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MUSEUM STANDARDS PROGRAMME FOR IRELAND

FACTSHEET 8: EVALUATION OF EXHIBITIONS

THIS FACTSHEET RELATES TO QUESTION 5.3 OF THE MSPI 
(MUSEUM STANDARDS PROGRAMME FOR IRELAND)

1. Evaluation of Exhibitions: Visitor Survey

The following questions are minimally suggested for use in the Visitor Survey. These questions can be
adapted to use with regard to both permanent and temporary exhibitions.
Museums may use these or customise their own survey based on the Guidelines.

1) Would you recommend this exhibition to friends? If not, why not?
2) What did you like most about the exhibition?
3) What did you like least?
4) Have you any suggestions as to how we could improve it?
5) Did you learn or gain anything from the exhibition?
6) Would you come back yourself?

The respondent may recommend the exhibition to a friend but, having seen the exhibition once, may feel
no need to return themselves. This has implications for future repeat visits.

The form must also have a space to note the nationality, age, and family unit of the respondent.

See also Factsheet 7: Exhibition Standard for guidance on the difference between the Evaluation of
Exhibitions Visitor Survey (5.3) and a general Visitor Survey (7.7; 7.8). Factsheet 7 also suggests a further
range of questions that may deepen your understanding of visitor responses to your exhibitions.

2. Survey Methodology

n Survey a minimum of 100 people to achieve a large enough sample base
n Undertake the survey in the summer months:
n There are more visitors so the survey is easier to carry out
n There is more likely to be a mix of visitors from different countries
n Use an interviewer – if a form is left for visitors to fill in themselves only conscientious or

interested parties will complete it and the return will be biased
n The survey can be conducted by anyone – there is no need to use a trained market researcher
n To ensure impartiality, use student or a non full-time member of staff to conduct the survey

and record responses
n Choose a neutral way to select respondents – for example, every third person exiting the

exhibition may be asked to do the survey

3. Survey Frequency

A survey of the exhibitions in a museum should be conducted at least once in the five year accreditation
cycle. This is the minimum standard according to the Guidelines.

n If the exhibition remains unchanged there may be no benefit in repeating the survey
n If changes are made to improve the exhibition it is recommended that the survey be repeated
n The results of the survey must be documented for reference for future improvements and

reporting purposes

n
1
n

Appendix 5



4. Analysing the Data

Questions 1 and 6: 
1) Would you recommend this exhibition to friends? If not, why not?
6) Would you come back yourself?

These can be analysed as ‘74% said yes’ and ‘26% said no’ in text or graph form.

Questions 2, 3, 4 & 5
2) What did you like most about the exhibition?
3) What did you like least?
4) Have you any suggestions as to how we could improve it?
5) Did you learn or gain anything from the exhibition?

A pattern will emerge from the survey with several main elements arising for each of these questions. A
grid of results or a short (5 page) report can demonstrate the analysis of the results. 

The results can be used as part of the basis for a development plan for the coming year(s). The assessment
should take no more than two days but may greatly influence decisions made about the future development
of exhibitions in the museum.

Notation of nationality, age, family unit of the respondent:
This information is important to contextualise the responses. For instance, maybe all family units will
comment about a lack of interpretive material, or all non-English speaking nationalities may comment
about the lack of language provision.

The results must also be assessed in relation to visitor statistics data (see Questions 7.7 and 7.8 in the
MSPI Standards and Guidelines).

n
2
n
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IDE Master Graduation Project 
Project team, procedural checks and Personal Project Brief 

! Ensure a heterogeneous
team. In case you wish to
include team members from
the same section, explain
why.

! Chair should request the IDE
Board of Examiners for
approval when a non-IDE
mentor is proposed. Include
CV and motivation letter.

! 2nd mentor only applies
when a client is involved.

In this document the agreements made between student and supervisory team about the student’s IDE Master Graduation Project 
are set out. This document may also include involvement of an external client, however does not cover any legal matters student and 
client (might) agree upon. Next to that, this document facilitates the required procedural checks: 

- Student defines the team, what the student is going to do/deliver and how that will come about
- Chair of the supervisory team signs, to formally approve the project’s setup / Project brief
- SSC E&SA (Shared Service Centre, Education & Student Affairs) report on the student’s registration and study progress
- IDE’s Board of Examiners confirms the proposed supervisory team on their eligibility, and whether the student is allowed to

start the Graduation Project

STUDENT DATA & MASTER PROGRAMME 
Complete all fields and indicate which master(s) you are in 

SUPERVISORY TEAM  
Fill in he required information of supervisory team members. If applicable, company mentor is added as 2nd mentor 

APPROVAL OF CHAIR on PROJECT PROPOSAL / PROJECT BRIEF  -> to be filled in by the Chair of the supervisory team 

Family name 

Initials 

Given name 

Student number 

IDE master(s) IPD     DfI SPD 

2nd non-IDE master 

Individual programme 
(date of approval) 

Medisign 

HPM 

Chair dept./section 

mentor dept./section 

2nd mentor 

client: 

city: country: 

optional 
comments 

Sign for approval (Chair) 

Name Date Signature dr. ir. A.I Keller 11 March 2022

Vercesi

GV

Guido

5856930

✔

Ianus Keller

Willemijn Elkhuizen

DCC

MF

7133



   Sign for approval (SSC E&SA) 

Name Date Signature 

CHECK ON STUDY PROGRESS    
To be filled in by SSC E&SA (Shared Service Centre, Education & Student Affairs), after approval of the project brief by the chair. 
The study progress will be checked for a 2nd time just before the green light meeting. 

YES all 1st year master courses passed 

NO missing 1st year courses 

Comments: 

EC Master electives no. of EC accumulated in total 

Of which, taking conditional requirements into 
account, can be part of the exam programme EC 

APPROVAL OF BOARD OF EXAMINERS IDE on SUPERVISORY TEAM -> to be checked and filled in by IDE’s Board of Examiners 

YES Supervisory Team approved

NO Supervisory Team not approved

Does the composition of the Supervisory Team  
comply with regulations? 

Comments: 

   Sign for approval (BoEx) Date Signature

Name Date Signature 

ALLOWED to start the graduation project 

NOT allowed to start the graduation project 

Based on study progress, students is … Comments: 

★

K. Veldman 12-4-2024

V

V

Monique von Morgen 30/4/2024



Personal Project Brief – IDE Master Graduation Project 

➔ space available for images / figures on next page

Project title 

Please state the title of your graduation project (above). Keep the title compact and simple. Do not use abbreviations. The 
remainder of this document allows you to define and clarify your graduation project.  

PROJECT TITLE, INTRODUCTION, PROBLEM DEFINITION and ASSIGNMENT 
Complete all fields, keep information clear,  specific and concise 

Introduction 

Describe the context of your project here; What is the domain in which your project takes place? Who are the main stakeholders 
and what interests are at stake? Describe the opportunities (and limitations) in this domain to better serve the stakeholder 
interests. (max 250 words) 

 Name student  Student number ////////Guido Vercesi

Enriching design students understanding of the design domain, and tracing design inspirations.

The context for this project is the Industrial Design Engineering faculty of TU Delft. The aim of the project is to 
introduce and educate students in the first year of the bachelor degree in industrial design engineering to design 
using artefacts from the Tu Delft heritage collection. This project is linked to the first year bachelor degree course 
'Understanding Design'.

At present, this introduction to design domain to the students is carried out through a permanent exhibition of the 
IDE heritage collection artefacts in showcases around the faculty building and by a temporary one inside the 
revolving doors at the faculty entrance. While seminars and discussion sessions on different aspects of design 
are conducted through the 'Understanding Design' course. This is the first contact the students have when they 
start their first year at this faculty.

The design challenge is how the heritage of the past can be used in a relevant way to design new products but 
also systems and services of the future. How could it be a source of inspiration for new students but also 
designers in general?  What could a student understand, learn and what inspiration could he or she draw from the 
heritage collection? 

The stakeholders involved in the project are future first-year students of the bachelor degree programme, 
coaches, course coordinators, anyone entering the industrial design engineering faculty (visitors) and IDE people.

Willemijn Elkhuizen (IPD) and Ianus Keller (DfI) provided the assignment for this graduation project. No external 
clients are involved and it is a project for the TU Delft's Industrial Design Engineering community. 

Also this graduation project is carried out as part of the Comenius Fellowship



 introduction (continued): space for images 

 image / figure 1 

 image / figure 2 

The image above represents the current situation when one comes across the heritage collection 

The image above represents my vision of how products might be displayed in the future.

click to add picture



Personal Project Brief – IDE Master Graduation Project 

Then explain your project approach to carrying out your graduation project and what research and design methods you plan to 
use to generate your design solution (max 150 words) 

Problem Definition 

What problem do you want to solve in the context described in the introduction, and within the available time frame of 100 
working days? (= Master Graduation Project of 30 EC). What opportunities do you see to create added value for the described 
stakeholders? Substantiate your choice. 
(max 200 words) 

Assignment 

This is the most important part of the project brief because it will give a clear direction of what you are heading for. 
Formulate an assignment to yourself regarding what you expect to deliver as result at the end of your project. (1 sentence) 
As you graduate as an industrial design engineer, your assignment will start with a verb (Design/Investigate/Validate/Create), 
and you may use the ŐƌĞĞŶ�ƚĞǆƚ�ĨŽƌŵĂƚ:  

Students and the entire IDE community are hardly aware of the numerous artifacts within the heritage collection 
and their value and potential to be inspirational for new projects. At the moment the interaction you have with the 
objects of the heritage collection is minimal and is mostly visual. Now the learning process is currently kicked off 
with encountering historical design artifacts, on display, at the entrance of the IDE building. Then reflections, and 
development of ideas take place in the classroom. This is positive because it makes the approach to design 
based on observation and reflection and on awareness of the values of industrial design through the artefacts of 
the heritage collection. But on the other hand  discussions on inspirations, and other associations, are currently 
not documented, and thereby lost for subsequent years to learn from.
While the current context is rather static.The objects shown from the design heritage collection are kept inside the 
display cases and are scattered throughout the university. They are very visually oriented. For these reasons 
there is no real interaction with them and they are often not even noticed by those who move within the faculty. 
The use of digital technologies could make this process more dynamic and fun by allowing you to interact with 
these products and understand them thoroughly.
 
 

I envision using digital technology as augmented reality (AR) to enhance education on design, through the IDE 
heritage collection by producing a demonstration prototype. The demonstrator aims to give awareness about a 
product from Tu Delft's Heritage Collection by tracing its origins in order to introduce first-year IDE students to 

In order to do this, literature research will be conducted on topics relating to augmented reality and its potential in 
education through education theories and frameworks as Experiential Learning, Cognitive Load Theory and 
Situated Learning. This will be done through using Academic Databases and Search Engines. In particular, I will 
base part of my research on the Experiential Learning Theory (ELT) by David Kolb (1984) which I believe can be 
closely related to the theme of the project. So this project could improve students' design abilities. Will be part of 
the process to study and understand how to incorporate digital tools in didactics to verify if AR can increase 
student engagement and motivation by making learning more interactive and immersive. This is done with the aim 
of testing whether the heritage of the past can be used in a relevant way to design products, systems and 
services of the future. To keep track of the results of the research and to test my work collaborative digital tools 
will be used (Mirò, Figma) and more practically through photos and videos necessary to analyse how interaction 
with the products on display currently takes place. Moments of interaction and consultation with students (end 
users) will be part of the design process, in order to develop the prototype and to make its storytelling effective.It 
will be my interest, in the meantime, to learn how to use the necessary tools and softwares. 
 



Green light meeting 

In exceptional cases (part of) the Graduation 
Project may need to be scheduled part-time. 
Indicate here if such applies to your project 

Part of project scheduled part-time 

For how many project weeks 

Number of project days per week 

Project planning and key moments 

To make visible how you plan to spend your time, you must make a planning for the full project. You are advised to use a Gantt 
chart format to show the different phases of your project, deliverables you have in mind, meetings and in-between deadlines. 
Keep in mind that all activities should fit within the given run time of 100 working days. Your planning should include a kick-off 
meeting, mid-term evaluation meeting, green light meeting and graduation ceremony. Please indicate periods of part-time 
activities and/or periods of not spending time on your graduation project, if any (for instance because of holidays or parallel 
course activities).  

Make sure to attach the full plan to this project brief. 
The four key moment dates must be filled in below 

Motivation and personal ambitions 

Explain why you wish to start this project, what competencies you want to prove or develop (e.g. competencies acquired in your 
MSc programme, electives, extra-curricular activities or other).  

Optionally, describe whether you have some personal learning ambitions which you explicitly want to address in this project, on 
top of the learning objectives of the Graduation Project itself. You might think of e.g. acquiring in depth knowledge on a specific 
subject, broadening your competencies or experimenting with a specific tool or methodology. Personal learning ambitions are 
limited to a maximum number of five.   
(200 words max) 

Graduation ceremony 

Kick off meeting 

Mid-term evaluation 

Comments: 

7 Mar 2024

15 May 2024

19 Jul 2024

30 Aug 2024

20

5

My main ambition is to complete a project in which my supervisors and I are both satisfied with the result. I think 
this project has potential, especially for me who has always designed physical products and never anything like 
this. Being able to approach augmented reality with a project like this is an added value because it allows me to 
use all my skills and knowledge as a product designer but using a technology that is new to me. In addition, 
having students and people in general who have never approached design as an end customer is a strong 
motivation to make this project worthwhile and effective. With this project I hope to fully immerse myself in the 
world of product storytelling and how to make tangible and practical things perceived as effectively as possible 
through augmented reality. 
With this project I also aim to provide a way to get inspired when designing a new product by referencing an old 
one.
 
Learning ambitions:
- acquiring knowledge in augmented reality (tools, softwares)
- broadening my skills with modelling/rendering softwares
- acquiring knowledge on how to show and teach product history, features and references to similar products in 
the most effective way through interactions
- create a model that can be used as a reference for future exhibitions and/or museums
- make my idea feasible
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What is your overall first impression on the overall experience?

• I really felt how sn object can become like a close friend to the user 

• I really like this way of exposing design products. When I went at the Design museum in Bruxelles some 
months ago, there were just design products exposed with a small label where it was written the name of the 
product, the year and the designer. For someone who does not know anything about design would for sure 
think that the exhibition is boring and that design is just about products and that is all. Instead, this kind of ex-
position is completely different. Everyone can understand every single detail about the product and in a playful 
way. I believe that this way of exposing a design product could be used not only in a museum to get people 
familiar to design, but also to students to familiarise better with the product to redesign. 

• It looks very elegant and reflects the pure industrial design 

• Information are well organized and makes sense in the general sense of showing a product. I’d like to see how 
would look like for several different products. Maybe it could be very confusing to places many of these com-
partments. Or maybe an interesting adventures in a labyrinth 

• I really like it. I could really get to experience the product. From an Industrial designer perspective I would have 
liked to know more about the design process of user testing or different prototypes. 

• I feel interested in what I’ve seen, I’d like to see more. 

• The flow of information was clear and engaging. I enjoyed how the exhibit guided me step by step through the 
product’s features and history, making it easy to understand. I’d be curious to see how this style would handle a 
larger, more complex series of items it might become an intriguing, maze-like experience. 

• I like it, lots of interesting info 

• Was educational, I learnt some new interesting things in a nice way 

• Lekker, nice exhibition. Lots of details and interesting info 

• The presentation was immersive and gave me a whole new perspective on how design interacts with daily life. 
It made the object feel more relatable, almost like a personal story unfolding with each detail. 
 
This exhibition format is refreshing! Unlike the typical museum setup where objects are displayed with minimal 
context, this approach dives deep into the design process. It really helps someone unfamiliar with design grasp 
the complexity behind the product, and makes it more engaging for all types of audiences, whether they’re 
students or professionals.

Do you view the artefact (Braun KM3) differently now, if so in what way? 

• Yes i believe now i developed an attachment to the product and i will look similar products searching for the 
same features of the braun, hopefully a product that can enact such noce memories 

• It is still a processor food, but now I understand much more its functionalities and I see the real value, which is 
based on the long lifespan and in the modularity 

• I know more about materials and history of the product 

• Yes, I view it differently now. Understanding its history and the intentional design choices gives it a more iconic 
status in my mind. it’s not just a food processor anymore, it’s a piece of design history that represents innova-
tion and quality.

• Yes. I know more about it and how it came to be. Makes me more curious about other products. 

• Yes, way different, it look more important to me buy also closer. Like as someone I know
• More as an icon and something to learn from as the modularity characteristc 

• Yes, I have nice general overview 

• Yes, I can talk about it now. Now, I see it as a model for smart, sustainable design 

• Definitely. Before, I saw it simply as a practical tool, but now I recognize the thoughtfulness behind its design 
and materials. It has a story, and that makes it feel much more personal and iconic.

Some of the answers (most interesting to me) from the form related to the prototype evaluation
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My overall favorite moment was when.. 

• I watched the video of the “exploded model” of the product 

• I really like when I interacted with the IPad, it could explain me all the background and gave me the possibility 
to inspect the product from different point of view. Another thing that I liked a lot was the section dedicated to 
the technical detail, it would be good for students. 

• When I could interact with the materials and the display 

• The fact is an object that shaped the current generation of design within a country and of a product category 

• The last part where I could see what the product meant. 

• Interacting with the interface, watching the videos and also grab the materials 

• I liked the final video and interacting with the ipad 

• The first and third area. I like to read about the materials and touch them with the product 

• Watching the youtube video about the modularity. I really like the way this product works 

• Interacting in different ways. Really liked the ipad interface

Do you have any suggestion to improve it? (would be greatly appreciated, but it is not mandatory) 

• It would have been nice to show which food you can cook with it, like a list of images 

• As I already told you, you should explain better that there are three different power mode (concerning the 
sounds) 

• Maybe make it a bit more catchy for the eyes, like a big information panel or lights 

• I would love to touch the product to have a sensory taste of what the product feel. Often times, iconic products 
are not possible to touch but maybe since it is a meant to be touch and, could touch be more involved? 

• Only from the exhibition. UI of the iPad take out the arrows so it’s not as daunting to read. For the materials if 
would have been nice to have them more expo like. Have the material photos and lift them to read underneath 
it. 

• Replicate maybe the contex of use 

• I would like to see it in the main hall with more light. Also more screens with some other videos? 

• I would like to see other products displayed 

• Would be nice to try it, like making a mikshake or blend something if possibile. Maybe also one more video 
about it 

• I think adding some context of use, like showing the product in a kitchen setting or alongside a meal prepara-
tion scene, would make it feel more engaging 

• It might be interesting to include an additional video that dives deeper into the design process, or even footage 
of the KM3 being used in different scenarios. This would offer a fuller picture of its functionality. 
 



What are your thoughts on this part of the experience? (Product Meaning) 

• It’s interesting how people evaluate different objects based on personalities and stories 

• Looking at the last part makes me think about the modern product design. It does not last so much anymore. 
And also that people had much more respect for their objects, instead now everything is taken for granted and 
people change objects as panties 

• I like that is a personal thought about the author of the exhibition 

• Generally great! It gave me a wholesome feeling, like the product represents more than just functionality—it 
carries a sense of home and care, like a familiar companion in the kitchen. 

• I think it really adds to the experience and lets you connect deeper with the product. Makes you think what 
products also weight on your life. 

• I felt immerge in the plot and I like the message conveyd. We don’t really think about products as part of our 
life and so our memories. It’s a nice prospective 

• Interesting. I liked the video is well edited. It sharing a feeling 

• I felt a bit nostalgic and I liked to contribute to the exhibition 

• It’s inspiring. It adds a nostalgic touch to the product experience 

•  I experienced a mix of curiosity and joy. The product’s meaning felt relatable, and the video brought it to life in 
a way that made me think about design’s role in shaping everyday experiences. 

How did the information presented in this area influence your perception of the product?

• They made it more personal 

• It didn’t describe just the object , but tell us a story 

• The information was clearly divided by themes so it was easy to understand 

• visually speaking not overwhelming. Structure well organzied 

• Same answer as the first question in this section. Made me feel closer to the product and see it past just a 
physical object. 

• I see it as really good product which has a lot to say and teach, not just in term of design but also history and 
values. 

• I feel it more important and iconic, something to take care of because is unique especially for the people in the 
video 

• I have a more complete underwranding of it 

• Nostalgia 

•  It gave me a greater sense of the product’s importance, not just as a piece of design but also in terms of its 
cultural and historical value. It felt iconic, something worth preserving and learning from.



In what ways, if any, did this area help you consider the personal significance or meaning a product 
can have in someone’s life?

• It was useful to see a video of people cooking and how the product impacted in their lives 

• Through the description of the history that has this product in guido’s family 

• Yes, it did
• I think personal significance on a scale from 1 to 10. I’d say a 7. 

• I always knew that products weigh on peoples life. But having it shown in my face settled it deeper in me. 

• Giving a prospective that somehow everyone has 

• Showing me a prospective to see a product. I did’t think about it before in this way 

• In a way that make you to consider a product differently 

• Yes for sure. If you get attached to something you will take more care of it and also it gives you more “pleasure” 
when you use it  

• Seeing the video of people using the product in their daily lives really helped illustrate how it can become more 
than just a tool it becomes part of their routine and something they care about. 

• Learning about the product’s history within Guido’s family made me reflect on how objects can carry personal 
memories and emotional value across generations.  

• The area gave me a new perspective, making me realize that when people develop an attachment to a prod-
uct, they take better care of it, and the experience of using it becomes more meaningful and enjoyable.

Do you think that making these kinds of associations can be inspirational and make design activity 
more aware of this emotional aspect? 

• Yes definitely! 

• Not always, every product tell a story that is not always emotional 

• Yes, definitely! These kinds of associations can inspire designers to create products that connect on a deeper 
emotional level with users. 

• I believe it can be helpful, but not all products evoke emotions. Some tell a more functional story, which isn’t 
always tied to feelings. 

• Yes I think it would help design practitioner of designing meaningful products. 

• Yes. It makes people think and unconsciously make associations. It also makes the expo stick more and in a 
way, it creates conversation 

• Yes, by making the art of design more emotionally related 

• I think makes designers more aware on design meaningful products which last not only in daily life but also in 
time. 

• Yes, design with this in mind I think makes everything better 

• Yes, nowadays to me design look too far from human emotions  

• Absolutely. It makes design more thoughtful and lasting, encouraging practitioners to consider how a product 
can not only be functional but also carry emotional weight over time, becoming part of someone’s life story.
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