electric indoor light. Two sleeps
were eventually considered a wasteful way to spend these hours (Worsley, 2011).

Side four – Middling Classes and Interiors: The homes of the middling
classes would have aped those of the well to do. The numbers in the
middling ranks, with annual incomes between £5 and £20, increased,
amounting perhaps to 30 percent of the population by the end of the eighteenth century.
Low-priced versions of the modish, earthenware rather than imported porcelain, deal not
walnut or mahogany, horn and tin rather than pewter and sliver were available (Barnard,
2004).

Side five – Interiors in Poorer homes: Poorer women had less time and
means to spend on interior decoration. ‘Most of the houses inhabited by
the peasantry were wretched hovels called cabins. All were on ground
level, or even sunk some feet below it. The floor was generally of bare
earth, which was usually far from dry, as the rain often came through the roof or oozed
down from the walls....The fire within the cabin was made in a crib, or crate, supported by a
few loose stones at the back and placed in the middle of the living-room. Round this, the
family, which always included large numbers or children, sat at night, almost naked, their
toes in the ashes....When the fires were at full strength the general aspect of the cabins at a
distance was compared by a traveler of that period to that of heaps of dung reeking with the
steam of their own fermentation’ (Maxwell, 1949).
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Side six – Home as a place of Work: Interiors in the poorer homes could
be used as places of industry. The ‘Putting Out’ system was a form of
cottage industry where workers would work from home, manufacturing
individual articles from raw materials then bring them to a central place of business, such as
a marketplace or a larger town, to be assembled and sold. As the woman of a family usually
worked at home, someone was often there to look after any children (O’Dowd, 2005).
Block 8 – Medicine and Health

Side one – Blood Letting: Medical thinking of the day believed the human
body was composed of tubes containing fluids that moved around and had
to be kept in balance. Stools and urine were the primary diagnostic tools
of the medical profession and changes in either could be interpreted as a
portent of disease or a change in he course of a disease. Once a diagnosis was made, the
treatment was often harrowing and of dubious value. In blood letting, doctors had various
means to remove blood. They could slice small cuts into the flesh, usually the arm, by
means of a lancet and allow the blood to drain off into a bowl. Leeches could be put on to
suck the blood away or a scarifier which was a small box-like instrument of spring-loaded
blades, could be run along the surface of the skin to make a series of cuts (Cahill, 2005).

Side two – Hospitals: There were two hospitals at the time - The North
Infirmary and South Infirmaries. ‘In 1766 and appeal was made for old
linen as ‘many of the necessary applications have been of late omitted
through the want of proper bandages, and all future accidents of broken limbs etc., must be
rejected there until a supply be sent.....Some years later, patients requiring ‘bandaging and
dressing’ were asked to bring their own supplies to the hospital’ (O’Mahony, 1997).

131

Side three – Apothecaries: Eighteenth-century apothecaries practiced as
doctors. Most learned to diagnose medical conditions and compound
medications through an apprenticeship. Most medicines were derived from
herbs, plants and vegetables. In 1787 a public dispensary opened ‘for the
more general distribution of medicines (O’Mahony, 1997).

Side four – Smallpox: Smallpox was common and cases were regularly
included in Cork dispensary statements. In 1767, a Mr. Sparrow came to
the city to publicise and administer the ‘simple, rational and certain
method of treating smallpox’ which was inoculation. The inoculation
would be made available to anyone regardless of their means, and Sparrow promised that
‘the poor (coming properly recommended) will be attended gratis’ (O’Mahony, 1997).

Side five – Alternative Treatments: Minor diseases and ailments were
treated by home remedies. Like cookery recipes, medical recipes were
handed down and passed among families and friends. The recipe shown
here is taken from Mary Delaney’s receipt book (Cahill, 2005).

Side six - Less orthodox medical treatments were available. At Fishamble
Lane, Mary Farrell cured ‘running evils, ulcers, worms, white swellings,
scurvy, eye ailments and other discomforts’- one patient named Ellen
Murphy was cured of a breast ailment which, it was claimed, would
otherwise have necessitated amputation. She also cured George Hanning of a dangerous
wart and Thomas Starkey of a facial cyst O’Mahony, 1997).
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Slides from presentation to directors of Nano Nagle Place - June 2016
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Appendix 4
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Designing narrative artefacts –
the lives of women in eighteenth century Cork
J. Dempsey, P. Green, A. Wilson
Department of Media Communications
CIT – Cork Institute of Technology, Ireland
e-mail: jenny.dempsey@mycit.ie

Abstract
This paper introduces the initial phase of a research project which is aligned with the
development of a new heritage centre in eighteenth century Cork City, Ireland. The topical
content of the research is focussed on the impact of the social and political environment at the
time on the lives of women. The project uses narrative, integrated with visual design and
material culture, to support the goal of producing engaging experiences for visitors and
remote users of the heritage site. The project intends to contribute to the study of narrative in
art and design by exploring how audiences participate in the recovery of stories from material
objects. The paper provides a context for the project, an overview of the methods, and a
description of some prototypes that are currently being developed for evaluation through the
educational programme to be established by the centre.

Keywords: narrative, design, material culture, heritage

1.

Introduction

The research project introduced here is aligned with the development of a new heritage centre
in Cork City entitled Nano Nagle Place which is due to open to the public in early 2017. The
centre is dedicated to communicating the life story and legacy of Honora (Nano) Nagle. Part
of this story involves presenting a portrait of the city of Cork against a backdrop of political
and social life in eighteenth century Ireland. The topical content of the research is embedded
within this history and focuses specifically on the impact of the social and political
environment at the time on the lives of women.
Academically, the project investigates the way in which narrative, when integrated with
visual design and material culture, can support the goal of producing engaging and
memorable designs for visitors or remote users of the heritage site. The project therefore
contributes to the emerging study of narrative in art and design (Anderson, 2011, Hadjilouca
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et al., 2013) by accounting for the way in which visual media can be employed to allow
audiences participate in the recovery of stories from material objects.
2.

Material Culture

Material culture involves the study of material things and the values and roles associated with
them in different societies (Gerritsen and Riello, 2015, p.2). Objects and the physical
environment have long been central to research in archaeology, anthropology, art history and
museum studies, but modern historians only began to take an interest in them from about the
1960s, when an interest in ‘history from below’, or the history of ordinary people, became
seen as increasingly worthy of study. The majority of human beings have left no trace in the
archival texts conventionally used by historians, which are mainly written by, and refer to,
those considered relatively powerful and noteworthy. Material culture came to be seen as a
fruitful way of circumventing this problem, by studying the objects with which people
interacted, and which they used in a variety of ways both to sustain their lives and to
communicate personal and social meanings and values (Dant, 1999, p.38).
As research into this area developed, the study of material objects along with other sources
came increasingly to be seen as a way of gaining a greater understanding generally of the
past, of what it felt like to have lived in a particular historical period. The inclusion of
material artefacts as sources also prompted researchers to ask new questions. Objects are
products, but also shapers, of human activity, needs and values, and consequently central to
how and why humans interact in particular ways with each other and with their environment
(Harvey, 2009, p.5). Studies of the production, consumption and international trade in objects
have contributed significantly to our understanding of historical societies and how and why
they developed in particular ways, while close examination of specific items, or groups of
items, have also provided insights into individual and social lifestyles and values.
This project foregrounds objects (original artefacts and replicas, as well as those represented
in texts and images) in order to enrich people’s (and particularly children’s) understanding of
a particular historical period and location, eighteenth-century Cork. It focuses on the lives of
women, a group which has been disproportionately poorly represented in traditional historical
sources. An engagement with material things is used to make people think closely about daily
activities and how they were managed in eighteenth-century Cork, but also to help them
imagine the physical, sensory environment in which these activities took place, mobilizing as
much as possible senses such as touch, smell and taste. The objects, in conjunction with other
sources, also offer ways of gaining insight into economic, class and gender divisions of the
period, as different items were available to, or used differently by, various groups. Some of
the objects are unfamiliar and strange to contemporary audiences, while others still play a
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significant (if often different) role in modern life, but both can be used to enhance
understanding of both the strangeness and familiarity of daily life for women in Cork over
two hundred years ago.
3.

Narratology and Objects

Narratology in the twentieth century has largely emerged through work done in the literary
arts. Francophone structuralism in the 1960s popularised the notion of a science of
storytelling. By adapting earlier studies in structural linguistics, structural anthropology, and
formalism, morphology, or grammar of stories was imagined. The idea that the underlying
structural rules of narrative could be exposed and catalogued was the initial force that While
initially this project was presented as broad giving recognition to the ubiquity of stories in all
aspects of human culture and life (Barthes, [1966] 1977) the narratological project was driven
mainly by researchers in literary and language studies. This line of investigation led an
enormous body of information on the structural, reader centric, rhetorical, cognitive aspects
of fiction as it is represented in the history, mostly, of literature.
In parallel to the work achieved in literary narratology there are other fields which harboured
and interest in narrative which attracted less attention. Within the social sciences there is a
narrative genealogy which extends from William Labov (Labov, 1972) to present studies
where narrative analysis has been popularised as a methodology through the work of Carol
Riessman (1993). By the turn of the millennium the explosion of interest in narrative was felt
across a range of disciplines influenced by a constructivist orientation in psychology (Bruner,
1986, 1990). Current theoretical discourses such as cognitive narratology (Ryan, 1991,
Herman, 2003, 2010, Fludernik, 2003), transmedial narrative (Herman, 2004, 2012, Ryan,
2004, Jenkins, 2006) and multimodal narrative (Page, 2010) have opened up possibilities for
the appreciation of narrative in art and design (Anderson, 2011, Hadjilouca et al., 2013).
These theories are regularly cited in narrative approaches to architecture, art history, new
media, and design. While cultural artefacts such as novels and films were once seen as the
prototype media for storytelling, in recent years we can more easily find projects using
material objects, such as maps (Speed, 2009, Flaherty, 2011), buildings and architectural
spaces (Psarra, 2009, Coates, 2012, Macleod et al., 2012), or personal items (Speed, 2010),
that are presented as things from which stories can be recovered. This research shares an
interest with design projects that display an object-oriented approach to narrative.
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4.

Approach & Methodology

Figure 1 The site plan for Nano Nagle Place (approx. 3.8 acres) which includes potential target locations for the
research onsite. The area marked A represents the location of the permanent exhibition; B is the proposed site of
the temporary exhibition space; C is the education room and workshop spaces for young visitors; D represents
potential outdoor spaces also available for use by the research project.

The project has access to various onsite facilities at Nano Nagle Place as indicated in Figure
1. These include a permanent exhibition space, a temporary exhibition space, an education
room, rooms dedicated to the delivery of educational content and workshop activities, as well
as outdoor spaces which are networked with high capacity digital communications. There
will also be opportunities for the project to connect with audiences through the centre’s
outreach educational programme which will support and augment the curriculum in primary
and secondary schools in the region. The research project is therefore related to learning but
more explicitly it aims to engage the audience with eighteenth century historical information.
The development of the research was initially organised into four discreet phases: 1) data
collection; 2) design investigations; 3) prototype/artefact development; and 4) the review and
presentation of overall findings. Each stage involves its own cycle of investigation which
results in a report of the findings related to that phase. While each stage can be regarded as
discreet in terms of its objectives there is also significant overlap between the stages. For
example, while stage one was intentionally dominated by activities such as: the review of
historical material directly associated with Nano Nagle and the Presentation Sisters; site visits
to relevant archives and museums; and desk reviews of literature on narrative theory; there
was also some visualisation exercises and paper prototyping of ideas as information was
being collected and evaluated.
The first stage resulted in a body of information which provided a snap shot of eighteenth
century Cork when Nano Nagle was establishing her schools for catholic children. This
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historical information helped provide a picture of the conditions under which women from
different social and economic standing lived. This provided a basis for the development of
narrative accounts which would be designed with a view of engaging visitors to the heritage
centre, or young audiences participating in the educational programme.
Imagining how women of different social standing may have experienced Cork in the 1700s
provided the basis for the development of storied content for prototype designs. Early stage
paper prototypes mock-ups of narrative objects were presented in June 2016 to stakeholders
who included members of Nano Nagle Place Heritage Committee, and the JCA architects
responsible for the design and layout of the overall site and exhibition spaces.
Initial Prototypes
There were two initial prototypes presented for discussion with stakeholders. The first of
these was a paper prototype of an interactive book, and the second explored picture cubes as
a means of providing different narrative possibilities for the end user to explore. The
prototypes were designed to initiate a dialogue with the stakeholders around a central
objective which was generate visitor/young audience engagement with eighteenth century
Cork history.
The first prototype, the interactive book, was intended to be located in the section of the
permanent exhibition presenting Cork City as the mise en scène for the (hi)story of Nano
Nagle’s philanthropic work. Based on the historical data that was accumulated in stage one,
five fictional female characters from different social standings were designed and a vignette
of their lives was illustrated. One character was selected for further development as fictional
content for the book, shown in Figure 2. The structure of the book proposed to take the user
through a set of events associated with the purchase of material for the design of a dress. This
operated as a conventional book with the plot unfolding as the user flips through the pages.
This facilitated the story of the character’s journey through the city offering the user an
introduction to the ‘historical’ city by taking them to shops in specific streets in the city. The
book however also promised to offer interactive options for accessing, and thereby directly
experiencing, elements of the material culture of the time through the physical attributes of
the book itself. The elements considered included the materials used in the making of the
book, or physical elements that were part of the story but which could be removed and
explored by the user. Examples included a piece of cloth fashionable and of the time, or
patterned paper used for handwritten letters. Some consideration was also give as to how new
media technologies could be integrated with the objects to provide further options for
interaction and feedback.
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Figure 2 Paper prototype of interactive book with embedded material elements. Considerations were given to how
a narrative account could be facilitated by the materials themselves or extended by digitally augmenting the
elements.

A second prototype, shown in Figure 3, explored the idea of designing blocks that would
allow users to assemble images into narrative sequences. Only certain coded sequences
would offer the user with the reward of a story which could be recovered in a number of
ways. By being digitally augmented certain sequences could automatically activate an audio
account or unlock further clues in a block encouraging the user to ‘discover’ stories. This
strategy identified well with some contemporary uses of narrative in art and design where the
designer is delegated the role of providing narrative material to the audience, who then
construct their own account of what is they think is going on. In practice however, the range
of potential narrative options produced significant design problems. There was also a sense
that there were predetermined narratives to be discovered which possibly narrowed the
participation of the end user and made it questionable as a solution for engaging visitors

Figure 3 Story Blocks
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While these prototypes were used and discussed by the stakeholders the idea of a time
travelling guide for women was also articulated as part of the meeting. This idea was
discussed in relation to the interactive and material possibilities which were available from
the prototypes. The outcome from this design meeting led then to a consideration of a third
prototype which was based around the idea that end users or visitors could, through the
assistance of authentic material objects, travel back in time to Cork in the 1700s.

5.

The Time Travel Guide

The time travel guide, which is currently in development is designed around two key
artefacts: a traditional guide book, and a travel case. The travel kit will be supported with
historical factsheets which can be employed as part of the centre’s education program.
Aspects of this program may be delivered onsite through the education room (location C in
Figure 1), or in the temporary exhibition space (location B in Figure 1), or through an
outreach program to be developed with schools in the region.
The time travelling lady’s guide to 1770s Cork
The travel guide focuses on a specific timeframe of the early 1770s. The Hibernian Chronicle
newspaper was the main primary source for the historical information. The earliest archived
editions start from this date. As with any city guide there are chapters that detail
accommodation, places to eat, and things to do. Using information taken from newspapers
and trade directories, the locations, people, and services featured in the book are factual.
Unlike modern day guide books there are to be some details on etiquette and customs so the
modern reader can blend in easily with her 1770s counterparts. The guide book will cater for
those travelling on different budgets: large; medium and small.
The proposed featured chapters are:
1.

Introduction - climate, currency, language spoken, and so on

2.

Where to stay

3.

How to decorate your home - the topic of taste was important in the 18th century

4.

What to eat and where to buy it

5.

What to wear

6.

What to do/places to see

7.

Hygiene

8.

Health

9.

Personal Safety

10.

Tips for those who wish to work while on holiday
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Figure 4 Prototype pages from the Travel Guide

The design of the book aims to reflect and give a flavour of eighteenth century style while
remaining firmly a product of the 21st century. The eighteenth century will be suggested by
the colour palette, visual style, and typography as indicated in Figure 4. The research will
also consider the use of inserts to mimic extra-illustrated books. This was a form of
scrapbooking which thrived in the eighteenth century where people would find a print, piece
of artwork, letter, or other piece of memorabilia that was relevant to the text of a certain
book, then inlay it in the original text and rebind the pages.
By placing the emphasis on visual communication rather than the traditional text-based
method of conveying information this research aims to appeal to contemporary audience
sophisticated in interpreting images (Mitchell, 1994, p.15). By using a variety of visual
communication tools such typography, graphs/data visualisation, photography, illustration
and visual puns this work aims to increase the reader engagement (Barnard, 2005, p.15,
Klanten et al., 2011, pp.3-7). By harnessing the visual language of colour and typography to
create distinct moods and settings, this visual design can portray and underline contrasts
between the rich and poor of the city (Salen, 2000, p.79, Knight and Glaser, 2012). By
featuring patterns and motifs taken from the decorative arts the project intends to produce a
book which reflects beauty and femininity as it was understood in 18th-century Cork.
The narrative aspects of the book propose to work on two levels. Firstly, the book will feature
snippets and newspaper clippings relating stories of people from the 1770s. Secondly, the
guise of a travel guide will take familiar twenty-first century activities and transpose them
back in time, thus encouraging the reader to picture themselves in the 1770s. By imagining
how they might feel when faced with a certain situation or activity the reader can take facts
from the page and continue the narration themselves, or in a shared context with others.
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The time travelling lady’s case - a museum in box
The contents of the book may be reconfigured into a series of factsheets and work modules
which will accompany the case to be transported to schools for workshops, or used on-site in
Nano Nagle Place. The suitcase is designed to contain eight individual boxes each relating to
the chapters of the book. There will be worksheets to accompany each box and suggested
techniques for teachers on how to run a session with pupils. The eight boxes will cover:
Home; Food; Appearance; Entertainment; Work; Hygiene; Health; and Law & order. Each
box will contain three separate items and some examples are indicated in Figure 5. Table 1
give a list of objects currently under consideration. These number of items in the case make
the case suitable for class group of 24 pupils and the case will take on the appeal of a
museum in box. Each of items will be chosen to excite curiosity and playfulness; or their
purpose might seem mysterious at first. Collaborative research is being carried out with other
researchers in CIT whose field of research is focused on playfulness interfaces for museum
settings.

Figure 5 Prototype material items and information cards to support the educational workshops using the time
travel case.

Currently some opportunities for embedding technologies in the case and/or the individual
items are being considered as a means of augmenting the interaction with the objects.
However, the authenticity of the objects is key to the experience of them, so the introduction
of technology will need to be carefully tested. At least one item in each box will need to be
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used, tried on, tasted, or physically interacted with in some way. The inventory of objects for
box are still being selected and there will be some design thinking invested in whether the
suitcase can be packed up with different boxes depending on the profile or age group of the
end users on a given occasion. Some items might not seem of interest at first but the stories
behind them will enhance their meaning.
Home

Food

Appearance

Entertainment

Lumps of sheep/beef
fat
Tea cup
Wall paper

Small axe
Recipe for
fricassee
Drisheen

Stays
Patch box with patches
Burnt material

Gaming chips
Stones
Direction for dancing
the minuet

Work

Hygiene

Health

Law & Order

Knitting needles
Daily timetable
servant
Ribbons

Leaves,
newspaper,
strips of linen
Patterns
Bourdaloue

Remedy for a cough
Bowl for bleeding
Illustration of small
pox

Note from Bridget to
Rodger about poison
Key to Gaol
Handkerchief

for

badger

Table 1 Considerations for contents to be included in the suitcase.

Initial discussions with the class teacher have resulted in the following scenario being
proposed. The children will be divided into groups and each group given a box to examine.
After an agreed time they will be invited to present their box of objects and their ideas as to
what to the objects might be used for to the rest of the class. After each group has presented
and demonstrated there will be a chance for the teacher to show the worksheets which will
contain information on the objects and stories related to people who used them. This will be
presented with sensitivity. It will important not to invalidate the children’s suggestions when
introducing the historical facts. An important part of the worksheets and follow-up discussion
will be the presenting of the modern equivalent object. This will provide participants with a
chance to reflect on both the differences and similarities of daily life between now and then.
Table 2 shows some suggested comparisons which are currently being explored.
1770s

2016

Lumps of sheep/beef fat
Tea cup
Wall paper

Light switch
Tea bags
IKEA Catalogue

Small axe
Recipe for badger fricassee
Drisheen

Bag of sweets
Menu from local restaurant
Own brand of frozen burgers

Stays
Patch box with patches
Burnt material

Cotton vest
Plastic surgery
Child labour

Gaming chips

Wii
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Stones
Direction for dancing the minuet

Discussion about gangs
Video for watch me (whip nae nae)

Knitting needles
Daily timetable for servant
Ribbons

Career leaflets
Children could write their own timetable
Woollen hat

Leaves, newspaper, strips of linen
Patterns
Bourdaloue

Roll of toilet paper
Wellington boots
Public toilet sign

Remedy for a cough
Bowl for bleeding
Illustration of small pox

Cough cough sweets
Calpol
Pink ribbon for cancer

Note from Bridget to Rodger about poison
Key to Gaol
Handkerchief

Divorce
Discussion about punishment
Discussion about honesty

Table 2 - comparison of 1770 objects with modern equivalents.

The time travelling case is due to be piloted with fifth and sixth class pupils in a primary
school in February 2017 and observations will be conducted around its use this context. The
outcomes of this study will be invested in a redesign and further development of the case
before moving on to the development phase. This final phase aims to produce a robust design
of the suitcase, its components, and supporting material so that the project will be engaging
and durable in the hands of future end-users.
6.

Conclusion

The prototypes outlined here should be understood as early stage iterations in an overall
design methodology which has narrative at its centre. These design prototypes are intended to
hook the user into a cognitive process of recovering a story from material artefacts. In many
cases these are designed to support learning, but are focussed on narrative design principles
that support engagement rather than pedagogical principles for education. While the project
has learning in its peripheral view the evaluation of learning, where necessary will remain
within the control of suitably qualified professional educational officers or teachers, who are
presently seen as secondary users of the project.
Design challenges that have yet to be addressed involve judgments about what role the
materiality of the object plays in the provision of narrative content and consequently the users
engagement with it. There is also questions about the practicalities of developing the suitcase
of objects for use within the context of the educational programme. It is intended that the
testing of the work using small focus groups, and later teacher-moderated classroom based
studies, will reveal issues around the durability and practicality of the project.
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Appendix 5 – lessons from Weekend Workshop with Annie Atkins
Annie Atkins is a graphic designer who specialises in graphics for filmmaking,
particluarly paper based graphic pieces outlined by a period film script. She has
worked on television series such as The Tudors and Penny Dreadful and films such as
The Box Trolls and The Grand Budapest Hotel for which she won an Oscar in 2015.
She runs weekend workshops form her studio in Dublin. For more details see
annieatkins.com
The workshop covered many aspects of creating graphics for film and television of
which not all were relevant to this project. Four lessons were and are detailed below.

1. Historical sources will ensure visual and content accuracy - Never assume that one

knows how an item might have looked. Find examples of item and examine
typography, imagery and paper size in order to reproduce an authentic looking copy.
2. The purpose of object will determine its appearance - See below for first attempt at

replica toilet paper and toilet paper after weekend workshop.

Left: First attempt at toilet paper using strips of clean linen
Right: Replicated toilet paper after workshop using stained linen
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3. Age paper- based objects – Tea staining, tearing, and roughening with pebbles can

give paper an authentic aged appearance.

You will need: one large shallow basin (a cat litter tray was used in workshop), tea
towel, tea bags, boiling water, gravel/small stones and an iron.

Method: place tea bags and boiling water in shallow basin. Agitate until tea is infused
and liquid is coloured brown. Use of trial and error may be used to acquire desired
shade of brown. Place paper object in tea solution. Use tongs if liquid is too hot.
Ensure paper is entirely submerged and leave for a couple of seconds. Remove paper
object with tongs. Place on gravel/small stones and press down. Do not worry if
paper tears but do use care. Place on tea-towel to dry. Once dry iron on low heat. This
gives the paper a brittleness. Please note: cut or tear paper to desired size before
staining to ensure edges receive colour. It is advisable to photocopy or print desired
content onto paper before staining.

4. Use cursive hand-writing style– Eighteenth-century penmanship was more
calligraphic than modern handwriting. To achieve an authentic looking calligraphic
style the following method may be used.

You will need: access to a computer and printer. Nut Brown ink (not black) and a dip
pen with a small pointed nib.

Method: Consider paper size – the A sized format used today was not standardized
until 1975, In the eighteenth century paper sizes depended on its purpose. A common
size for writing, drawing and printing was foolscap, so called because of the
watermark of a jester’s head. This measured about 343 x 432 mm but sizes could
vary by 50 or 70 mm. Paper was also cut or torn to create smaller sheets.
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Type text content. Select authentic-looking script style font. Select colour and alter
tint to 30% of blackness. Print out. Tear or cut to size. Tea stain (see above). When
paper is dry use brown ink and dip pen and carefully hand letter using faint printed
letters as your guide. Do not worry if you make a mistake, wobble or ink splat. This
will add to authenticity.
See below for first attempt at Bridget’s letter and version after weekend course.

Left: First attempt at Bridget’s Letter using computer font
Right Letter produced after weekend course featuring hand lettering, correct folding and wax
seal
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Appendix 6
CIT Research Ethics Application Form

Name of applicant(s)
Contact Details
Department/Unit
Title of Research
Name of Supervisor
(Principal Investigator)

Jenny Dempsey
Date 14 February 2017
Phone 0857580569
Email jennydempsey2004@yahoo.com
Department of Media Communications
Designing Narrative artefacts from 1770s Cork
Museum in a Box for Nano Nagle Place
Ann Wilson, Paul Green

Conflict of Interest Declaration
I/We declare that I/We know of no conflict of interest pertaining to the research
outlined in this proposal.
I/We agree to the above
3□
I/We do not agree to the above □
(Please tick one box only)
Signed ____
_______________________
Applicant

Date _14 April 2017

ETHICS CHECKLIST FOR RESEARCH INVOLVING HUMAN PARTICIPANTS

1
2

3
4
5

6

Research with Human Participants
Will/have you obtained consent from any organisations
involving/representing potential participants?
Will you describe the main research procedures to
participants in advance, so that they are informed about
what to expect?
Will participation be voluntary?

YES
yes

Will you obtain informed consent in writing from
participants?
Will you tell participants that they may withdraw from the
research at any time and for any reason (without
repercussions), and (where relevant) omit questionnaire
items to which they do not wish to respond?
Will data be treated with full confidentiality / anonymity
(as appropriate)?

yes

NO

yes

yes

yes

yes
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7
8
9

10

11
12

13

1
2
3
4
5
6.
8.
7.

If results are published, will anonymity be maintained and
participants not identified?
Will you debrief participants at the end of their
participation?
Will your research involve the processing of genetic
information or personal data (e.g., ethnicity, health, sexual
lifestyle, political opinion, religious or philosophical
opinion)?
Will your research involve the tracking or observation of
people?
Will your project involve deliberately misleading
participants in any way?
Is there a realistic risk of participants experiencing
physical or psychological distress? (if yes, outline support
measures to be put in place, short- and long-term, in
section 3.5)
Will compensation be awarded to participants upon
participation? (if yes, please describe).

yes
yes
no

yes

Research with Vulnerable Human Groups
Yes
Will your participants include children (<18 years of
yes
age)?
Will your participants include people with learning or
yes
communication difficulties?
Will your participants include patients?
Will your participants include people in custody?
Will your participants include people known to be
engaged in illegal activities (e.g., drug taking; illegal
Internet behaviour)?
Will your research involve any other vulnerable groups?
(if yes, please identify).
Could your research further stigmatise a population
group? (if yes, please explain how this will be addressed).
Will your research involve any benefit sharing with the
vulnerable groups? (if yes, please explain)

no
no

no

No

no
no
no
no
no
no

3. DESCRIPTION OF THE RESEARCH
Objectives of the Research.
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This research is aligned with the development of a new heritage centre in Cork City
called Nano Nagle Place which is due to open to the public in early 2017. The Centre
is dedicated to communicating the life story and legacy of Honora (Nano) Nagle who
lived and worked in the city in the late eighteenth century. Part of this story involves
presenting a portrait of the city of Cork. This research explores the life of women
living in Cork at that time.
The Museum in a Box will contain objects that women would have used in 1770s
Cork. The research will invite the children to explore and engage with the objects in
the box. The children will be encouraged to create their own narratives around the
objects. The research aims to explore how the children will experience this method of
learning about history - if, by getting physically and cognitively involved in the
process, they will find the learning memorable and engaging. The children will be
invited to submit feedback in the form of writing a short piece on how they found the
session. It is felt that the more traditional questionnaire approach for collecting
feedback might be too prescriptive. The researcher will relay the findings to the
Heritage Officer and Board of Directors of Nano Nagle Place
Concise statement of ethical issues raised by the research and how you
intend to deal with them.
The research will be carried out in Gaelscoil Bheantrai with classes 5 and 6. These
classes comprise of 24 children aged between 10 and 12 years old. There are, 12 boys
and 12 girls. The researcher is a parent to one of the children in this group and is
known to most of the children. The researcher has been successfully garda vetted (see
appendix 3 for form).
Description and justification of methodology to be followed.
The research will be carried out in a qualitative manner. The Museum in a Box will
contain 15 objects. There will be three objects for each of the following areas:
Entertainment; Hygiene; Health; Safety on the Streets and Law & order (see appendix
4 for detailed list of objects). Some of the items will need to be listened to, used, tried
on or physically interacted with in some way. The children will be encouraged to act
as historians. By examination of the objects and the reading of relevant newspaper
clippings and pages from diaries provided the children will gain a knowledge of life
for women in 1770s Cork. They will be asked to share their observations with the rest
of the class. Feedback on how they found the workshop will be gathered by the
teacher at a subsequent date. This feedback will be evaluated and the findings form
part of the researchers thesis and report for Heritage Officer and Board of Directors of
Nano Nagle Place
Sample explanation
Garda Vetting Clearance form attached. Please contact researcher if any further
paperwork is required.
Permission, informed consent/assent, support measures and debriefing
procedures (where relevant) if you answered YES to Question 12 Table
1,
Parental consent forms will be sent home for signatures prior to participation in
workshop. Participation will be voluntary. There is no risk of participants
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experiencing physical or psychological distress. The teacher has had an opportunity to
review the objects and historical information and does not envisage any problems
Data protection procedures (including access, retention, destruction).
Data will be held securely and in confidence and any identifiers will be removed prior
to publication as required under Data Protection legislation. However, Freedom of
Information legislation will allow access to certain non-personal or generalised data.
If criminal behaviour likely to harm others is disclosed, the researcher has a duty to
report this to the police. The relevant authorities will be contacted if there appears to
be sufficient evidence to raise serious concern about (a) the safety of participants, (b)
the safety of other persons who may be endangered by the participants’ behaviour or
(c) the health, welfare or safety of children or vulnerable adults. Hard- copy project
data, e.g. consent forms and/or written feedback will be kept in a locked drawer. Any
personal identifier details will be removed from feedback. At the end of the project
any raw data on which the results of the project depend will be retained in secure
storage for ten years, after which it will be destroyed.
Identify the research investigators covered by the application.
Jenny Dempsey, living at 23 Glengarrifff Road, Bantry, Co Cork, contactable at
0857580569 will be the lead and only investigator
Measures to be taken to address any other ethical concerns raised by
the research (in relation to the points in Tables 1 and 2).
The researcher will observe the children as they participate in the workshop. This
observation will be limited to the session where the children examine the Museum in
a Box objects. The researcher will not be present when the children are writing their
feedback
Has additional insurance cover being taken out?
No. In previous discussion with class teacher it was felt that additional insurance was
not needed.
Please give an estimated start date and duration of the research study.
It is hoped to test the Museum in a Box with the children on Thursday 2nd of March.
It is envisaged that the research will take two hours.
4. Additional Information
Is there anything else of an ethical nature you wish to disclose? No

Signed
Informed consent form

Date 14 April 2017

for: Classes 5 and 6 Gaelscoil Bheantrai and their teacher Deirdre Towns
Name of Researcher:
Name of Principal
Investigator:

Jenny Dempsey
Jenny Dempsey
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Department / Unit:
Contact Details:
Title of Research:

Department of Media Communications
tel:
0857580569
jennydempsey2004@yahoo.com
Designing Narrative artefacts from 1770s Cork
Museum in a Box for Nano Nagle Place

email:

Section 1: Information
Purpose of the Research
Classes 5 and 6 have been asked to help out in a research project for a new heritage
centre, which opened in Cork City last month. The heritage centre is called Nano
Nagle Place and it tells story of Nano Nagle - a woman who lived and worked among
the poor in the late 18th century Cork. The centre also tells about the city and how
people lived at this time. As part of its educational programme, Nano Nagle Place is
considering producing a ‘museum in a box’ which could be loaned out to schools.
This box would contain of a collection of objects used by women living in Cork in the
1770s. Some of the objects might seem unusual to our modern eyes. By examining the
objects it is hoped that the children will get a feeling of how different - or perhaps
similar - life in the 1770s was.
What the Research will involve?
The class will be divided into five small groups. Each group will be given three
objects to examine. They will be invited to brain storm their thoughts on each object.
After a short time they will be handed an envelope containing either newspaper
clippings or diary entries which relate to the objects and provide further information
on them. After another short while they will be handed explanation cards which tell
how the objects were used by women in 1770s Cork. This is the first time this project
has ever been tested. As well as participating in the session the researcher would
appreciate feedback on how the children found it. They will be asked to write some
words about the session and thier thoughts and suggstions will be passed along to the
Heritage Centre to help them improve their ‘museum in a box’. They do not need to
write their name. Whatever they write is confidential.
Participant Selection
Classes 5 and 6 have been chosen to help with this research as they are the perfect
age: are old enough to handle the objects and engage in analytical thinking yet they
are also young enough to get playful and excited. Muinteor Deirdre Towns is an
excellent teacher for this type of project. It is hoped, that as she already use stories in
her classroom, she will find the Museum in a Box an interesting resource.
Voluntary Participation
Participation is voluntary. Parental consent forms will have been sent out, signed and
returned for those children agreeing to participate.
Confidentiality
While the content of the feedback will be used to analyse how the Museum in a Box
was tested and can be improved, no individual child will be named in any subsequent
reports, presentations, or discussions.
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Duration
It is envisaged that the workshop wil take two hours. For the written feedback the the
researcher would be advising fifteen minutes to half an hour- though children could
use more time if they wished.
Procedure(s)
The children will be asked to examine the objects and provided with a worksheet to
help them in their examination. The text for this worksheet is provided in Appendix
five
Proposed use of Result
The findings of the session will be contained in a thesis due to be submitted in
November 2017. The content will also be shared with the researcher’s tutors and may
be presented to Directors and Educational Officer at Nano Nagle Place.
Possible Risk or Disadvantages to Participation
The researcher met the teacher in late 2016 to discuss any possible risks in this
project. The teacher did not see nay risks. It was admitted that some of the content
will veer on the ‘horrible’ side of history - such as how to pick a pocket or the use of
toilet paper in the 1770s. The teacher said that some children might be shocked or
embarrassed but they would be delighted at their shock and embarrassment. The
consent form for the parents will contain mention of the type of objects to be
examined so that the parents are fully cognisant of the nature objects to which their
child will be exposed.
Benefits of this Research
This research hopes to benefit the educational remit of Nano Nagle Place. It is hoped
that the Museum in a Box will be used as an outreach heritage resource or on-site for
school visits. This session is the first of such a programme and the childrens’
responses and suggestions will provide invaluable information.
Reviewers of the Research
Listed below are the people and organisations who will have access to the findings of
this research:
• The two principal investigating officers, Ann Wilson and Paul Green.
• Aoife Dorney, Lecturer at CIT
• Two CIT colleagues, Liam Madden and Denise Heffernon
• Dr Kieran Delaney, Research Development Manager at the Nimbus Centre, CIT .
• The Educational Officer and the Board of Directors of Nano Nagle Place
Future Queries/Contact
Name:
Phone:
Email:

Jenny Dempsey
0857580569
Jennydempsey2004@yahoo.com
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Section 2: Consent Forms
Consent form for parents of children in rangana 5 and 6, Gaelscoil
Bheanntrai
Dear Parent,
Classes 5 and 6 have been asked to participate in a research project linked to a
heritage centre opening in Cork City in 2017. The heritage centre portrays the life
story of Nano Nagle - a woman who lived and worked among the poor in the late 18th
century Cork.
As part of its educational programme the Centre is considering an outreach service
based on the ‘Museum in a Box’ idea. This would comprise of a collection of objects
used by women living in Cork in the 1770s. The objects in the box would cover
entertainment; hygiene, health and law & order. The items have be chosen to excite
curiosity and playfulness.
The children will be invited to interact with the objects and see if they can guess their
possible functions.
They will be provided with clues to explain the object and encouraged to think as an
historian / detective. Some of the objects will focus on the ‘horrible’ side of history,
such as how to pick a pocket or medicinal recipes made from boiled snails and
powdered worms. It is hoped that the experience will provide participants with a
chance to reflect on both the differences and similarities of daily life between now and
then.
This research is part of a postgraduate degree by Jenny Dempsey, a parent of one of
the children in this group. If you would like a full list of the objects or any further
information please feel free to contact her on
085 7580569 or jennydempsey2004@yahoo.com
Jenny will be asking the children to recount their experience of the session by writing
a short piece (about a copy book page) about their thoughts on the objects and how
they found being a historian/detective. They will not have to put their name to this
piece. This written piece will be read by the Educational Officer of Nano Nagle Place
to see if the Museum in a Box idea works or does not work. No child will be named or
individually singled out in the findings.
Participation is voluntary. Jenny would appreciate if you could fill in the following
form and return it to the school by ..............................(include date)
Name of Child.......................................................................
I/We....................................................................... agree that our child may participate
in Jenny Dempsey’s research study on the Museum in a Box - narrative artefacts from
1770s Cork
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I/We have read through the information provided on this research study. I/We have
had the opportunity to ask questions and as such understand the purpose and nature of
the research study.
I/We consent voluntarily that out child may be a participant in this research study and
understand my/our rights to withdraw permission
Signed...................................................................................
Date:......................................................

Consent Form for Múinteoir Deirdre Towns, Gaelscoil Bheanntrai
I......................................................................... agree to participate in Jenny
Dempsey’s research study on the museum in a box containing artefacts from 1770s
Cork.
I have read through the information provided on this research study.
I have had the opportunity to ask questions and as such understand the purpose and
nature of the research study.
I consent voluntarily to be a participant in this research study and understand my
rights to withdraw.
Signed...................................................................................
Date:......................................................

Consent form for children in classes 5 & 6, Gaelscoil Bheanntrai
Dear classes 5 & 6,
I would like to invite you you to take part in a history workshop. The workshop is
being organised by a new museum opening in Cork City in 2017. The museum tells
the life story of Nano Nagle - a woman who lived and worked among the poor in the
late 18th century Cork.
As part of its educational programme the museum is thinking about making a
‘Museum in a Box’. This box would contain number of objects used by women living
in Cork in the 1770s. The objects in the box would cover entertainment; hygiene,
health and law & order. You would be asked to examine the objects and see if you can
guess how they were used. You will be given clues to explain the objects and you will
have to as an historian / detective. Some of the objects will focus on the ‘horrible’
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side of history, such as how to pick a pocket or medicinal recipes made from boiled
snails and powdered worms.
This ‘Museum in a Box is being organised by Jenny Dempsey, Trinity’s Mom. If
you would like to know anything else about you could ring her or email her. 085
7580569 or jennydempsey2004@yahoo.com
Jenny would like if you could write a short piece (about a copy book page) about your
thoughts on the objects and how you found being a historian/detective. You do not
have to include your name. This written piece will be read by the Educational Officer
of Museum to see if the Museum in a Box idea works or does not work.
You do not have to take part in this project if you don’t wish to. If you would like to
could you write your name in the space at the top of the first paragraph and sign your
name below. If you don’t want to join in could you write your name in the space on
the bottom paragraph and sign your name below. Thank you,
I......................................................................... am happy to take part in Jenny
Dempsey’s history project and look at some objects explaining life for women from
1770s Cork.
I understand that I am free to say anything that occurs to me about the objects. I
understand that there is no right or wrong way to do this project and no one will judge
anything I say. I understand there will be no bad consequences from anything I say.
Signed...................................................................................
Date:......................................................

I......................................................................... do not want to take part in Jenny
Dempsey’s history
Signed...................................................................................
Date:......................................................

Appendix 2: Garda Vetting Form
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Appendix 3- List of objects
artefacts from 1770

Entertainment
Gambling chips
Stones
Dancing instructions for the minuet
Hygiene
Pattens – type of shoe that raises the wearer so as to avoid dirt and mud on streets
Washball
Linen and squares of newspaper
Health
Bleeding bowl
Print of fly, louse and flea
Handwritten recipe for home remedy for cough
Law & order
Handkerchief
coin and key
Note written by woman who tried to poison her husband
Streets
Peas and Beans
Cow Horn
Candlewick trimmers

Appendix 4 – introduction to workshop
Classes 5 and 6 have been asked to help out in a research project for a new heritage
centre, which opened in Cork City last month
The heritage centre is called Nano Nagle Place and it tells story of Nano Nagle - a
woman who lived and worked among the poor in the late 18th century Cork. The
centre also tells about the city and how people lived at this time.
As part of its educational programme, Nano Nagle Place is considering producing a
‘museum in a box’ which could be loaned out to schools. This box would contain of a
collection of objects used by women living in Cork in the 1770s. Some of the objects
might seem unusual to our modern eyes. By examining the objects we hope to get a
feeling of how different - or perhaps similar - life in the 1770s was.
This is the first time this project has ever been tested. As well as joining in the session
I would appreciate if you could give me some feedback on how you found it. I would
like you to write some words about the session and your thoughts and suggestions will
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be passed along to the Heritage Centre to help them improve their ‘museum in a box’.
You don’t need to write your name. What ever you write is confidential.
thank you

Appendix 5 – text for student workbook
These objects relate to women in 1770s Cork. Rich women would have had a lot of
time on their hands while the poorer women would have been kept extremely busy
earning a living, minding children, mending clothes and cooking and cleaning for the
family. Your job is to examine the three objects presented here and work out how they
might have been used by women in their free time. There are four stages of discovery:
Stage one - examination
Stage two - exploration
Stage three - explanation
Stage four - presentation
Stage one - examination
A suggested starting point is to divide into three small groups to take turns examining
each object.
Handle it carefully. Think about the answers to such questions as:
1
2
3
4
5
6
7
8

What does it feel, smell and look like? and so on.
How do you think it was made?
Does it look expensive to produce and buy?
Who might have used it?
How might it have been used?
What purpose might it have had?
Does it remind you of anything?
Any other thoughts you might have

There is no right or wrong answer at this stage - you are simply investigating the
objects in front of you.
Jot down your thoughts and answers on a piece of paper. Do this for each object until
everyone has had a chance to examine all three artefacts in your section.
Come together and discuss your findings, Make notes of your thoughts.
Stage two - exploration
Once you have completed the first stage you will be handed an envelope with three
further clues.
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These clues are taken from newspapers, diaries and records of the time. You will have
to take time to read the clue in order to find the information you need. You might like
to consider answering to the following questions:
1
2
3

Is it handwritten, printed? a pictorial?
To which object might each clue relate?
What further evidence is this providing about free time?

Jot down your answers on a piece of paper. Do this for each object until everyone has
had a chance to examine all three artefacts in your section.
Come together and discuss and make note of your findings,
Stage three - explanation
Your group will next be handed a set of cards with an explanation to each of the three
objects. Take turns to read the cards and discuss your thoughts. Write down any
thoughts you feel important. Consider the answers to the following questions:
1
Were you surprised at any of the aspects of free time?
2
Which activity would you have preferred? and why?
3
Can you think of any equivalent activities these days? Have times changed or
are we similar?
You will be handed a presentation sheet to fill in. Filling in this sheet will help you
with the next stage
Stage four - presentation
The final stage involves presenting your findings to the rest of the class. Bring them
through the stages you have covered. Start by showing them the three objects and
letting them know your initial thoughts.
Next share the three clues. Again let your class know how this further information
affected your thoughts on the objects.
Finally you could read, or explain in your own words how the objects were actually
used.
Let the class know which activity you would have preferred and let them know what
you think the equivalent activity is today.
Invite them to share their thoughts.
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Appendix 7
Feedback from Students who undertook the Museum in a Box testing
Not all the children wrote something. For those that did their feedback is listed below.
Additional feedback is found on page 93 of Chapter 4.
Extremely clever way [of teaching] because instead of us reading about people
who used all these items we were transported back in time.
I really enjoyed the workshop. It was very interesting and different to anything
I had learned before. It was an excellent way of teaching through fun. I really
liked that she had objects to show us what they used. It was very different to
the life we have today. It was a very clever way of teaching. I really liked the
class!
I really liked the workshop as I thought it was a very fun way of learning
about the past and comparing it with the present. I think the workshop should
be done in every school to show them how much times have changed and
learning it in a friendly, easy way!
I rally enjoyed the workshop it was really fun to be doing the detective work
and seeing and feeling all the artifacts instead of reading about it in a book. It
was really cool also [researcher’s name] showed us where all the events took
place. Our group’s topic was hygiene. There was soap, clothes and newspaper
to clean yourself after doing your business and shoes with stilts on them to
avoid the filth on the streets.
I liked that there objects and that you had to guess what was used for and I like
that you could try everything like the shoes sand the worm powder. The map
and the stickers were really good as well. All the reading was a little bit
tedious.
I thought the workshop was really fun and interesting. I loved how you could
really see what woman and poor people felt long ago. I really liked how you
had to solve mysteries and find out what some things were used for.

170

I think the workshop was like stepping back in time, sure you can do that in a
book but you’ll always wonder how it felt to be walking in those shoes to
protect you from poo on the streets, or how the people of the past entertained
themselves. Like I said before, sure you can get that information from a book
but it’s not as much fun.
I loved that we got to feel the items and be like a detective. It was fun and
interesting learning about the things they used back in the eighteenth century.
We learned so much. It was much nicer than studying it from a book. We even
got to see where it [the stories behind the clues] were carried out.
We were allowed to use some of the objects. We were allowed to try some of
the medicine they used made of worms bathed in salt. It didn’t taste very good
but I suppose the medicine didn’t taste good in those days anyway.
I loved the workshop it would be my favourite subject. I loved the way we got
to see and feel the things other than just hearing about it. My favourite bit was
finding out what they used them for and I also loved using them. It was a
really fun way of learning.
I really liked the concept of the workshop as a History lesson and as an
activity. It was very interesting to learn all about how people lived and fended
for themselves in the 18 century. I think the most interesting thing was
th

probably the death-letter sent by Bridget to Roger. I think it would work well
in schools.
I found the workshop very interesting and enticing. My favourite part was
decoding the weird and wonderful history behind each individual and unique
item. There is a deep satisfactory feeling which you obtain by unravelling an
item’s unique, sadistic or twisted past. This feeling may also help a child build
their self-esteem. I also enjoyed slotting the objects, clues and stories into my
mind to crate a representation of greedy and gluttonous aristocrats and poor
not only struggling with life but also engaging in sadistic faction fighting.
Overall the workshop was very entertaining, enticing and fun. My only
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suggestion is rotation as in, a certain group of children may work on a certain
subcategory before swapping over to another topic.
It was put together really well. I liked that we could play and fiddle with the
artefacts. My favourite one was the shoes and I thought the idea was clever. I
also liked the story about Bridget and the pills and the pocket picking. I also
liked the worm powder. I didn’t the taste of it but I like the idea. It was funny
about throwing rocks at each other for a game. It is barbaric they kill people
for fun! It was nice to learn but also have fun. I liked that we could guess what
artefacts might be. It was interesting fun and a bit crazy.
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