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Description of project: 
Interdisciplinary Hackathons included three phases: preparation during spring 2016, a community centered hackathon during fall 2016, and a University centered hackathon during spring 2017. Rather than the traditional hackathon model where students work for an intensive 24-48 hour period, each hackathon spanned two to three weeks and included a kickoff event, a workshop, and a judging event. The longer format was intended to be more inclusive to those new to programming, allow for better product development, and allow time for groups to overcome communication hurdles that may result from the required interdisciplinary group structure. 

Summer 2016: 
During the summer before our first hackathon, we hired Stephanie Pitts-Noggle, a graduate hourly, to help us develop a website, collect data, and conduct a literature review of other academic hackathons for ideas and inspiration. Our website was hosted on a publish.Illinois site, and our data was aggregated on an Illinois Wiki shared with team members and our participants. In addition, we developed branding, coining the term ‘HackCulture,’ and sent marketing materials to digital signage in the Illini Union and dining halls, as well as distributing postcards to students at Quad Day.

	
Fall 2016: 
The first hackathon was a pilot project, where we learned a lot and were able to make necessary changes for the spring iteration. For this first hackathon in the fall, we required students to apply to be a participant and to self-identify their strengths (i.e. design, research, programming, presenting, etc.) With this information, we assigned each students a color that was based on their skill set, and asked them to form a group of four at the kickoff event with each member having a different color. In theory, this would have created an interdisciplinary team where students could skill share and learn from each other, though in practice many of the students’ skills overlapped and they had more difficulties with teamwork than we anticipated. 
Library IT was instrumental during this hackathon in setting up server space for each group, as well as pre-loading Python, PHP, and MySQL. Only one of the groups out of nine used the server space. 

We asked several faculty members on campus to serve as mentors and share their expertise in areas related to data science, programming, design, and research. The mentors were available via email during the span of the hackathon, and also attended a mid-point check-in event where they answered questions in person. However, many of the students did not take advantage of these resources, and so we did not ask mentors to participate in the second semester. 

The distribution of the prize money was also altered for the spring hackathon. Originally, we had stated that each member of the first place team would receive $1,000, and each member of the second place team would receive $300. This was intended to incentivize participation and also to underscore that we expected thoughtful and fairly robust deliverables. However, many students were upset that they did not win, nor receive a t-shirt or any kind of remembrance of the event.  

	Spring 2017: 
The spring semester hackathon was logistically smoother than the first, having made the changes indicated above. Students were able to choose their own teams in order to improve group dynamics, and they all received t-shirts and smaller prizes for specific aspects of their projects, such as best value proposition or best use of data. 

There were several students who participated in both the fall and spring hackathons, indicating a measure of success. 

Students filled out anonymous surveys during the final judging event, and while we have some data from that we are still working on interviewing students to learn more about data modeling and disciplinary practices.  


Funding and sustainability: 
$10,400 was dedicated to prizes, as we wanted a substantive incentive for humanities students to participate. However, we believe from the surveys that students completed that they were more motivated by the experience rather than by the money. Going forward, prize money could be drastically reduced. 

We also spent $4,124 on a graduate hourly, who was invaluable in terms of helping us prepare data, research other academic hackathons, develop a website, and other miscellaneous tasks. 

The rest of the money was dedicated to server space, refreshments, facilities costs, and promotional materials. While we did not originally budget for t-shirts, we were able to purchase those for the spring hackathon with money saved from IT fees (since we did not purchase server space the second semester) and refreshments (since we had budgeted too high). 

We have … left over. 
Conclusion: 
Overall, we feel that the two events were a success and we gained valuable information about digital humanities on campus and how the library may fit into this. More work needs to be done in terms of encouraging humanities students to participate in these kinds of events, as well as developing their skills in design thinking and working with data in the interim. Though both events were designed for humanities students with no previous experience, the majority of the applicants were from the iSchool or computer science disciplines. 

Our original objectives were to promote the collections and services of the University Library, create partnerships with departments and organizations on and off campus, and to discover how students and scholars are using library data. While we promoted library collections as data, none of the groups utilized these data nor the associated services and expertise. This suggests that the library may have more work to do in terms of promoting our collections as valuable for digital humanities projects. In terms of creating partnerships with departments and organizations on and off campus, we were successful in strengthening existing partnerships with faculty involved in digital humanities in units such as English, History, and Media Studies. HackCulture also generated interest from staff in Illinois Technology Services, who attended the mid-point check-in meeting during the spring semester and provided feedback on student work. The student participants also communicated with stakeholders of their projects, extending HackCulture’s reach to units and organizations such as DRES, the Champaign Park District, and Wolfram Technology. Lastly, we are finalizing student interviews to glean more information about how library data are being discovered and used, and so we expect this objective to be met as well. 

Future plans: 
As many of the student participants were enrolled in the iSchool, and since there is interest from faculty there in organizing a similar hackathon, we feel it will be a productive collaboration to share this event with them. There is a meeting scheduled later this summer to discuss sharing funding and organizational responsibilities, which will hopefully lead to another event in the fall or following spring. 
