A conceptual design framework 10 BE USED By

for tech-enabled visitor experience enhancement of museum exhibitions
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= Without visitors, what'’s the point of displaying a collection?

// Exhibitions are only as relevant as they are experienced to be.
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CO-PRODUCING A VALUABLE EXPERIENCE

The framework serves to guide exhibition makers in the
design of interactive add-on features as part of a coherent
museum journey, aimed at stimulating visitor engagement
and participation in learning activities throughout as a
means of enabling visitors to co-produce a more relevant
and satisfactory exhibition experience.

Concretely, technological solutions are to be implemented
as tools for enabling interactions that shape enjoyable
learning activities.
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Meanwhile, the items and stories that a museum has to
share will be communicated more profoundly and
effectively to the public, furthering the proliferation of and
appreciation for cultural capital in society. c
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Design:
Concise requirements
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» Collectables?

<. own additions by visitor?
.-+ beating competition? ~ pictorial step instructions?

HOW TO APPLY THE FRAMEWORK?
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