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Low Resource Archives

 “2 million euros and 2 years and we can build 
any digital repository system”

 Can we use DSpace/AtoM/etc.
 Can we do the same thing as everyone else?

 or
 Can we do better?

 Should we do better?
 Do we have to do better?
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Low-Resource Environments

 Poor countries
 Most of Africa?

 Specific areas
 Rural areas all over the world

 Specific organisations
 NGO/NPOs relying on donor funding all over the 

world
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African Problems 1/3

Skills and Education

 Typical archivists are not as highly skilled as 
counterparts elsewhere.
 Education in digital media is still not the norm.

 Education levels of general population hinders 
preservation – end-user data curation is very 
difficult.
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African Problems 2/3

Funding

 Typically, there is little.
 Many archiving/preservation projects are 

funded by external agencies, but with 
restrictions on data accessibility.

 There is a desperate need to do more with 
less.
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African Problems 3/3

Internet Bandwidth
(Digital Divide)

 Non-existent in some places and poor in most 
other places.

 Archiving/preservation projects designed for 
high bandwidth are not suitable.
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What is the net effect? 1/5
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What is the net effect? 2/5
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What is the net effect? 3/5

 The Digital Sub-Divide

 Those with the resources
 vs.

 Those without the resources
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What is the net effect? 4/5
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What is the net effect? 5/5
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What we need ...

 Archiving
 Creation of metadata and digital objects.
 Management and access to collections.

 Preservation
 Maintaining digital collections in perpetuity.
 Active curation of software/hardware/data

 Without the drama of funding ending, staff 
shortages and access issues ... and collections 
disappearing or never starting
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How can we stop this trend?

 Clearly, custom solutions are not working.

 OSS is not working for us either.
 How are repository tools designed?
 What are the principles governing this?

 Can we create a more suitable architecture for 
low resource environments?
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Bleek and Lloyd Collection as 
exemplar?
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Principles and Design Goals

 Simplicity/Minimalism
 No imposition on users
 No Internet
 Simple preservation
 Flexibility in objects/services
 Superimposed and hierarchical information
 Platform agnosticism
 Pre-processing
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Implementation Approaches

 XML/XSLT
 All metadata/data stored in simple files in 

hierarchical directories – no database.
 Static generation

 Site pre-generation (source->metadata->site) so 
software is not a long-term risk.

 Offline search/browse – edge computing
 Provide services through browser-based Javascript.
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in-Browser Services
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FHYA Prototype 1/3
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FHYA Prototype 2/3
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FHYA Prototype 3/3
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Concluding Reflections
 Databases – one size does not fit all!
 We are not all online or online all the time.
 This is about compromises:

 Archiving/Preservation are simpler.
 Scalability is not as good (if you have millions of 

objects).
 Thinking about resource limits suggests 

radically different system approaches.
 This will ultimately benefit everyone in the world!



  

that's all folks!
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