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1. The Proiseact nan Ealan(PNE)/Gaelic Arts Agency
Director participated in a two-day visit to the
Massachusetts Institute of Technology's lab in Dublin
- Medialab Europe (MLE) - in March 2004.   The visit
was organised by HIE who had entered into a
partnership agreement with MLE to accelerate
commercial applications for the 'blue sky' research
emerging from the laborotary.

2. In April the Gaelic Storytelling/Sgeulachdan Officer
Chrisella Ross (CR) subsequently visited Clear Island
off Cork to participate in a very successful pilot study
of environmental storytelling using PDA equipment
(small hand-held computers) and global satellite
positioning, carried out by two MLE researchers
Alison Wood (AW) and Brendan Donovan(BD).  The
project was clearly seen to open up exciting new
possibilities for storytelling and cultural tourism to
locate stories, songs, music and information in their
landscape of origin.

3. Alison and Brendan left MLE in Autumn 2004 and
began work with PNE on designing and developing
this project over winter 2004 Ð 05.   In April 2005
Alison Wood relocated to Lewis and began the work
of refining the content selection and relating this
to detailed gps positioning work.

4. PNE selected Dr Finlay Macleod (DF) as
storyteller/narrator for the project.

5. The narrative recording, editing and locational
gps work was carried out in summer 05.  Meetings
were initially held between AW, DF, MML and CR to
confirm content and discuss a target audience, and
a selection of stories and their sites were proposed.
 Initial field recordings showed how rich the content
was, and the quantity of good material that could
be used.

6. AW and DF worked together on narrative content
and amount.  In this work, they were always highly
aware of the relationship between the audio material
and the environment in which the final project
experience is to take place.

7. Experiments with visual material showed that in
most forms of daylight ÔuntouchedÕ images were
difficult to see on the hand-held ipaq.  The maps
and other images have been designed for best visual
effect in this pilot, but other visuals, particularly
video content is limited in this phase.

8. Each project contributer was asked to provide a
report on this pilot work.  Dr Neil Finlayson, UHI,
then produced his evaluation of the work.
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Location Storytelling
in the Western Isles
A collaborative pilot-project between Prois eact Nan
EalanÕs Sgeulachdan Project and Medialab Europe
that will explore location storytelling and locale
interpretation in the Western Isles using global-
satellite-positioning.

Background

Proiseact Nan Ealan (PNE) is the national Gaelic arts
development agency. PNE is not a funding agency
but sources funding to design, develop and deliver
new pilot-initiatives which, if sustainable, are set up
as independent companies. Previous PNE initiatives
include Feisean Nan Gaidheal, the Ceolas summer
school, the Lewis Cairns and An Leabhar Mor. PNE
is the only organisation that has twice won
VisitScotlandÕs Thistle Award for Excellence in
Cultural Tourism.

The Sgeulachdan originated by PNE and has been
developing new approaches to storytelling and

renewal of the Gaelic oral tradition since 2001.   The
project is focused on storytelling as social interaction
(rather than ÔperformanceÕ) and gives a high priority
to intergenerational activity and local heritage
interpretation. Over 80 events have been held in
communities, schools, colleges and cultural tourism
contexts throughout the Western Isles and a network
of Gaelic storytelling groups is emerging. The first
Sgeulachdan Festival - ÔTales of the SeaÕ - was held
in Stornoway in November 2004 and was declared
a resounding success by the 200 sailors who
attended. All the material from these events is
recorded and is building up a Sgeulachdan Resource
Bank for use in a variety of media and formats in
education, lifelong learning, the community and
the home. Building on the success of this
development work, a national Sgeulachdan
Conference is planned for Stornoway in June 2005
and a new, 3-year Sgeulachdan Development plan
is being drafted for 2006-09.
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3. Original Proposal

A collaborative pilot-project between Proiseact Nan EalanÕs Sgeulachdan
Project and Medialab Europe that will explore location storytelling and
locale interpretation in the Western Isles using global-satellite-positioning.
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Proposal

Amongst the international links developed by the
Sgeulachdan Project has been a pioneering
collaboration with researchers from Medialab Europe
(MLE). The PNE/MLE project will investigate location
storytelling through global-satellite-positioning and
explore the potential for local stories, songs and
music to be accessed - on their site of origin - using
hand held PDAÕs. Cutting edge 21st century
technology will be used to access ancient history,
local heritage and oral tradition in one of the most
scenic areas of the Western Isles.

The project will create a storytelling tour of the
Traighe Mhor - The Great Beach in Uig - where the
Lewis chessmen were found. Audio, text, music,
song, photographic and video content will be
accessible on site at the press of a button. Pre-
recorded stories will be triggered on hand-held
PDAÕs during a walking tour of the bay thereby
locating the stories directly under the feet of the
participant.

Benefits

The project will be of benefit to islanders, visitors
and environmental interpretation worldwide. This
will be the first place in the world where this
marriage of history, tradition, art, technology and
the environment will become accessible to the
public.

As a cultural initiative it will bring educational,
linguistic and community benefits. As a unique
tourism initiative it will bring economic benefits to
what has been an Iomairt Aig An Oir area. As an IT
initiative it will position the Western Isles at the
forefront of a new technology that has the potential
for international application. It will also enable the
islands to take the lead in developing the scripting,
editing and creative skills that will be essential to
the success of this entirely new media experience.

Outcomes

The pilot will culminate in an on-site, high-profile
Press & Media demonstration event involving all
funders and a Report that documents and evaluates
the project.  The Report will summarise the process,
clarify key snags and issues arising, identify solutions
and act as a foundation for future development in
other locations.

It is anticipated that this technology will be a major
asset to Comunn Eachdraidh and others in opening
up new, on-site access to local heritage, sourcing
new income streams and converting local heritage
resources into economic assets.

The Uig PDA Walking Tour will aim to be an exemplar
and will be gifted to the Uig community as a lasting
legacy that can be made available to residents and
visitors on a rental basis. Within a few years such
tours could be accessed by mobile phone with the
participantÕs phone company billing the user on
behalf of the tour provider. This will further facilitate
access and progressively increase the market for
those areas offering tours.



The Stories of Uig Bay
Choosing the Location

Invited to take part in this project and asked to select
a number of stories from the district of Uig in Lewis
I felt that the main setting should be the area around
Uig Sands. Initially, some of the stories considered
were located some distance from the beach, but
after discussion it was decided to concentrate on a
series of stories located as a necklace around the
horseshoe shape of Uig Bay itself. In this way,
wherever one stands on Uig Sands one can see
where each of the five stories is located.

The Stories

In linking story with a particular setting in the
landscape, stories were chosen that were very
loosely linked together in some way but with each
illustrating one or more particular form of narrative.

Two stories have their main focus on the south side
of the Bay and also have added interest in that each
of them illustrates two ways of narrating or ÔknowingÕ
the same topic: these stories are The Ciuthach and
The Lewis Chessmen.

The Ciuthach

On the northern side of the beach there is a ruin of
a dun known as Dun Chiuthaich. It is on a small islet
linked to the mainland by a path of large stone
blocks. Two versions of this dunÕs history were
chosen as illustrations of Ônarrative of placeÕ: one is
a folktale which tells of a giant called Ciuthach living
in the dun and harassing the local community and
how the noble band of the Fenians came to destroy
him and rid the community of his oppression. This
is a noted Fenian tale with Fionn and Oscar as
participants and it is singular in that it is the only
tale where the Fenians take a step back in being
faced with the enemy. It is also one of the few Fenian
tales known to be located in Lewis. It is of great
interest that storytellers in the past decided to locate
a Fenian tale on the site of a dun. In contrast to this
folktale, a more recent Ôway of knowingÕ was
juxtaposed to it in the form of an short account of
the archaeological story of the dun. This was an up
to date summary of recent findings about duns in
the North West Highlands and Islands and how this
particular site may be comprhended within this
frame of knowledge. The aim has been to introduce
listeners to two mode of explaining why the dun
sits on the sands of Uig; two ways of making the
site memorable and meaningful and thus draw
attention to the nature of narrative.
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4. Narrative Report

Dr Finlay Macleod
Storyteller



The Lewis Chessmen

Similarly, a historical and a folkloric account was
included about the chessmen. The tale that has
been maintained in oral tradition is the only account
extant of  how the chessmen came to be in Lewis.
It is set around one of the deep sea-lochs in the
southern areas of the district of Uig and how a herd-
boy was able to forcefully procure them from a
young boy who had come ashore from a sailing ship
anchored in the loch, and how the herd-boy went
on to bury his hoard of chessmen in the sand dunes
beside Uig Bay. The historical account picks up the
story from when the hoard was discovered
accidentally by a local crofter and how the pieces
were released into precarious private hands and
how two groups of them ended up in museums in
Edinburgh and London. Again, the recording of
short accounts of the historical and the oral versions
provide interesting listening not only as background
to the Lewis chessmen but as comparative means
of enlightening their provenance. Also, the historical
account is set in the early 19th century and one sub-
strand of the set of stories is anchored in that time.
Also, the historical account picks up the story where
the oral traditionÕs rendering ends: the latter leaves
the chessmen buried while the former begins with
their being unearthed.

As these two stories were located on the southern
shores of the Bay (with Dun Chiuthaich visible across
the sands), so it was decided to include two very
different stories located around one inspirational
location on the northern shore Ð Baile na Cille.

Coinneach Odhar

The folktale of how the renowned Highand figure
known in English as the Brahan Seer obtained his
visionary stone is located in the ancient burial
ground in Baile na Cille. Cnoc Eodhail is the hill
above the burial ground and it was here that
Coinneach Odhar sat with his mother when they
encountered the ghost which gave them the stone.
Coinneach is also linked with the seer who lived at
Brahan and was associated with, and executed by
the Seaforths. And the last of the Seaforth line spent
part of her time in Seaforth Lodge in Stornoway and
was a close friend of Rev Alexander MacLeod; LewisÕ
first evangelical minister.

Evangelical Arrival

Nothing else has coloured Lewis psychology in the
last two centuries as strongly as the arrival of
evangelical Calvinism in the early 19th century. And
its arrival is located on the hill of Cnoc Eodhail
overlooking Baile na Cille. The story is included of
the extensive open-air communion revivals that
took place here in the early 1820s under the
guidance of the Rev Alexander MacLeod. None of
the other stories echoes into present day Lewis as
does this one.
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The Old Soldiers of Uig

Staying in the early years of the 19th century, an
example was included of the story of the young
men of the district who fought in the Napoleonic
Wars in Italy, Egypt and Java, some of whom returned
home blinded but with high status and some wealth.
This story is located in the township of Crowlista for
it was to this community that a number of the
soldiers returned. Crucially important aspects of the
social life of the place was being transformed around
the time of their return: whole townships were to
be cleared of their population so as to create new
farms, while the worldview of the remaining people
was being transformed by the evangelical revival.

The five stories thus comprise a narrative network
centred around Uig Sands. There are cross-references
among the stories and the same people sometimes
appear in different ones. The aim has been to leave
the listener with the feeling that he/she has listened
to a short and intertwined version of some of the
events linked with this particular place. At the same
time, the listener is helped to feel that places like
this are of such interest that they will wish to go on
to discover much more about them. And that they
will walk around the area so as to experience at first-
hand the setting in which these things are said to
have happened to people living here.

Telling the Stories

Having decided on the five stories, much discussion
followed on how these were to be related. Close
attention was given to the length of each story and
it was decided that each should be around four
minutes in duration. This was decided after practical
trials in situ where a balance was sought between
the listenerÕs experience of walking around the area
while seeing and hearing his/her surroundings
experientially and that of his listening to the stories
on the earpiece. The aim being that the stories
should enhance the experience rather than become
any kind of barrier or diversion from the walkerÕs
direct and sentient presence in, and sensual
experience of the environment. The stories were
seen as offering light footprints of narrative rather
than wall-to-wall, close-textured information.

Each story was provided in Gaelic and English.

Much consideration was given to the role of the
narrator and to the style of narration. One narrator
was chosen for all the stories. The narrator who was
chosen knew each of the stories intimately and was
involved in choosing them. No scripts were used so
that the narrator recorded each story spontaneously.
Each story was recorded at the location to which it
referred. The narrator introduced himself at the
beginning and explained that he had been invited
to tell the stories. The pace of delivery and the tone
of expression were monitored during the recordings,
and re-recordings were made where this was
thought beneficial.

The storylines were kept as straightforward as
possible so as to avoid confusion for the listener.
While it would be impossible to avoid the values of
the narrator influencing the mode of telling, every
effort was made not to have attitudes or opinions
included deliberately. This is as important for the
choosing of stories to illustrate place as it is for the
manner in which the stories are related, and by
whom they are related. Fine-grain consideration
allied to this meant that issues such as tone of voice
or the use of particular words influenced final choice
of recordings.

Much work remains to be done in studying the effect
of different kinds of stories where they are being
listened to in their own setting. In such a situation
the listener is given extra locational cues which
could influence how he participates in the story and
could go on to extend and re-create the story. In
this way he enters into the narrative and helps to
create it anew for himself in that setting. Such
considerations could influence the manner in which
stories are related if they are meant to be listened
to in their own actual setting.  There is much that is
still to be learnt from placing stories in place and
how the active listener may respond to these.
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1. Background
The Uig storytelling pilot is a digital narrative artwork
that emerged from an experimental collaborative
process. Physically, it is a non linear composition of
audio stories experienced on a portable computer
as individuals wander the wide tidal sands of Uig
Bay. Stories fade in through headphones at certain
places in the landscape as GPS senses the location
of an audience who is guided by a dynamic map on
the little screen. The audio pieces are narrations of
local stories- the history of Viking chess pieces found
in the dunes of Uig; the Fenian legend of a battle
with a giant on Uig sand... The screen based
interaction is minimal, providing an immersive
experience which is about listening while oneÕs
physical awareness is submerged in the open
landscape.

This project developed over about a year, from initial
planning in May 2004 to its design and development
during summer 2005 on the Isle of Lewis in the outer
Hebrides, Scotland. The pilot was initiated and
guided by Proiseact Nan Ealan (PNE Ð Gaelic Arts
Agency), particularly director Malcolm Maclean and
storytelling officer Chrisella Ross. PNE commissioned
Finlay Macleod, a Gaelic oral storyteller and radio
producer, to work with us (myself Alison Wood, and
Brendan Donovan, both ex Media Lab Europe
researchers) in adapting some of his stories. The
system and interface was designed and built by two
distributed multimedia designers, Brendan and I Ð
Alison Wood,  PNE found various funding sources,
including the Highlands and Islands Enterprise (HIE)
who initially linked PNE with MLE where Brendan
and I worked.
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Alison Wood
Researcher (Ex MLE)



In 2004, Malcolm visited MLE in Dublin with HIE and
took interest in demonstrations of Nature Trailer (or
the Selkie narrative), a digital story experience whose
scenes were composed to take advantage of an
individualÕs sensory immersion in a wild place. After
two years of research and design Brendan and I had
created an experimental work of fiction which varied
its content according to weather and GPS location
and included a sensor-driven map of the story sites.
 Individuals walked across a remote island, using
the compass and GPS enabled map screen to find
their way to audio and video scenes. Malcolm talked
to us about the potential he saw for this concept in
the remote, story-rich region where his Gaelic Arts
organization was based. He suggested that a
storytelling officer at PNE, Chrisella, might be
interested in participating in our Nature Trailer field
trials on Cape Clear Island in West Cork, Ireland. If
our interests seemed to connect, we would discuss
the possibility of working together to create a GPS
narrative system on Lewis when Brendan and I had
finished our work at the lab. Our experience on Cape
Clear with Chrisella confirmed that we all had
creative resonance about the expression of stories.
The exchange deepened over phone and email, and
three months after the trials we began focused
planning for a GPS enabled multimedia experience
on Lewis.



2. Motivations
ÒPNE is the strategic agency for Gaelic arts
development.  It is passionate about promoting
the importance of Gaelic language and culture
within a modern, vibrant and confident
Scotland.Ó

From my understanding of early conversations with
Malcolm and Chrisella, there were many reasons
they wanted the Uig pilot. The multimedia
adaptation of Gaelic stories could be a way to
digitally preserve the oral tradition; the Nature Trailer
concept could showcase the cultural and aesthetic
resources in the natural landscape of Lewis;
collaborating on a pilot could facilitate more
linkages with digital multimedia culture; a pilot
could lead to a creative platform that stimulates
community storytelling activities. As a teaching tool
or recreational experience, this kind of project could
bring landscape and stories to life and create a
deeper investment in a place. The experience of
creating an experimental narrative artwork in Uig
could have wider significance (and as Malcolm
emphasized, the documentation of our work process
would be as important as the creation itself ). The
Isle of Lewis lies within the Outer Hebrides, the
Western Isles, the Highlands and Islands and an
international Gaelic community. Through the
production of a polished experience of portable,
digital GPS-enabled Gaelic stories in their own
landscape, the potential of this new medium could
be evaluated and applied.
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For Brendan and I, the proposed project on Lewis
seemed to offer a meaningful context for continuing
to develop ideas that had emerged while evaluating
the Selkie narratives. At MLE, I was focused on
exploring the expressive potential of multimedia
which was composed for a visceral experience of a
landscape, and with a pilot on Lewis I could continue
with these ideas. In contrast with our first project
on Cape Clear, the Lewis content would be crafted
by people who were intimate with the storiesÕ
cultural and physical setting, so the project would
be locally authentic. From a more general point of
view, the Uig pilot could be an opportunity for
Brendan and me to move beyond lab-based research
and test our original projectÕs concepts Ôfor realÕ. It
was an opportunity to create a finished, technically
robust system with a polished narrative experience.
Above all, we went forward in working with Chrisella
and Malcolm because we felt an instinctual creative
connection with both of them and respected what
their organization was working towards.



3. Location
The dynamics in our design process were affected

by the way we worked across various locations, and

by our distance from Uig, the site for the artwork.

The PNE team members were based in Stornoway,

and Finlay was in Shawbost, on the west side of

Lewis. In the early stages of development, Brendan

and I were both based in Dublin, and then I was on

Lewis in Bragar, a half hour west of Stornoway (and

right beside Shawbost), for the remaining

development. The site for the pilot was an hourÕs

drive from everyone. Brendan came to stay in Bragar

monthly for 1-2 weeks each time.

Early conversations between PNE and designers
happened in Ireland during Nature Trailer project
demonstrations at the late Media Lab Europe. PNE
brought Brendan and I to Lewis for a week where
we familiarized with Lewis, visited Uig, recorded
sample content and had conversations to negotiate
the start of the project.  After this, the developers
communicated with PNE via email and phone
conference. From Dublin, Brendan and I had half-
day meetings a few days a week to decide on budget,
equipment and platform as well as brainstorming
first drafts of content, system and software structure.
We had worked as a team on Nature Trailer, but the
Uig project would be our first work as independent
developers so we also met to plan our work process,
both between ourselves and as a collective in
communicating with PNE.

Once Brendan and I began working from separate
places, we exchanged and reviewed software by
emailing code and posting on the web.  Remotely
we each developed certain pieces of the
software/hardware system, but major breakthroughs
in system design happened when Brendan came to
Lewis and we could sketch and plan in a focused
way across hours and days. With Brendan on Lewis
we made trips to Uig to troubleshoot hardware and
software. BrendanÕs visits to Lewis kept him
connected to group dynamics and allowed him to
meet with the other team members. Long and
frequent phone and email conversations allowed
Brendan and I to help one another debug
software/hardware and clarify design decisions as
we independently implemented parts of them.

The Lewis-based team made conference calls to
Brendan, but they were barely worthwhile. The
connection would cut out, it was hard for Brendan
to hear, and subtle group dynamics were not
accessible across the phone. We tried MicrosoftÕs
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Once Brendan and I began working from separate
places, we exchanged and reviewed software by
emailing code and posting on the web.  Remotely
we each developed certain pieces of the
software/hardware system, but major breakthroughs
in system design happened when Brendan came to
Lewis and we could sketch and plan in a focused
way across hours and days. With Brendan on Lewis
we made trips to Uig to troubleshoot hardware and
software. BrendanÕs visits to Lewis kept him
connected to group dynamics and allowed him to
meet with the other team members. Long and
frequent phone and email conversations allowed
Brendan and I to help one another debug
software/hardware and clarify design decisions as
we independently implemented parts of them.

The Lewis-based team made conference calls to
Brendan, but they were barely worthwhile. The
connection would cut out, it was hard for Brendan
to hear, and subtle group dynamics were not
accessible across the phone. We tried MicrosoftÕs

collaborative office system called ÒGrooveÓ which
seemed good in theory but we didnÕt use it much.
Maybe a more reliable phone conferencing system
could be useful in the future (but this is still a limiting
form of communication), and having a dedicated
person for maintaining a more detailed project
website than ours, although this only works if the
entire team regularly checks up on what is posted.
 We had meetings for the Lewis based team on a
weekly basis, with longer meetings every two weeks
or so. Spontaneous conversations on Lewis over
pints or meals were also important in growing ideas
and final vision, and perhaps more importantly, in
creating familiarity between us as individuals so
that we could carry on strong, connected dialogues.

During the final month, several visits per week to
Uig Bay were crucial to make sure the pilot worked.
Finlay and I were located within minutes from one
another, facilitating a strong dynamic for content
composition and editing through ease of short-
notice work meetings, but also informal teas and
time spent getting to know one another. Though
my location was ideal for collaborating with Finlay,
it was a compromise for the developers to be based
between Uig and Stornoway. Communication with
the Stornoway team in person was valuable, and
would have happened more often if the developers
had been in town. Staying in Uig would have allowed
a much greater immersion in the story site, and
much more thorough field tests. The more site visits
the better, but Uig was distant from all of us and
visits were time, labour and cost intensive.

Living on Lewis allowed a stronger communication
between the developers and Lewis team members
and a better sense of how PNE works within itself
and with a creator like Finlay. It was powerful to be
able to live near one another and understand one
anotherÕs lives and personalities. As system designers
we could better interpret the goals and priorities
for the pilot. There was no substitute for Uig visits
for gaining sensitivity to the landscape and its place
in the culture. IÕll add a personal note- I was met
with love and hospitality, but in moving from Dublin
to a village in the west of the island, there was an
adjustment period that affected my workflow and
mental state. It was worth it, both personally and
for the project, but if I had anticipated this I might
have started in Stornoway and moved to more
remote parts of the island near Uig and Finlay as
the final product began to materialize and as I
adjusted to living on Lewis.



4. Development:
Chronological Account
August 04

¥ Week long visit to Lewis

The project started to take shape in August when
PNE brought Brendan and I to the Isle of Lewis for
a visit to familiarize ourselves with the island and
the resources available to work with if we decided
to move forward with a pilot. During this week
Brendan and I suggested an in-field recording
session of some place-based stories in Uig with
Finlay, to demonstrate a sense of composition for
the medium and to give everyone a concrete sense
of content to begin thinking about. We also visited
an organization on Lewis that maintained a database
of stories, photographs and audio recordings of
local residentsÕ memories of life on the island. We
were also taken around across the island to see
several sites (and all the powerful landscape in
between them) that illustrated the personality of
the island, such as Uig Bay, Callanais, and the
Carloway Broch. The final day was spent in a meeting
where we negotiated what we would all want, and
were capable of doing, to make a pilot happen. PNE
proposed that they would like to move forward for
certain. Brendan and I affirmed that we also wanted
to collaborate, and we agreed to draw up a budget
and timetable and move from there.

September 04

¥  B&A research budget and equipment and propose
estimated requirements

January 05

¥ Early proposal is agreed and we move ahead with
planning- phone conferences, emails

March 05

¥ B & A refine draft of budget and equipment

¥ More teleconferences, arrangements for logistics,
accommodation

¥  We discuss goals for the final outcome, and
brainstorm

¥ B&A research specifics of equipment and platform
we will use: meet ~once/ week

¥ B&A brainstorm what we are looking for from the
project, start prototype ideas in Flash
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March 05
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April 05

¥ Full time work on project begins

¥ First prototypes of content ideas posted on website
for potential discussion: AÕs fading  spatialized
audio; play with structuring August Õ04 recordings

¥ B addresses questions about touchpad, iPaq
button programmability, map zooming, GPS  data
logging

¥ PNE works with Alison to arrange logistics like
flights, car, accommodation

May 05

¥ B&A continue with GPS integration, test on Lewis,
get zinc running

¥ Meanwhile on lewis, iPaqs arrive, we make
coloured charts

¥ Get our first prototype apps working with GPS-
triggered audio playback

¥ Morag & co. try to get groove going

¥ Continue deciding on bits of equipment- otter
boxes chosen; headphone discussion- quality?
Style? Weather resistance? Wireless? Wireless idea
decided against.

¥ Consider which map to useÉ Ordnance Survey
UK has many different types

¥ B&A combine our independent work on the
software via email and at respective homes

¥ B&A discuss and decide on code structure

¥ A works on object categorization, metadata,
association of places, data, media, graphics

¥ B works on managing battery w/ screen on and
off, measuring idle time, etc

¥ B works on map functions: eastings, northings
conversions, etc

¥ B&A look into ways of loading sound for play




