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Executive summary

The existing graduation project has the goal of elaborate and present a method for the
development of relevant exhibition experiences. This method aims to help people and
institutions involved in exhibitions development in cultural institutions (e.g. museums or
governmental institutions) to conceptualize relevant experiences towards their audiences
where elements from a different culture (foreign culture) are exhibit. To achieve this, the
identification and relation of elements that are involved in these experience were analyzed
and arranged as a series of steps to allow the exhibition development teams to see said
relations.

Setting the Scene

It was necessary to identify potential institutions that are involved in the exhibition
development that involved foreign cultures and were able to collaborate with the project.
During this stage it was also necessary to identify what was the current situation around
the institutions, the visitors, the idea of a foreign culture and how, based on these factors,
elaborate a plan to continue in the project.

Research

The first part of the project development was dedicated to the research around different
ideas, situations and entities that were involved in the context of exhibition development.
Ideas behind relevance, relevant experiences, how people addressed something as
relevant, and how the context can be label as local. Also, a set of meetings were conduct
across teams from different institutions. In the process of seeing a possible connection
between the visitors and the foreign culture exhibited, it was proposed the use of universal
themes. Additionally, the inclusion of immersive technologies arises as a complementary
approach to said connection to have a beneficial outcome for the method’s users.

Once the significant findings were collected from this research, it was necessary to integrate
them in a logical way for potential users. By using the concepts around visitors, institutions
and immersive technologies, the idea of creating a method was proposed and developed.

[terative process

An iterative process was conducted to reach the final concept of the method. Four iterative
cycles were conducted with the institutions to get constant feedback about the prototypes.
During the iteration, the method, known as the Cross-Relevance Diamond (C-RD), was
integrated with the Relevance by Play framework to ensure that it could be addressed as
relevant by the developers.

The Cross-Relevance Diamond (C-RD)

Thanks to this integration, it was decided to present the method as a tabletop game.
With that approach, a set of steps, present in the map and the cards was elaborated. By
using the method, the users will be able to identify the foreign and local expressions and
activities that are connected through a universal theme and the merging of the activities
present in both contexts.

The merging of the activities into a new one could inspire new concepts for exhibition
experiences. These experiences are going to be new for local visitors while having moments
that are familiar for them. For the final process, it is possible to adjust the potential ideas
of the exhibition by considerate what are the potential motivations that visitors could have
to attend the exhibition.

Validation

The validation of the C-RD was adapted to the needs, goals and procedures for each one of
them.The final version of the method, together with the tabletop design triggers excitement
towards the method. Users were not only able to understand the method directly, but also
they were inspired to re-adapt the method to their specific needs. The method inspires the
redesign of collections based on topics; to identify different perspectives while developing
exhibitions; going deeper into the understanding of different sociocultural phenomena
like languages and be recognized as a valuable tool for existing protocols at the moment
of proposing exhibitions around the world.

Different institutions acknowledge the method’s novelty factor. The decision of having the
method as a game helps the users to be more open to it, without losing the purpose of

the method.

A set of future actions based on future projects involving the method are introduced.
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1.1 Introduction

An opportunity transformed into a brief

In a globalized world, people from different parts of the world are now able to interact with
people from other parts of the world. These interactions are not only with people but also
with different objects, traditions and lifestyles. These could happen in different ways: by
meeting people, interacting with certain artefacts, media feed or experiences exchanges
like travelling. While this is happening, there are two types of institutions that support and
boost these interactions: Cultural institutions and embassies.

Museums are the most representative type of a cultural institution. These are defined as
the places that “work in active partnership with and for diverse communities to collect,
preserve, research, interpret, exhibit, and enhance understandings of the world, aiming to
contribute to human dignity and social justice, global equality and planetary wellbeing” [1].
Embassies, on the other hand, have different functions due to its diplomatic and political
purpose. However, one of these functions is to “promote friendly relations between
the sending State and the receiving State and developing their economic, cultural and
scientific relations” [2].

There is an alignment between the goals of these two institutions. Thanks to this, they
organize, coordinate and prepare exhibitions that could create opportunities for cultural
exchange and strengthen the current relations between countries.

However, sometimes it is not easy to reach a mutual agreement and understanding
between institutions. This affects the content that is going to be exhibited, how is going
to be experienced by visitors, and how the content’s importance through the experiences
can be presented. These difficulties can (and will) affect the relationship between people
that are going to attend the cultural institution to experience the exhibition and its content.
Consequently, this will impact how the visitors will consider the content of the exhibition
relevant to them [3].

Relevance could be considered as part of the acknowledgement process of something as
important by people. Forthis case, in particular, a connection has to be established between
the visitors and the content that is exhibited. Different factors affect this connection, like
the context, topics, visitors' interests, interactions and current technology in the visitor's
context.

People establish connections with different elements that they are acquainted with, mostly
due to the socio-cultural familiarity between both. However, what happens when the
elements are not part of the socio-cultural scope of the visitors?

With this question, the idea of developing a method that could help to identify how
potential deeper connections can be established between the visitors and the content
appears as an exciting opportunity as the project’s goal.
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1.2 Initial Scope

With the current collaboration between embassies and cultural institutions, the
development of deeper connections between visitors and the exhibition’s content is also
an opportunity for them. Since the moment an exhibition is proposed, the establishing of
deeper connections evolves into the development of meaningful experiences. By setting
the idea of a meaningful experience, the positive impact on the visitor's perspective
increases. Concepts like exoticism, curiosity, thrill and wonder, which initially appear while
encountering something new, can lead to the acknowledgement of the new as relevant
(and therefore valuable) by the visitors.

With that being said, the use of the visitors’ process to acknowledge something as relevant
when they are in experiences related to different cultures (and realities) allows a window
for the use of a Human-centred design approach.



Who are the actors in this scenario?

In the process of looking for potential collaborators that represents both embassies and
cultural institutions, the Peruvian Embassy in the Netherlands was interested in the project
since the beginning. By working in the promotion of the idea of “What is Peruvian culture?”
the embassy establishes several relations with different institutions across the Netherlands
[4]. Also, the interests of the Peruvian governments encourage the collaboration between
Peruvian ministries with embassies around the world. Thanks to these ideas, the embassy
was able to provide access to its institutional network. From this network, two cultural
institutions as collaborators for the project appeared: The National Museum of Ethnology
in Leiden (Museum Volkenkunde) and the Cervantes Institute in Utrecht.

Both of them are interesting in terms of their goals and their processes to achieve them.
In one hand, while the Museum Volkenkunde can be label as a “traditional museum”,
the people working there are open to the idea of exploring new interactive approaches
towards exhibitions, adapting to new ways of developing exhibitions and how to reach new
visitors with new technologies. Its mission as an institution goes: “To showcase the different
manifestations of human culture around the world” [5]. As a result, the Volkenkunde museum
is part of the Wereldculturen organization, a collective that comprises four museums in
the Netherlands: The Tropen Museum, the Afrika Museum, the Wereld Museum and the
Volkenkunde Museum [6]. The goal of this collective is to present different exhibitions
across the country and allow visitors more comfortable access to said exhibitions.

On the other hand, the Cervantes Institute is not a museum, but a cultural institution
which promotes Spanish as a language and different cultural manifestations of Spanish
culture and Hispano-American culture [7]. One of the advantages that this institution has
around the world is the presence of spaces that can be used as exhibition galleries in the
countries where they have a presence. Thanks to this, and the goals previously mentioned,
this institution is in constant communication and collaboration with embassies from
Hispano-America and other institutions and artists from that region and Spain. Although
this institution is not necessarily focused in exhibitions as a museum, its relationship with
embassies and other institutions (and how the institute deals with them) presents a good
source of insights for the project (Image 2).

These two institutions share one statement: To present different manifestations (or
expressions) made by people from other socio-cultural contexts, in some cases from
different parts of the world and periods, to people here in the local context.
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1.3. Realities, challenges and opportunities

@

Collaboration + understanding
between institutions

Understanding of the foreign
culture from institutions

Understanding of the foreign
culture from visitors

Image 3. Current situations between institutions, visitors and foreign culture exhibitions.

It is necessary to acknowledge the current situation where this project is going to be
happening. From the information acquired by reflecting about the goal, talking to the
collaborators and the people that work and attend at the institutions, four specific situations
were addressed (Image 3).

First, there is existing cooperation between the different types of institutions. Second, the
current understanding among institutions towards the content that is going to be exhibit
coming from a different culture: The foreign culture. Third, the possible connection that
could occur between the people that possibly (and currently) visit the cultural institutions
and be in contact with foreign culture’s content. Finally, the idea of relevance that could
be triggered by visitors at the moment of experience the exhibition of the foreign culture,
which constitutes the desired positive outcome from the project.

The collaboration and understanding between institutions are related to the institutions’
intentions while presenting and developing an exhibition. How they interact with each other
and how they can reach a common goal.

The understanding of the foreign culture by institutions is being triggered by the necessity
from the development teams to acknowledge the ideas, motivations, purposes, techniques
and processes that are behind the elements that are going to be exhibited.

The exhibition’s visitors will be those who are going to be interacting with the content of
the exhibition. At the exhibition, they are going to elaborate on their own opinions towards
the content of the exhibition. Furthermore, these opinions are not only to be based on the
interactions during the exhibition but before and after it. Expectations before the exhibition
and reflections based on it are going to affect the final opinion that the visitor will be
elaborating.

In the following chapters, these situations were explored.
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Visitors Realm

Institutional Realm

Image 4. Symbols used for the Visitors Realm and the Insitutional Realm during the project.

1.3.1. People as visitors: How the ideas behind the project
connect with visitors?

The possibility of using a Human-Centred design approach can provide a good starting
point for the project. This approach also helps us with the use of the addressed situation
while elaborating the research question for the project.

An important aspect that has to be considered is that visitors are going to see the results
of the cultural institutions and the embassy’s cooperation. They are the ones who are going
to perceive how these two types of institutions reached the same understanding of the
content that it is going to be exhibit. They are going to elaborate on the connection with
what they are experiencing during the exhibition. Finally, they are the ones who are going
to establish the relevance between the exhibition’s content and themselves.

By putting the situations together with the visitors, itis possible to elaborate initial questions
around these considerations:

1. How are institutions currently cooperating within each other?

2. How can institutions agree and address the importance of what is going to be exhibit?
3.How are visitors going to experience what is going to be an exhibit to be able to establish
connections with themselves?

4. How will visitors be able to develop relevance towards the exhibition’s content?

Due to these questions, two significant groups or realms were created (Image 4).

The first realm focused on visitors. Here, visitors, are defined as the people that will interact
with exhibitions to achieve an experience that can satisfy their needs and motivations to
visit the institutions. That experience will allow them to establish connections with the
content of the exhibition, triggering the generation of relevance.

The second realm focus on institutions, both cultural institutions and the embassies. In
this realm, the ideas of cooperation and understanding will be explored in detail within
the collaborators. These entities will ultimately be responsible for the conceptualization,
development and execution of exhibitions.



How, by identifying the elements that could help to develop exhibition experiences,
foreign socio-cultural expressions can be considered “relevant” to the people
visiting exhibitions about these?

How can visitors establish relevant connections and
identify these while visiting and experiencing an
exhibition about a culture different than their own?

How can institutions align the elements of an exhibition
with relevant experiences to the visitors?

Image 5. Main research question and specific research questions.

1.3.2. Main research question and specific research
questions.

With the goal, the initial questions and the realms defined, it is possible to state the
main research question that will lead the entire project. Moreover, two specific research
questions, based on the previous ones, were proposed to each one of the two realms. The
purpose of these specific research questions is to support the main research question. As
it was previously mentioned, the visitors were pivotal across the different initial questions;
therefore, the specific research questions will consider the visitors as part of the questions
(Image 5).

Main Research question:

How, by identifying the elements that could help to develop exhibition experiences,
foreign socio-cultural expressions can be considered “relevant” to the people visiting
exhibitions about these?

Specific research questions:

Visitors realm:
How can visitors establish relevant connections and identify these while visiting and
experiencing an exhibition about a culture different than their own?

Institutions realm:
How can institutions align the elements of an exhibition with relevant experiences to the
visitors?



Research

Iterations
on field

Test and
validations

Image 6. Cycles across the project.

1.3.3. Project approach and cycles

To answering the research questions presented and to fulfil the goal, the project was
divided into three significant cycles (Image 6). The first cycle focus in the research on each
realm based on the research questions and how these can become a design proposal.
The second cycle focus on the development and the iterations of the proposal theorized
during the first cycle. The third cycle focus on the test and applications of the proposal in
possible future exhibitions across institutions as a validation process.
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Cycle 1_
Research cycle

As mentioned, the first cycle is focused on the research process to understand the project’s
realms. During the research process, the relationship between each realm will be analysed.

The Visitors realm will focus on analysing the process of relevance developed by the
exhibition’s visitors, how the idea of culture affects this phenomenon generated by the
visitors in general, how the exhibition experience can trigger this phenomenon and how
this realm connects with the other two.

The institution realm will focus on understanding the existing relation between the
embassies and the cultural institutions, with a focus on the relationship between the
Peruvian embassy and the cultural institutions. During this process, the potential alignment
of the goals and meanings of exhibitions with the idea of relevant experiences will be
presented, analysed and discussed.

The research about the two realms was in parallel, establishing their relations and how they
interconnect within them.



2.1. Visitors realm: Relevance and
expressions among multicultural beings.

2.1.1. What does it mean when something is relevant?

The project is around one idea: Relevance. However, what is it? According to Simon
“Relevance is a key that unlocks meaning” [3]. To achieve relevance is necessary to establish
connections between the visitors and the exhibition. Nevertheless, to achieve relevance is
not about making more connections between these two, but to evaluate the nature of
the existing ones to see how these can have an "added value” at the moment of reaching
relevance (a process known as mattering).

As mentioned, relevance exists to unlock the meaning while experiencing something.
The meaning for an exhibition relies on existing (or new) meanings given to the elements
that are exhibited and consequently, the overall exhibition’s experience. However, in the
project’s scenario, the meanings that already exists in an exhibition experience are two.
The first one is related to the meaning that the foreign community has been given to
the elements in their contexts (what is local for them), and the second one is around the
possible meaning that visitors are going to give to the elements based on their contexts
(again, what is local for them).

With this approach about relevance, the idea of presenting something “new” to visitors that
can achieve the “meaningful” status has to rely in part on the known expressions that are
already considered “meaningful” to the visitors in their local contexts. Hence, it is possible
to say that elements and experiences are always going to be labelled as meaningful from
a contextual perspective; thus, the socio-cultural background is essential in the process of
mattering.
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Image 7. Elements that conforms a experience in context.

2.1.2. Why certain expressions are relevant?

When an element -known as expression- is considered relevant, is not because the
expressions existed as an isolated entity; instead, the relevance occurs in conjunction with
other expressions and factors that are around the same context. This group of expressions
and factors are involved at the moment of the interaction between people and the context:
weather, time, location, emotions, other people, to name a few. These generate the overall
experience that will trigger people to address something as relevant to them because it
leads the people to be able to elaborate a meaning around it (Image 7). By understanding
this, the "added value” mentioned previously, relates not only to the expression alone but
to some of the other elements and factor that are involved in the experience.

According to Psotka, to replicate an experience is not necessary to have a detailed
simulated environment with all the elements that conform to the first experience [8].
Furthermore, if the simulated experience is well focused on some particular elements of
the original experience, it has the potential to serve as an excellent deliverer of the original
experience. Meaning that exhibitions can replicate experiences if these simulate elements
from the original context/ environment.

Nevertheless, no matter how accurate is the simulated experience, if the visitor is not able
to establish a connection with it, the relevance will not achieve it. That happens because
“relevance is in the eyes of the audience” [9]. Therefore, relevance fits between the
meaning of an experience and the connection established between an exhibition and the
visitors (Image 8) as part of a more significant process: How something can be considered
“important”. The connections are capable of triggering “possible cognitive effects” -the
people’s ability to link what is currently is happening around them with their memories
that have a positive nature- according to Sperber and Wilson [10]. According to Sperber
and Wilson, the relation between positive cognitive effects and the mattering process for
relevance is related to peoples’ effort (the understanding of a situation) at the moment of
processing experiences. The lowest effort is required by people to process experiences;
the easiestis going to be for them to acknowledge the relevance factor of said experiences

[10].

Addressing this is essential for the project. When some experiences require a lower effort
to process for people, it can be related to everyday or ordinary events in people’s lives.
On the contrary, when some experiences require a higher effort to process, these can
be related to extraordinary events (Image 10). The difference between the ordinary and
extraordinary relates to the positive cognitive effects. The positive cognitive effects that are
triggered by the first category are not so strong as those who are triggered by the second
category. In other words, the more familiar is the experience to the people then less effort is
employed by them to understand the experience. This sentence resonates with the “Skills,
Rules and Knowledge” model proposed by Rasmussen [11]. However, while Rasmussen's
SRK model is focusing on task conditions, this project focus on the experience that people
can live during their lifetime.
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Image 8. Relevance as part of a bigger process.

Going back to the context of the project, where an exhibition is about a different culture, it
could be helpful to define the ordinary, and extraordinary aspects are around the exhibition
and the foreign culture according to the people from that culture. Additionally, by allowing
visitors to the possibility of acknowledging exhibited expressions as relevant, helps them
to connect the information that they gathered (the exhibition per se) with the information
that matters to them (related to what they already know from their context).

With this idea, it is possible to state the following: By establishing a connection between
familiar experiences (as the ordinary) in visitor's life and the exhibition experience (as the
extraordinary), the gap between the visitor and the exhibition’s content can be reduced.
This statement leads to focusing on ease the effort required by visitors at the moment of
acknowledging the exhibition’s content as relevant.

However, itis necessary to take in consideration the following insight from Simon: Relevance
cannot be achieved at a universal level for everybody because it is relative. Consequently,
the relativity is related to the following statement: “To who is it relevant to?” The sooner
we start focusing on becoming relevant to the people we most care about... When they
feel connected to the experience, is when they believe it matters” [3]. To understand the
answers to these is necessary to understand the people as visitors, but also as local visitors.
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Image 9. Ordinary and extraordinary events.

2.1.3. What does it mean to be local for visitors and
expressions today?

So far, the relation between visitors with the concept of relevance has been presented.
However, in the project’s scenario, for expressions to labelled as “foreign”, there has to be
something labelled as “local”. In the project, expressions exhibited are representatives of
the “foreign”, and the visitors (and their contexts) are the representatives of the “local”. It is
essential to define what does it mean to be “local” in the current time where phenomena
like globalisation, worldwide companies and internet are developing on a global scale and
simultaneously.

When something has as “local” attribute, it means that it is from and exists in a specific
geographical region or area. Based on this, human groups existing in specific spatial areas
categorised as neighbourhoods, cities, countries, to name some examples. By doing this,
it is possible to trace the origins of not only communities with similar characteristics but
also how to identify and trace expressions that are common in a determined geographical
space.

There was a time when different communities around the world produced their socio-
cultural expressions without interference from other groups. However, this has changed.
Phenomena like colonialism -a few centuries ago-, and globalisation -currently- affect in a
high measure the production and perception of socio-cultural expressions. Nowadays, we
are experiencing a particular situation that has never happened before in history: People
can interact with contemporary socio-cultural expressions that are from different origins
without difficulties in a scale never seen before.

This situation is happening because socio-cultural expressions are produced in a global
system/ context. This system is run in some cases by companies with a worldwide
presence. Consequently, these companies are not only related to one country or
specific demographic culture. This phenomenon is explored by Du Gay et al. since 1990.
To showcase this scenario, Du Gay et al. use Sony as an example of a company which
englobes forms of cultural artefacts in software and hardware across the world [12]. As an
example, one product of this company, the Sony Walkman, was widely used by millions of
people around the world. This product reached a high level of popularity during the 1980’s
decade up to the point that it was considered as part of the contemporary culture of that
time [13].

According to Du Gay et al., there are five aspects (or processes) that can be analysed to
understand how this happens with socio-cultural expressions. First, how is presented to
a society; second, what are the social identities between the expression and the human
group (what people can recognise from the expression as their own); third and fourth, how
is produced, consumed; and fifth, which are the mechanisms to regulate its distribution
and consumption [12]. These five aspects apply to socio-cultural expressions regardless of
the period or localisation without exception.
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Image 10. Traditional (top) and new (bottom) definition of “Local”.

Going back to the Sony Walkman example, that product was able to integrate into the
socio-cultural contexts of its users and become a socio-cultural expression of those
contexts, becoming “readable” for its users. When people can “read” an expression
(understand it) and be able to categorize it as a socio-cultural expression, is because
the people were able to construct meaning around it. This construction is proof that said
expression has some cultural properties for the people. Giving a meaning to expressions
serves as bridges between the physical world (what is around us) and the symbolic world
(what is inside us). The symbolic world -where languages, communications methods and
ways of thinking exist- help people to define their culture. These symbols are the result of a
societal approach, which are aligned to common meanings, values and norms developed
by human groups expressed in several different ways.

Nowadays, the consumption of cultural goods from different parts of the world is an
everyday activity, leading to viewing contemporary technology and culture as the basis
of daily-day activities. This view generates new meanings to the artefacts that people use
in their contemporary societies. Thus, technology, culture and the meaning generation
through general practices set the basis of life experiences, becoming what is known as the
current local culture.

It is important to remark that due to the easiness that is to produce and consume
contemporary cultural goods affects the uniqueness and authenticity attributes of “local”
socio-cultural expressions, which replace them with ephemeral and reproducibility
attributes. The meanings given to the expression are going to change, affecting even its
original purpose. For example, expressions related to the artistic views of a society can be
used as political symbols. This also affects people sense-perception towards its society, its
expressions and the presence of culture in daily-day activities.

Thanks to these findings, when visitors are referred to as locals during this project, it does
not only mean to depict a geographical region or area. It also refers to visitors who share
the same type of expressions from our current contemporary culture: Elements with the
similar level of technology, rituals and social practices that are ordinary no matter the
peoples’ origins (Image 10).

With this, the perspective from the institution realm was necessary to start finding how
difficult it was going to be to integrate these findings of relevance, visitors, foreign and
local socio-cultural expressions with the current institutional knowledge.



2.2. Exploring the Institution realm: Roles,
collaborations, exhibitions, organization
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Image 11. Institutions and teams interviewed. From top to bottom:
Peruvian Embassy team, Instituto Cervantes team, Museum Volkenkunde team,
Medhak Group from TU Delft, Peruvian Ministry of Culture.

Since the beginning of the project, the importance of visiting the cultural institutions
was acknowledged. Several visits happened to talk with the people that work across the
institutions. The expertise, involvement and ideas from people in the institutions about
the topics related to the Institution realm were crucial for the progress of the project.
Besides, the inclusion of other entities was important for additional findings (Image 11). In
"Appendix 1: More than interviews” details about each conversation with the people can
be found.
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“Show the stories that are being told around these
cultures.”

“Show how historical links can be used as a track of
basic human needs ”

“To show how people from other places preserve and
evolve their culture.”

“Shared humanity: We all have the same questions, but
we answer in different ways. This bring the Universal
themes as a concept”.

J

2.2.1. Understanding the reasons behind an exhibition

There are different roles that people had to perform in cultural institutions. In museums, a
curator has an exciting approach in the process of developing an exhibition about different
cultures. The curator is considered an expert on specific regions, societies, cultures and
its expressions. Moreover, the curator provides the academic knowledge that is going to
be used by exhibition designers and exhibition makers at the moment of elaborating an
exhibition.

Forthe Volkenkunde Museum, as part of their cooperation with different institutions, one of
its goals is to provide to the people from the Dutch culture (which is possible to consider as
local culture) the tools to understand how people from other places preserve and evolve
their culture. In this process, it is possible to see how these cultures are prevalent across
time while facing phenomena like colonialism - in past times- and globalization -nowadays.

The purpose of this is to show the stories that these cultures tell. However, if the story
will not connect with the people that are going to interact with, it will be challenging to
establish relevance. To deal with this situation, the Volkenkunde museum uses historical
links as a track of basic human needs (or a fundamental human question) across cultures.
The answers to these needs/ questions can have a possible use to establish potential
connections. With this, different socio-cultural expressions across the world can be
understood while preserving their different perspectives. This understanding, to some
extent, is related to what is presented by Du Gay et al.: Artefacts do not have a single fixed,
unchanged meaning [12]. This process also relates to what is explored by McCarthy and
Wright about the cultural factor in expressions: The socio-cultural expressions can obtain
a cultural factor and meaning due to interacting with people, changing the nature of the
expressions in the process [14]. This change happens due to the socio-cultural background
of people, a factor that is inherent in all humans that live in communities.

The concept of shared humanity reinforces this idea: We all have the same questions,
but we answer in different ways. This concept becomes the foundation of what is known
as Universal Themes [15]: Ideas that applies to every society regardless of the cultural,
geographical or temporal contexts. This helps to understand the ideas of the human
condition, human nature and concerns. This concept complements what have been
explored in the section about the idea of categorized as local today (Image 12).
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Image 12. Universal themes are ideas that apply to every society regardless of the cultural, geographical or temporal contexts. This helps to understand the views of the human condition, human nature and
concerns. Example: The hero's journey, present in “The Odyssey” (Ancient Greece, around 8th century B.C.), The Journey to the West (China, 16th century), The Lord of the Rings (the United Kingdom, 1937)
and Star Wars (the USA, 1977). 24
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“The embassies want to present certain communities or
expressions through cultural institutions.”

“In every collaboration between institutions, there is a
negotiation factor.”

"While developing an e xhibition, is necessary to work
with Source Communities (SC), in some cases, represent-
ed by the embassies. The reason for this is because the
SC are those who are going to be represented directly or
indirectly through the elements exhibited (because it's

their current culture or by cultural heritage).”

2.2.2. Collaborators across realms: How institutions
interact with others ?

During the development of an exhibition, the idea of working with “sources communities”
(SC)is essential. SC represents the human groups with the knowledge that can complement
the information about the elements that are going to be exhibited. The reason for this is
because the SC is going to be represented directly or indirectly through the elements
exhibited (because it is their current culture or by cultural heritage). By contacting the
SC, the people from different cultural institutions can reach an agreement about how the
elements are going to be exhibited. By contacting them, the institution can avoid losing
the community’s perspective (ideas, concerns, or way of thinking) towards particular topics.

For cases where the SC are challenging to reach, the embassies are asked to help the
cultural institutions. In other cases, the embassies want to present specific communities or
expressions through cultural institutions. In both cases, embassies have a representative
function for the SC. The importance of being able to contact SC or embassies and develop
a network is fundamental for this case of exhibitions. This contact also affects practical
aspects (yet important) for the exhibition development like funding and transportation of
elements or people across countries.

In every collaboration between institutions, there is a negotiation factor. Political interests,
the presentation of the expressions and how the stories around these are going to be told,
surpass the possible “comfort zone” that can be present in one or more of the negotiators
(like the lack of interest in developing an exhibition). Situations like dealing with topics,
procedures or methods that not align with those that neither institutions or SC/ embassies
are acquainted, affecting this negotiation.
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“The use of metaphors is a powerful ally at the moment
of understanding other people and teams.”

"Each institution team is an expert in their field, and
because of it, each group of people has its terms and
concepts related to different aspects of the exhibition
development process.”

"Everyone involved in the exhibition-making process has
to be at the same level. This level is related to power

dynamics and assertively between the people.”

2.2.3. Understanding across institutions: The value of a
terminology

In the process of understanding the interaction between institutions, it is necessary to
understand the following: People make institutions. In other words, we are talking about
people as the cornerstone of all of the institutions. Because of this, everyone involved in
the exhibition-making process has to be at the same level. This level is related to power
dynamics (or the negotiation that previously mentioned) and assertively between the
people. The power dynamics, in this case, are being affected by the existing knowledge
that each institution team has around the elements that are going to be an exhibit and
the methods they will apply to define and reach their goal. Another factor that affects the
power dynamics is that each institution team is an expert in their field. Because of it, each
group of people has its terms and concepts related to different aspects of the exhibition
development process.

In some cases, as presented by the Medhak group in its project with the collaboration
of the ONG Mare Memoria Viva (see Appendix 1), the use of metaphors is a powerful
ally at the moment of understanding other people and teams. Nevertheless, to be able
to use metaphors properly is necessary that every person involves being able to set
aside its prejudices and preconceptions that come with their existing knowledge and
methodologies to ensure the same level of equality in power dynamics.
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2.3. Between visitors, relevance, exhibitions
and institutions.

As mentioned, the cornerstone from institutions is their people. Curators, exhibition
makers, designers, people working in cultural institutions or organizations, diplomatic
missions representing a foreign country are in this negotiation process every time an
exhibition is proposed.

Nevertheless, these negotiations should happen while considering that the visitors are
going to be responsible for the value of the exhibition. The institutional teams must be able
to understand the visitor's perspective towards the exhibition. The visitors’ perspectives
are comprising of their terms, ideas and life experiences that help to build their knowledge
and expectations towards the new experience.

Linking the previous idea with what was presented in the sections about visitors and
relevance, we can view relevance as an exercise of empathy: Understanding what s relevant
to the audience. By perceiving relevance as an exercise of empathy, is also possible to view
it as a process of empathy, and not an event that appears and disappears. An analogy of
this is like opening the door to go inside a room. People must be able to see the door and
provide them with the key to open it. Establishing a connection is equal to open a door;
inserting the key into the door's lock is similar as addressing an expression as relevant,
and opening the door to enter in a room is like giving a meaning to the expression. In this
process, inserting the key into the lock and the opening of the door has to be easy. The
project’s goal can fit in this part of the analogy. Both institutional teams and visitors are in
need to be able to see the same room, door, lock and key to understand how visitors are
going to open the door.

Furthermore, there are two types of visitors around exhibition experiences: insiders (those
who are inside the room) and outsiders (those who are outside the room) [3]. Insiders
already acknowledge the importance of the exhibition experience. The process of finding
and delivery relevance is for new people. However, outsiders do not want the room
rearranged at their image, but they do want to see reflections, expansions and distortions
of their experiences in ways that allow them to see the connections with what they know.
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Image 13. Visitors types based on motivations (Falk, 2016).

2.3.1. People visiting cultural institutions: Uncovering
motivations

One interesting aspect that has to consider into account is the fact that people decide to
visit museums or cultural institutions by themselves. During the visits is that the relevance
process develops based on what they are going to experience over these places. In
that regard, marketing areas and activity promotion personnel from the institutions
are responsible for mapping the visitors. This mapping categorizes and transforms the
characteristics of their visitors into data that can be used by the rest of the teams. This data
becomes demographic depictions of the visitors like age, origin or ethnicity.

The main limitation of this categorization is the narrowed perception of the visitors as
average. However, visitors, are individuals, with different backgrounds and experiences in
life that will make them experience the exhibition and the expression in their terms from
one to another. In this context, John Falk proposes an exciting approach to surpass this
limitation.

Falk proposes an alternative for the categorization. Instead of looking for visitors with a
traditional demographic filter, he proposes to categorize visitors by understanding the
motive and reasons why the visitors decide to go to the cultural institution. By addressing
the motivations, a realization occurs: the visitor experience is ephemeral and dynamic.
This approach also affects not only the experience during the visit but also the experience
after the visit. The moments that remained in the visitor's memory are going to justify the
reasons for the visit.

Regarding how was perceived the exhibition experience by the visitors, they will be doing
a self-reflection and self-interpretation based on it. These two processes combined with
the motivations will generate what is named by Falk as the visitor's perceived identity [16],
ultimately affecting the categories of the visitors based on motivations.

As a result, seven types of visitors had been proposed: Explorers, facilitators, professional/
hobbyists, experience seekers, rechargers, respectful pilgrims and affinity seekers [17]
(Image 13). What is interesting about these categories, and that represents an essential
difference with the demographic categorization is that these are not permanent: They are
dynamic. A visitor can go to an exhibition in one opportunity for a particular motive, and
another opportunity could be doing for another motive.
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2.4. (Re)Orienting the research and proposal

Exhibition’s content Visitors

Image 14. First conceptual approach to the tool.

The possibility of elaborate a tool that could help the people involved in exhibition
development by allowing them to see what they are going to exhibit and how they will
do it while considering the visitors’ perspective and motivations becomes an interesting
starting point. In that sense, the use of universal themes presents a solid foundation to
elaborate on possible connections with what they know (Image 14).

However, just by knowing what they are going to exhibit and what are the visitor's
perspective and motivation is not enough. The design proposal could also guide the
development teams towards potential exhibitions’ concepts that consider what had been
previously mentioned.

The challenge at this point is to discover how possible connection using Universal Themes
can become insights at the moment of using the design proposal. With this, the design
proposal for the project will serve as a tool.



2.5. An (un)expected ally: Technology

There is something in common between the people in the two realms: they use technology
as part of their every-day activities, or for professional-related activities.

Technology, as explained previously, is used by people as part of their cultural expressions.
This use happens since the beginning of societies: Every socio-cultural expression involves
a certain level of technology: As in the expressions themselves, the techniques and
craftsmanship employed for the making of these, as examples. Technology, as a concept
has always been a part of the expressions, the only difference between each society is the
type of technology used. However, today a considerable percentage of the people in the
world shares the same type of technological expressions (as smartphones, transportation
methods, use of mass-media elements, to name a few).

With the presence of technology as part of the expressions and experiences that around
every people nowadays, it is possible to observe how technology shift from a conceptinto
a practical elementin people’s life. Therefore, this observation could be part of the process
of determining how the intangible connections discovered through the Universal themes
can lead into practical insights by applying the same process in which technology shift
from a concept into a practical element.

What is interesting is how technology is going to be applied for the project: Instead of
using it with a straight forward practical use, is going to be oriented into a theoretical
approach. This approach also relates to one of the points presented during the institution
realm chapter: The terminology. It is possible to provide to the institutional teams with
terms that can be common to the parts involved during the use of the tool.
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2.5.1. Technology in the project’s context

First of all, it is crucial to understand how technology is being applied currently by cultural
institutions.

Technology, in case of exhibitions, is used to enhance its interactivity value. One
manifestation of this is immersive technology: Augmented reality, virtual reality and mixed
reality (Image 15). However, the use of these technologies is often limited to attract more
visitors as part of the entire exhibition (as a single installation experience in some cases)
instead of making the exhibition relevant and meaningful to the visitors. The potential in
these technologies is often not taken in the use of this type of technology considering that
each one of these has different advantages (and limitations) in terms of interactivity and
immersion in different contexts [18] [19].

With this in mind, the opportunity of exploring immersive technologies and how can help
exhibitions, developers, cultural institutions and embassies by enhancing the interactivity
value of a potential exhibition in the process arises.



Image 15. Examples of immersive technologies in exhibitions. Left: Use of Microsoft's HoloLens technology to rec'l’eate the look of the “ expedltlon shi
Texas State History Museum; right: Virtual Reality exhibition about calligraphy and paitings at the Taipei’s National Palace Museum (top ic: Dali's Masten
at the Dali Museum, Florida (bottom). o b
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2.6. Immersive technologies and their
terminologies: The third realm

Visitors Realm Institutional Realm

Technology Realm

ED. How can immersive technologies be used to address
relevant experiences in visitors while experiencing an
[ = exhibition of foreign socio-cultural expressions?

Image 16. Technology realm symbol and research question.

Due to the realization of the importance that immersive technology could have for the
project, and because itis necessary to understand the concepts around it to obtain insights,
a third realm was created: The Technology realm.

The three realms exist with organic interactions. These interactions occur by the people
and elements that are between each realm. If we start with the visitors, they use technology
on a daily-day basis as part of their socio-cultural context. At the same time, technology
connects with visitors. The visitors connect to the institutions, and the institutions are linked
with technology through the contemporary socio-cultural context.

As the third realm, a specific research question focused on the technology realm to orient
the research that is going to be made (Image 16).

Technology realm:
How can immersive technologies be used to address relevant experiences in visitors while
experiencing an exhibition of foreign socio-cultural expressions?



2.6.1. About immersion in technology: From senses to
activities

One of the most popular forms of immersive technology today is Virtual Reality (VR), which
is study since the year 1990. The idea behind VR is to generate different environments
that can “surround” the user. However, this is not the only type of immersive technology
that exists today. Alongside with VR, there is a combination of real-life environments with
computer-generated perceptual information, resulting in what is known as Augmented
Reality (AR) [20]. In recent years, by experimenting with the different types of perceptual
and sensorial cues that can are used to enhance the desired interaction, the concept of
mixed reality (MR) arises. In mixed reality, the relation between the “computer-generated
elements” (like 3d model elements, for example) and “real-life elements” is symbiotic to
understand the experience fully. For example, a real-life element can provide with the
idea of weight and texture of an object. In contrast, a computer-generated element can
be placed over the real-life element to give the idea to the user of with what they are
interacting.

Nevertheless, researchers and developers have been exploring the application of these
three types of immersive technologies in different fields, being the most prominent and
widespread entertainment and educational training.

In the case of entertainment, videogames are the representative example of this. The
immersion capabilities of virtual environments allow users to focus on the experience,
enhancing the overall gameplay experience. [21] [22] [23] [24] [25]. Although some of
the video games that use the immersive technologies are not able to recreate detail
environments, the current technology gap between these and video games that relies on
traditional rendering process (like computer’s graphic cards or dedicated devices) is being
reduced.

In the case of educational training, one compelling case is operational training. While
traditional computer-generated training software allows a general overview of the
experience aided by haptic devices to achieve a sense of realism; immersive realities use
iconic and echoic stimuli to simulate experiences that can affect not only the objective-
focus reasoning of users but also their emotional and mood reasoning [20] [26] [27] [28].
This approach sets the basis of the idea of “being there”, something that was explored a
few decades ago by Psotka, complemented later by Bowman and McMahan and Slater [8]
[29]1[30].

34



35

Cognitive
memory

Full contextual
experiences - Activities

Sensorial
memory

Dynamics and
interactions in the activity

®®
®®

Type of nature
of the experience +
Flow state

"Being there”
Effect

Image 17. Identified elements involved in the immersive process.

Bowman and McMahan describe the idea of immersion successfully concept achieved
by VR due to its characteristics. However, they, alongside with Psotka, state that “full
immersive environments” are not necessary to achieve an immersive experience [8] [29],
as it was described on the Visitors realm section. Furthermore, they agree that a great
help at the moment of reaching immersion is by taking advantage of the users’ senses
(or visitors' senses in the project’s context) and, as an extension, sensorial memory. In that
sense, Ermi and Mayra state that the sensorial stimuli lead to sensorial immersion [31].
The sensorial immersion is, at the same time, based on the research of Buchanan and
Csikszentmihalyi about the “Flow state” of experience [32]. The “Flow state” is a holistic
sensation that people feel when they act with total involvement, requiring both mental and
physical skills to achieve it and that could lead to the users to be aware of their presence
during the experience [30] [33].

With this information, according to Bowman and McMahan and Ermi and Mayra, by
understanding the sensorial stimuli, and subsequently sensorial immersion, it is possible
to match the flow states of the simulated immersive experiences with their real-world
experiences counterpart. This match is important for the project because the foreign
context is not going to be recreated in full detail and accuracy during the exhibition.
However, and as presented previously, it is possible to recreate certain aspects of it that
could help the visitors to understand the foreign experience and consequently, trigger the
relevance process.

To identify the mental and physical skills required by the people to experience and be
immersed in an activity, the work of Pine and Gilmore is significant for the research and the
project in general.

Pine and Gilmore propose to divide experiences into two dimensions: Participation and
connection. By doing this, it is possible to determine if the actions of the people during
the experience are affecting the elements that are part of the experience itself -active
participation or passive participation-. In the same line, it can determine if the presence of
the people is just symbolic (only in mind) or requires to be physically (or at least virtually)
around the experience itself -absorptive connectivity or immersive connectivity- [34].
These two actions combined is what known as the “nature of the experience”, a concept
that will be used later in the project (Image 18). It is important to remark that the nature
of the experience is not a static one; but a dynamic one, depending on the elements that
compose the experience.
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Image 18. Pine and Gilmore, nature of experiences (1998).

2.6.2. From concepts into a cycle: The immersion cycle of
experiences and activities

Based on the previous research, a series of steps that follows the process of immersion is
necessary to understand what is required by people to immerse while interacting with full
contextual experiences. A full contextual experience is an activity that requires a physical
and mental amount of effort from people to be experienced. From now on, full contextual
experiences will also be addressed as activities.

The role of memory is divided between the cognitive type (explained in the Visitors realm
section) and the sensorial type. These two types of memories are going to link the new
experiences that visitors are facing with the experiences that they faced before. The activity,
as explained, requires from people an amount of effort in their physical and mental skills.

The activity itself comprises experiences that are focused on the interaction between the
people and the elements that are present in the activity. Additionally, the activity also
comprises the dynamics that the people have to perform during the activity. An easy
example of this could be ordering a coffee in a store: People will have to interact with
the money, the coffee cup, the people at the bar, for example. (More oriented to tangible
elements). At the same time, the dynamics could be, for example, waiting in a line for
ordering the coffee (more ritual oriented).

Thanks to the link between the previous experiences and the experiences during the
activity, people can experience one possible combination of the “nature of the experience”.
As mentioned, because the activity involves different experiences, the overall nature of the
activity can shift from one combination to another. This shifting between natures is what
is known as the “Flow state”, setting the level of involvement that people will experience
during the activity.

The level of involvement triggers the immersion in people, that will lead to people to
start to be aware of their presence during the experience. That awareness will trigger the
idea of “being there” to the people, making the overall experience immersive. Finally, the
overall experiences during the activity will shift into new memories that will be categorized
as cognitive memories or sensorial memories, completing the cycle and allowing to start
anew one.
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The cycle is not happening only once during the activity. The cycle will happen at different
times and velocities as long the user is being exposed to different experiences across
activities. By using a cyclical approach, the process starts and finish with the people (Image
19). During this entire process, there is a human quality that helps to ensure immersion
among people: Imagination, which performs a pivotal role during the cycle. Imagination
is continually receiving and delivering information before, during and after the different
moment of the cycle, transcending not only during the interactive parts between the user
and the experience. Hence, imagination alongside with memory will help the visitor to
“make sense” of the elements that build the experience and consequently enable the
possibility of developing a meaning towards the elements. With this, it is possible to say
that the relevance process occurs while this cycle is happening; therefore, this cycle can
complement the connections elaborate with the universal themes’ approach.
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Image 19. Immersion cycle.
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2.7. The spark of a concept

The research conducted across the three realms provided valuable findings that set the
foundations for the tool desired to develop. At this point in the project, the idea of starting
ideating how to start with the design proposal, the tool, is possible.

Exhibition’s content Visitors
Cognitive Sensorial
memory memory

"Being there”

Full contextual
experiences - Activities

€« Imagination -
L

Dynamics and
interactions in the activity

Involvement

Type of nature
of the experience +
Flow state

®®
®®



Exhibition’s content

Full contextual
experiences - Activities

Full contextual \ /

experiences - Activities
@ ®
®®
Type of nature

of the experience +
Flow state

Image 20. Relation between activities and themes.

2.7.1. What they share: Between themes and activities

Among the connections that exist between the people that are part of each realm, there
are two elements during the research that arise as the most potent and relevant for the
project: Universal themes and activities.

Universal Themes are the first link between all the realms. Universal themes are shared by
people around the world, shaped by their communities. In the process of addressing these,
the societies develop their expressions, with a technological factor that is common of any
human civilization. The expressions are going to be hosted by the cultural institutions to be
shown to the visitors that are from contemporary societies. The hosting is done at different
places than the expression’s origin.

The activities, on the other hand, have a different approach: First, they are being developed
by the societies, as part of what identifies them as a society. The activities can be ordinary
(common) or extraordinary (not common). The activities’ topics are related to universal
themes, involving the expressions developed by societies. Finally, the activities, alongside
with the expressions, are being presented to the visitors on the institutions.

If the universal themes are shared across different human groups around the world no
matter the period, this means that in theory, two expressions with their origin on different
societies can share the same theme. This also means that by knowing the common topic
and by understanding the activity in which each expression is involved, the possibility of
establishing a connection can be made (Image 20).

With this, the proposed tool can use the concepts of activities/expressions, universal
themes alongside with the type of visitors - those who share the same type of local cultural
elements, regarding the technical aspects of contemporary culture- to establish the
possible connections.
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2.7.2. Elements across the foreign and the local

Giaccardi and Palen state that cultural objects have different features that help to develop
the meaning of heritage among communities and societies. Technology, as one of the
features, can be used with the goal of present and promote this cultural heritage factor of
the objects. Leading into what is stated by Giaccardi and Palen as cross-media interaction

[35].

Cross-media interaction comprises three moments: Data catching -what is going to
be shown? -, data description -which aspects of what is shown will be presented and
exalted? - and data interpretation -how visitors will interact with what is shown? -. These
three moments link the experience, memory and imagination in the process of heritage
interpretation and construction. Giaccardi and Palen address this as a socio-technical
infrastructure [35]. What is interesting here is that the three moments are part of what
it has to be done by the exhibition developers. Data catching is the identification of
foreign expressions and activities; data description relates to the understanding of foreign
activities, and data interpretation is related to the nature of the activity.

Furthermore, this is complemented by the idea supported by Benedetti: Cultural artefacts
presents exhibitions as virtual artefacts [36]. With this, Benedetti deconstructs the idea
around of expression with three significant capabilities: The physical capability -what is
tangible/ what we can see-, the virtual capability - the meaning- and the interpretative
capability - the cultural attribute given by people (no matter the precedence). The physical
capability can be attributed to the exhibition experience; the virtual capability, to the
possible relevance and meaning triggered by the exhibition and the interpretative with
the outcome of acknowledging of the exhibition’s content as important by the visitors.

Thanks to this information and the presence of two major actors related to the project's
goal: The visitors from the local context and the expressions from a foreign contextual
background, combined with the connection through a universal theme, the following
statement can be elaborate:

If a foreign society has an expression and activity that is related to a particular Universal
theme, there could be an expression and activities that somehow is related to the same
theme in the local context. This expression/ activity is known to the local people -the
visitors- as part of their local cultural background. By acknowledging the same universal
theme(s) in both expressions, a first link appears: Their role in both contexts base on the
meaning given by people. Additionally, the activities, each one with a possible different
nature, can be merged into one unique exhibition experience. This exhibition experience
is constituted by the characteristics of both activities, becoming the second link: the
experience with the capability of triggering relevance. This triggering occurs by shifting
between the local and foreign activities’ nature to ensure a constant connection between
what is new and what is known for the people (Image 21).
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2.7.3. Visitors as the centre of the model: the basis of a
Diamond

From the previous statement, it is essential to keep visitors as the most critical element in
the tool. The research about visitors supports this decision: They are going to label the
foreign expressions as relevant based on the possible connections during, and after their
visit. By adding the link between the local and the foreign expression/activities, visitors
are going to be able to interact with three of four elements in a direct way: During the
exhibition, visitors will experience the foreign expression as part of activity proposed. This
activity collects elements from the foreign activity, where the expression is involved, and
the local activity and expressions known to the visitors. The element that is interacting in a
sort kind of indirect way is the universal theme. Universal themes are going to be explored
by the institutional teams; however, this does not mean that the visitors are not able to
make that relation on their own.

By placing the visitors on the centre, surrounded by the four elements, and knowing how
the other elements relate between each other, a diamond shape emerged (Image22). This
shape will be the basis of what is going to be known as the Cross-Relevance Diamond, the
visualization tool for the proposed method.
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3.
Cycle 2_

Development of the

Cross-Relevance
Diamond tool (C-RD)

Cycle 2 focus on the iterative process that the tool went through to be completed. The
iterative process performed to obtain feedback from colleagues, and people from the
institutional teams showed that the tool has to comprise two major parts: The process
across the tool - known as the method - and the visualization of the method on the tool -
known as the diamond map.

This division is important because it will allow showcasing the development that both the
process and the map had to go through this cycle. The changes made to the process will
affect the map, affecting how the steps that user have to undergo through the process can
be presented clearly and efficiently (Images 23a-23b).

The aspects of the tool are described in this part of the report. For more detail information
about each one of the iterations made to the tool, check "“Appendix 2: Iterative process of
the C-RD tool".
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3.1. Making the relevance tool relevant:
About the relevance by play framework.

Cross- Relevance
Diamond (C-RD) tool
Engage

Consolidate
Institutional
teams

Relevance by Play
Framework

Cross- Relevance
Diamond (C-RD) tool

C-RD’s
Outcome

N
- Engage —> { Consolidate ) —> Relate

Image 24. Top: Relation between the C-RD and the institutional teams through the
“Relevance by Play” Framework. Bottom: Placement of the C-RD’s outcome in the
49 "Relevance by Play” framework for the development of exhibitions.

During the iterative process, an interesting approach was provided by Vermeeren and
Calvi with the “Relevance by Play framework” [37]. This framework is oriented “to provide
sensitising concepts for use in further research on designing for relevance, as well as in
design-related activities such as crafting requirements for new museum experiences,
analysing existing museum experiences and developing new museum experiences” [37].
In this framework, four phases organise the experience to achieve relevance: Trigger,
engage, consolidate and relate

These four phases can be reinterpreted and used with the tool in two different ways. The
first one consists in changing the target of this framework. Instead of the original four
phases leading to a relevant experience for the visitors, the phases will face towards the
people who are going to use the tool -the teams in charge of the exhibition development-.
The idea with this change is to make the tool appealing and useful to the teams. The teams
have to be able to see the value of the tool while using it and see the potential that the
method, visualised across the map, is capable of helping them at the moment of mapping
elements for relevance in visitors (Image 24).

The second reinterpretation is related to the overall development of the exhibition
experience (Image 24). If the four phases are the process of the development of an
exhibition, the tool would fit in the first stage of the framework with the possibility of
reaching the second stage. This placement aligns with the main research question and the
identified elements in the previous sections.

The decision of the integration between the phases and the tool relies on whatis elaborated
by Apter, and addressed by Vermeeren and Calvi: “...people can be in a “telic” (serious)
motivational state, or a “paratelic” (more playful) motivational state. Those who are in a
telic motivational state are motivated by results, goals and ends, whilst people who are in
a paratelic state are motivated by enjoying the process in the momentitself.” [37] [38]. The
tool has to be valuable for its users and at the same time, enjoyable. The shift from a telic
state to a paratelic state is necessary for the tool's users. For this reason, the map is going
to be similar as if its users were interacting with a game. In this game map, it is desired that
users will shift from a telic state into a paratelic state.

By using the analogy of a game -a tabletop game to be specific-, the idea of steps across
the tool resonates with the different stages during a game. The decision of the tabletop
game allows the development of a physical version of the tool. With the physicality of
the tool proposed, the institutional teams stated that by having a physical object to work
allows the team members to be more involved in the process. Besides, the use of this
approach allows elaborating a goal for the tool as if it was a game. The goal, in this case, is
aligned again with the main research question: To identify the elements that can be used
to elaborate a proposal that could trigger relevance in visitors (Image 25).
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3.2. The Cross-Relevance Diamond tool

3.2.1. Across the diamond: The method among the map

With the research conducted during the previous cycle and the goal defined, the
development of a set of steps to ensure that the users will achieve the goal with the
method was necessary. Six moments during the process were identified (Image 26). These
moments are going to conduct the steps during the use of the method. The moments are:

1. Analyse the foreign expression(s) that is planned to be exhibited and in which activity(s)
it is involved and how.

2. Identify and state the potential universal theme that the foreign expression(s) with the
activity(s) is addressing.

3. Identify a potential local expression and activity that somehow relates to the universal
theme.

4. Analyse both the foreign and local activities and identify their type of nature to identify
potential connections.

5. ldeate an exhibition concept by combining elements of both local and foreign activities
to obtain an exhibition experience that integrates what is known by the visitors (the local)
with what is going to be new to them (the foreign).

6. Identify which type of visitors based on motivations will be more inclined to go across
the experience and subsequently, be able to address the foreign with a potentially relevant
factor based on the connections made.
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Image 26. Left: Moments across the tool. Right: Moments overview.

Is it tangible or intagible?

It describes something in particular?

In which activity is involved?

Why the expression is important?

What is the purpose, reason or motivation behind it?
Is the purpose, reason or motivation shared by other cultures?

What is the shared topic, purpose or motivation?

In the local context, is there an activity that adress the topic?
Is this activity important or was in the local context?

Which activity is it?

What are the expressions that were involved in the activity?
Do the visitors know about the activity or the expressions?

What are the characteristics of the activity?
What people have to do during the activity?
What people remember, felt and sensed about the activity?

Do people’s actions and presence affected their surroundings?

How easy can be the integration of the foreign and loca
activities into a new one?

How much effort will require to the visitors?
If there any form of technology that could ease the effort?
Which effects we want to trigger in the visitors?

Which visitors, based on their motivation, could be more
related towards this possible exhibition experience?
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Moment #1: Analyse and define foreign expressions and their
activities.

The first moment in the tool is about the foreign. It is necessary to define the type of foreign
expression and activity that the exhibition is going to be. Moreover, it is important if the
expression itself is tangible or intangible. This acknowledgement is because expressions
are presentin different aspects of societies: from more tangible artistic fields like painting or
craftsmanship to more abstract fields like gastronomy or dances. The current classification
system of socio-cultural expressions is based on the work by UNESCO alongside the
ICOMOS International Cultural Tourism committee [39] [40].

What is important to remark is the presence of expressions that can be categorised as one
of the two types while containing some aspects of the other type. For example, a painting is
a tangible expression. If the painting is depicting a festivity, an intangible expression, then
it is up to the users of the tool to define which direction they are going to focus: either the
paint as the tangible expression or the festivity depicted as the intangible expression. The
formulations made by Giaccardi and Palen, Benedetti and the interests of the institutions
involved can help the users to define what are they looking for.

By defining the expression, the following action is to analyse what the expression is
describing, and the activity in which the expression is involved. In cases where the
expressions itself is an activity, then this could serve to explore in a more profound way
what the activity is describing.



Moment #2: Understanding the foreign activity and reaching the
universal theme.

One thing is to identify socio-cultural expressions, their characteristics, the activity in the
foreign context where expressions are involved, and another thing is to dive deep at the
reasons why this expression and activity exists. It is necessary to identify the purpose,
motivation and reasons for why these elements are important for the foreign society. That
is the reason for the second moment.

With the purpose and the importance identified, it is possible to see if these also appeared
in other societies. Thus, the nature of these and their meanings are universal. A proper way
to understanding how these characteristics can lead to a universal theme is by using the
generalization concepts based on the work of Curry and Samara for the Texas Association
for Gifted and Talented [15] (Image 27). These generalizations are abstract concepts that
triggerthetool’s users to elaborate statements. Concepts like order, conflict or relationships
combined with the purposes, reasons and topics in the activities and expressions can help
to propose a theme shared by different cultures.
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Generalizations for Universal themes

- FORCE - - PATTERNS -

- RELATIONSHIP -

- CONFLICT -

- ORDER -

==
[essinsg]
==
sy

- POWER -

- COMMUNITY - - CHANGE -

- EXPLORATION -

Image 27. Generalization concepts (Based on the work of Curry and Samara)
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Moment #3: A Local answer to a universal theme.

The third moment follows the next premise: if socio-cultural expressions and activities
are addressing a universal theme that is common among different societies, this means
that in the local context there should be expressions and activities that address the same
theme up to some extent. As mentioned, the idea of “local” does not only means about
the geographical characteristics of a society, but also the contemporary expressions and
activities that shared among people no matter geographical, linguistics or belief system
that is entitled to specific regions.

The following action is to find the activity and expressions related to the theme in the local
context. The expressions can be similar to some extent to their foreign counterpart. In
some cases, the contemporary factor of the desired expression can be relegated to find a
closer similarity. Nevertheless, this decision has to be corroborated with the contemporary
society if the people that are part of the local society understand, remember, or are aware
of the existence of either the activities or the expressions proposed. By corroborating, the
idea of what is known by the visitors (which are local people) to secure a proper connection
between local and foreign elements further in the method.
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Moment #4: Discovering connections between local and foreign
activities.

The fourth moment consists in the understanding of both activities. To achieve this, the
concepts that were described during the “Technology realm” sections are applied. During
this moment, a particular focus on the nature of experience matrix proposed by Pine and
Gilmore is going to be pivotal for the use of the method.

The first thing to do is identify the activities’ characteristics and what people in each
context have todo do in each one (foreign and local) respectively. Based on the immersive
cycle's elements, it is necessary to acknowledge what people in both contexts remember
or known about the activities and how the expressions are involved. This gathering of
memories focuses on the cognitive and sensorial levels of memory. Information about
what people in the contexts heard, saw, touched, smelled and tasted will be asked at the
same time of addressing the dynamics, processes and interactions between people and
their surroundings. With the information, the institutional team will be able to understand
the overall people’s experience in both contexts.

With the information about the activity, the nature of the activity can be addressed. Both
foreign and local activities are categorized in one of the four possible combinations from the
Pine and Gilmore's matrix. The reasons for using the matrix rely on the idea of establishing
a connection between both natures of activities in a more natural process. For example, if
both activities are active and immersive, the shifting between the different characteristics
of these would be easier to understand by the visitors; thus, the effort required from them
is going to be less. If, however, the activities have entirely different natures (like a passive/
absorptive nature against an active/immersive nature), the effort required from the visitors
could be higher than the previous case. Nevertheless, if the shifting can be developed in
a creative way by the institutional teams, then the effort can justify the visitor’s experience.

As it was explained during the Immersion cycle section, the relations between what people
remember and what they are experiencing can lead to the concepts of involvement,
immersion and the idea of “being there”. The understanding of this order allows to make a
connection between the two different contexts, not only in an objective level but also in a
subjective: For example, by understanding how involved are the people.



Moment #5: Elaborating a statement towards a concept.

The elaboration of a statement is the fifth moment. It is the last link between the local
and foreign expressions/ activities. The idea behind is to orient the previous information
and elements into an exhibition concept that can be developed by the institutional teams
and experienced by the visitors. This conceptualization is possible by integrating the
characteristics of both activities. This process is addressed by Simon as “dumb it down”
[3]: the effect of reducing the quality and quantity of information from individual elements
and the exhibition in general, to allow a more natural understanding of it by the visitors.
It is important to keep in mind that if this process is pushing too far the “"dumb it down”
it could have adverse effects on the overall experience. The foreign expression/activity,
which represents the values, beliefs, traditions and ideas from the foreign society, can be
felted as if the element (and the foreign society) is treated without respect.

Elements like immersive technologies (AR, VR or MR), combined with a coherent narrative
of the exhibition, can present characteristics of both the expression and activities from
both contexts in favour of a positive and relevant experience to the visitors. Alongside
with the experience, different effects can be achieved while experiencing an exhibition.
To identify the most common and remarkable effects, a session with people that fits
the category of potential local visitors was conducted during this cycle (Appendix 3:
Meaningful exhibitions session).

The statement, as a guideline for possible concepts, can be readjusted by the institutional
teams if needed. The primary reason for this change is related to the following moment:
The visitors.
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Moment #6: Motivations in people: Effects and the potential
relevance.

The sixth and last moment is a direct follow up from the previous one. The readjustment of
the statement aims to bring a possible alignment between the potential exhibition ideas
with what the visitors would experience. To do what it was previously mentioned, a check
of the visitors’ type based on motivations was proposed. As described, the visitors are
being categorized based on their demographic characteristics. However, motivations go
beyond these characteristics. By aligning the motivations with the statement, the proposals
can be adapted not only to a certain average of people (this average is an outcome of a
demographical classification of people) but to everybody that has a motive to attend the
exhibition.

By understanding the different characteristics of the visitors’ types based on motivations,
positive effects can be triggered. These effects will enhance the overall experience,
helping in the process of connection between the exhibition and the visitors. This process
will ultimately affect the exhibited elements to are label as relevant by the visitors.

A session focussed in understanding the connections between elements that are
considered meaningful (already relevant) for people can lead to positive effects in the
context of an exhibition was proposed and executed during the iterative process (Image
28). For more detail information about the creative session check "Appendix 3: Meaningful
exhibitions session”.

8 different effects were categorized as positive in an exhibition context. The effects
were: Accessible, memorable, emotional, authentic, unexpected, personal, impactful
and participatory/ shareable. These results are shared in part with the History Relevance
Initiative organization, as part of their “Six qualities of a Relevant History Experience” [9]. It
is essential to say that it is difficult (and not necessary) to try to cover all of the effects in just
one exhibition experience. Nevertheless, an exhibition experience can focus on a particular
effect based on a type of visitors while other exhibitions can focus on different effects and
visitors' types. The combination of the different exhibitions (and their experiences) can
present a window of different opportunities for institutions at the moment of reaching
visitors.
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3.2.2. The steps across the moments in the diamond

The steps followed the moments and were elaborated to fulfil the goal of each one of them
(Image 29). As mentioned during the previous chapter, the tool itself comprises of two
major parts: The method and the diamond map (Image 30). The map contains the visual
representation of the moments and steps. Nevertheless, the changes applied to the tool
during the iterative process had a direct repercussion on the visual aspect of the map. This
changes can be seen in more detail on appendix 2.

Because the amount of information that is necessary to provide to the users, each step
had its card with information on it. In addition to the step cards, and to prevent users not
to be overwhelmed by the amount of information in each step, it was decided to divide
the information into three types of cards that will go over the map: Steps, Hints and Tips.

Steps cards are the actions that are required by each step to continue with the moments
across the method (Image 31). In total, there are 12 steps and 14 steps cards (steps cards
#9 and #10 are duplicated). To support some of the steps, Hint cards were developed.
These cards provide extra information about steps that require it. For example, to define
the nature of the activity users must know the concepts behind Pine and Gilmore's matrix
-connectivity and participation-.

For this reason, alongside the step card for that moment, the users will find hint cards that
help them to define said concepts. Finally, Tips cards offer information about the method
in general and present critical ideas that the users are going to face across the map (Image
32). Ideas like Immersion and absorption, expressions and activities, the “dumb it down”
effect and the presence of technology are presented to help the users to reflect about the
method and the possibilities of having the different elements identified (foreign and local
elements, a universal theme, the nature of activities and the visitors’ types) by using the
tool.
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technology and perform the same activities.

Identify the potential activity/ expression
is not enough to establish the connection
between the local culture with foreign
culture. It is necessary to understand it.
This helps to elaborate a deeper
connection.

. wawsar  wawsar  awss

4
Defining the
Universal Theme

Think and write a statement that englobes
the universal theme. It could be like the
following (replace yellow):

“The theme that is shared
across cultures is (universal theme)”

By doing this, you will never loose the
connection  between  the foreign
expression/activity and the possible local
expression/activity.

10

Defining the
activity’s nature

Passive
+
Immersive

Passive
+
Absorptive

Active
+
Absorptive,

=

Image 31. Step cards.

5
Unveiling the
local context

Think and reflect about this:

In our local context, is there an
historical or contemporary activity
that adress this topic?

The universal themes are shared among
different cultures no matter the period of
time or geographical distance between
each other. If the activity and the
expression are related to one potential
theme, there is the possibility that in the
local context there is an activity and
expression that somehow address said
theme.

v -—ve

STEP
1
Developing
a proposal

Is possible to elaborate a statement about
the possible proposal for an exhibition
experience.

The statement could be like the following
(replacing what is highlighted in red):

“The experience related to the [foreign
expression], involved in the [foreign
activity], will be presented featuring
simillar characteristics from the [local

activity] that involves [local
expression]”.

The expressions, activities, their common
theme and their individual nature are
discovered and addressed.

aw sar waw »nf

aw rar

6
Reaching the
local answer

The following questions help us to
understand the local answer to the
universal theme.

Can you talk about the activity?

Is this activity important or was
important in the local context?

The discovery of activity and expression
that address the same theme presented in
the foreign culture allows understanding
the similarities and differences between
societies.

FINAL
12

VISITORS
and beyond

You were able to stablish a concept that
connects what is known in the local
context with something coming from a
different context and society.

Which visitors that will be more
related to be part of this experience based!
on their motivation?

Use the visitors
types’ cards
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HINT 4 HINT
o
for1&7 4¢ for9
Understanc!mg an ( Understanding
SR | the activity
_’:" gé;lnressfop c?gl be of two types: Think about the following:
angible or intangible.
| |
Tangible: Traditional  craftsmanship, What do’ peo;l)lletrem:ber,7hean S
artefacts, objects, buildings, places or e o s e
monuments.
| | Think also about the interactions
| between people and its surroundings,
Intangible: Performing arts, oral tradition, | dynamics and rituals.
social practice, ritual or festivity, :
knowledge or practice concerning | N & _____ EPReu! B iyt . a7 AN p
nature or universe.
. EEE T - | The characteristics of activity are from the
In some cases, an expression can be people’s perspectivity: What do they
tangible that describes something remember in terms °f_ _cognltlve a.nd
intangible. You can choose one type of it. sensonal_ pemory- Add|tlonal!y, during
For example, in a painting about a festivity, | | the ‘actlvny, there are actlohs and
you can choose to use the painting as the : experiences that are new or routinely for
tangible expression to explore or the the people in the context.
festivity represented as the intangible
expression to explore.
.

TIP

HINT
for 10
Define the
activity’s nature

Use the following questions:

HINT
for 11 #1
Developing
a proposal

Consider the following questions at the
moment of developing the proposal.

Do people’s actions affect the
surroundings during the activity?

Yes = Active / No = Passive

How easy is going to be the integration of
the foreign activity to the local activity and
viceversa?

People need to be physically in the
place where the activity is being done?

Yes = Immersive
No = Absorptive

I Is the transition between natures going to

require effort from the visitors?

Can you think of a type of technology that
could help the experience?

The definition of the activity’s nature helps
us to understand and categorize the overall
people’s experience of different activities in
terms of participation and connection.

=

The proposal is focused on the visitor’s
experience.  Around  this  experience,
considerations like the use of immersive
technology, a cohesive and understandable
narrative, dynamics and the effort that
visitors will have to put during the visit have
an important role.

HINT
for 11 #2
Developing
a proposal

Here are some following effects:

Accesible
Memorable
Emotional
Authentic
Unexpected
Personal
Impactful
Participatory/Share

Consider that the exhibition proposal will
have an effect before, during and after the
experience of it. We can focus on positive
positive effects around the experience.

These effects would be reinforced with
the level of immersion propose during the
experience.

1

About this
method

The Cross-Relevance Diamond is designed
to allow curators, exhibition designers and
makers, cultural institutions, museums,
embassy teams and people involved in
cultural exhibition experiences to explore
the possibility of establishing connections
between foreign socio-cultural
expressions and the people who are going
to visit exhibitions

These connections will allow visitors to see
the foreign expressions in a more familiar
way: By integrating characteristics of what
they know with elements of what they are
going to discover.

This familiarity could trigger visitors to
acknowledge relevance towards the
foreign expressions and, by extension,
towards the foreign culture presented.

2

Expressions and
activities

Keep asking, keep exploring.

The expressions and activities can be
understood when their purpose is
asked.

However, is good to explore with more
detail what is behind the obvious
reasons. People’s motivations,
community ideas and perceptions of
phenomenons according to societies
allow us to understand with more
depth the expressions and activities.

Look for characteristics of the
expressions on both sides. Why these
are special? Which characteristics are
interesting to explore?

3

Immersion and
absorption

It is important to remark the following:
Immersion is a process that doesn’t
necessarily is exclusive to new
technologies.

A good book with an amazing narrative
will achieve the same level of immersion
as a virtual environment, even that is an
absorptive experience. Imagination is a
powerful and pivotal ally at the moment
of elaborating experiences. Imagination
can be triggered by addressing the
visitors’ memory, interactions with
elements and experiences related to
what is known and new for the visitors.

For these reasons, steps 9, 10 and 11 are
oriented to tackle these factors.

5

Technology in
experiences

Technology is mean and not an end. We
are talking either low-tech or high- tech.

The use of technology should deliver a
more understandable message to the
visitors (Check step 11 and its hints).
Hence, the use of technology is good to
enhance the overall experience.

Nevertheless, it is necessary to seek a
proper integration of technology with
the exhibition’s concept.

You can think about these questions:

How you could use augmented reality
or virtual reality across the exhibition
and not only in one specific (isolated)
part? Is the experience will be increased
to take it into account?

4

“Dumb it down”
& respect

The idea of establishing an exhibition of
a foreign cultural expression that
integrates characteristics of local and/or
contemporary  expressions  allows
visitors to an easier understanding of
the exhibition’s experience.

That being said, this integration can be
considered as “dumbing it down” the
value of the foreign expressions. It is
always to keep in mind what is
important  about  the  foreign
expressions and activities.

By doing this, you are not only ensuring
an easy understanding of the foreign
culture but also respecting why these
expressions are important for that
culture and its people.

6

Connections for
relevance

By establishing what are the expressions/
activities, the shared theme, the nature of
these activities and who are the visitors,
we can see the big map.

All of these elements are dynamic and in
constant change depending on the
context.

With this, the visitors were able to
und; i foreign pressions and
activities.  Consequently, they can
potentially attribute a relevance factor to
the elements that are foreign-related.

The relevance leads to the idea of
importance on a personal level.
Relevance can only be developed by
visitors. For this reason, the overall
process focus on an integrated
experience of the foreign elements with
local elements.

Image 32. Hint and Tip cards.




3.3. Map and Cards: symbols

Foreign
Expression

Universal
Theme

Local
Expression

Visitor's
types

Nature of the
Activity

Image 33. Symbols across the map and cards.

Another aspect necessary for the tool was to highlight the route that users are going to take
through the map. This becomes important if the user is new to the tool. Besides enumerating
each one of the steps and their respective cards, the map presents three significant
guidelines: One from step 1 to step 7 (from moment 1 to 3); and two from step 1-9-10-11
and step 8 towards 11 (moment 4 to 5). The users need to be able to identify the steps that
help them to state the five primary elements that are required by the method: The foreign
and local elements/activities, the universal theme, the nature of the activities that lead to the
statement and the visitors' types. 5 symbols were developed to ensure easy identification of
the steps on the map and their cards, (Image 33).

Additionally, a colour gradient transition was included across the steps and their respective
cards: In the steps represented over the map, there is a diamond with the gradient. On the
steps cards, the same gradient is present as the card'’s outline, allowing a relation between
the cards and the steps (Image 34). The Hint cards that are related to specifics steps share
the same gradient with the steps cards. The Tips cards do not have a gradient, due to its role
on the method.
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APk

Defining the
activity’s nature

®®
®®

Check
HINT for 10

Check
TIP3

STEP 11

Developing
a proposal

10

Defining the
activity’s nature

Passive
+
Immersive

Active
+
Immersive

Passive
+
Absorptive,

Active
+
Absorptive,

Check
HINTS for 11
#1 & #2

Check
TIP 4

STEP
1
Developing
a proposal

Is possible to elaborate a statement about
the possible proposal for an exhibition
experience.

The statement could be like the following
(replacing what is highlighted in red):

HINT
for10
Define the
activity’s nature

Use the following questions:

Do people’s actions affect the
surroundings during the activity?

Yes = Active / No = Passive

People need to be physically in the
place where the activity is being done?

Yes = Immersive
No = Absorptive

The definition of the activity’s nature helps
us to understand and categorize the overall
people’s experience of different activities in
terms of participation and connection.

s

HINT
for 11 #1
Developing
a proposal

Consider the following questions at the
moment of developing the proposal.

How easy is going to be the integration of
the foreign activity to the local activity and
viceversa?

“The experience related to the [foreign
expression], involved in the [foreign
activity], will be presented featuring
simillar characteristics from the [local

activity] that involves [local
expression]”.

The expressions, activities, their common
theme and their individual nature are
discovered and addressed.

L 4

Is the transition between natures going to
require effort from the visitors?

could help the experience?

Can you think of a type of technology that |

The proposal is focused on the visitor's
experience.  Around  this  experience,
considerations like the use of immersive
technology, a cohesive and understandable
narrative, dynamics and the effort that
visitors will have to put during the visit have
an important role.

HINT
for 11 #2

Developing
a proposal

Here are some following effects:

Accesible
Memorable
Emotional
Authentic
Unexpected
Personal

Impactful

Participatory/Share

Consider that the exhibition proposal will
have an effect before, during and after the
experience of it. We can focus on positive
positive effects around the experience.

These effects would be reinforced with
the level of immersion propose during the
experience.

Image 34. Relation between steps and cards through gradients.




3.4. Representation of the
generalizations and visitors

To help users to define a universal theme, and understand the visitors' types; additional
cards were elaborated. For the case of the Universal themes, generalization concepts are
represented together with some statements related each one. The same principle goes to
the visitor's type (Image 35). The idea behind the combination between the representation
and the statement/explanation allows users the possibility of relating the symbolic
representation with the information present in the card: By repetition and constant use of
the tool, the users are going to be able to remember both the meanings, symbols and most
importantly, the method. This idea will also be affected by the user’s ability to remember the
steps and concepts behind the method; something explained in the following chapter: The
use of the method in the field.
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- PATTERNS -

Think about

Patterns

- Patterns have segments that are
repeated

- Patterns allow for prediction

« Patterns have an internal order

- Patterns may have symmetry

- Patterns are everywhere

- RESPECTFUL PILGRIM-

A visitor could be a:

Respectful Pilgrim

Their visit is related to a sense of duty or
obligation to honor the memory of those
represented at the institution.

Visitor type

- EXPLORATION - - ORDER -
P AN

.

)

'

.

.
Think about
inicabou Think about
Exploration
Order

- Exploration requires taking risks

- Exploration confronts “the unknown’
- Exploration may result in“new findings" +Order may allow for prediction

or the confirmation of ‘old - Order may communicate concepts
findings” - Order may have repeated patterns
- Exploration requires leadership (i.e, - Order may have elements of chaos
explorers)

- Order may be natural or constructed

Universal Question Help

- AFFINITY SEEKER -

®

Avisitor could be a:

Affinity seeker

Are visitor motivated to visit a particular
museum or exhibition becase it speaks to
their sense of heritage and/or Big “I"
identity or personhood.

Visitor type

Facilitator

The one who helps others to enjoy the
experience. Their visit is primarily focused
on enabling the learning and experience
of others in their accompanying social

- RELATIONSHIP -

o

Think about

Relationships

« Relationships can bring about change

+ Relationships can be simple or complex
+ Relationships may have positive and
negative effects

+ Relationships can be natural, forced, or

chosen
- Relationships are connections

- FACILITATOR -

Avisitor could be a:

Visitor type

- COMMUNITY -

Think about
Community

- Acommunity has members.
- Community members share a common
environment.

- Communities follow patterns of growth
and change when one community comes
in contact with another community,
change may occur.

- RECHARGER -

Avisitor could be a:

their religious/ spiritual beliefs.

Visitor type

They seek a contemplative, spiritual
andfor restorative  experience. The
Institution is like a refuge from the
work-a-day world or as a confirmation of

- POWER -

Think about

Power

- Power s the ability to influence
- Power may be used or abused

- Power is always present in some form

- Power may take many forms (chemical,
electrical, political, mechanical)

- Power may be used to facilitate,
dominate, or maintain the status quo

- EXPLORER -

Avisitor could be a:

learning.

Visitor type

Image 35. Generalization cards and visitor types cards.

Curiosity driven visitors with a generic
interest in the contents of the museum.
They expect to dinf something that will
grab their attention, curiosity and

- CONFLICT -

S
A\ ‘%ﬁ‘
i
[

Think about

Conflict

- Conflict is composed of opposing forces
- Conflict may be natural or man-made

- Conflict may be intentional or
unintentional

- Conflict may allow for synthesis and
change

[]

them to demonstrate this.

- EXPERIENCE SEEKER -

Avisitor could be a:

Experience seeker

The institution, place or exhibition is a
must-see destination. “Been there done
that” approach, because is important for

Visitor type

- FORCE -

- CHANGE -

Think about

Force

- Force attracts, holds, or repels
- Force influences or changes

Force and inertia are co-dependent

- Force may be countered with equal or
greater force

- PROFESSIONAL -
HOBBYIST

Avisitor could be a:

Professional/ hobbyis

The content is connected to their
professional or hobbyist passions. The
visit is motivated by a desire to satisfy a
specific content-related objective.

Visitor type

Think about
Change

- Change generates additional change.
- Change can be either ‘good” or “bad".
- Change s inevitable.

- Change s necessary for growth.
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Cycle 3_
Using the method: A
diamond in the field

4.1.The constant: The diversity between
Institutions.

4.2. Final approach: Versatility for each
Institution.

4.3.Understanding the processes and
insights from the sessions.
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4.1. The constant: The diversity between

Institutions

- -

Instituto
Cervantes

MUSEO
LARCO

Embajada del Pert The Pacific
en los Paises Bajos A"iance

) s i

Image 36. Institutions involved during the cycle 3 and implementation.

Initially, the Dutch local context was going to be the constant during the experiments.
However, during the process, other institutions from other parts of the world provided
with interesting opportunities for the implementation of the tool (Image 36). These
opportunities imply that the local element would be shifting according to each institution’s
context. In that sense, the tool will use socio-cultural expressions/ activities that are known
by the institution’s teams, and are considered part of the “Local culture”. It is important to
remark that are going to be contemporary expressions that can be considered standard
on a worldwide level. Nevertheless, this is accepted by the method, due to the idea behind
about “local”. The institutions that were involved in this cycle and the implementation of
the tool were the Cervantes institute in Utrecht; the Larco Museum (Museo Larco) in Lima,
Peru; a cultural manager from Peruvian Ministry of Culture (Ministerio de Cultura) and a
with the Peruvian Embassy in the Netherlands with members of the Pacific Alliance group.

Another thing to remark is the diversity of each institution and their teams. Each institution,
as explained previously, have their own goals and topics; hence, it is theorised that they
will use the tool accordingly to their own needs and projects. Each team has a different
number of people, with different backgrounds and perspectives towards the institutions
they are part of. Furthermore, this diversity in teams and institutions allows to think and
reflect about the processes they already know. That being said, the teams that presented
in the following sections across this chapter are small (around 3 to 4 people per team), but
with the knowledge and experience necessary to elaborate and propose exhibitions and,
for this project, to understand, analyse and use the C-RD.



4.2. Final approach: Versatility for
each institution

The final sessions present some different approaches to the use of the tool depending on
the institution. These approaches represent a good point for the overall project because
each institution represents a different cultural institution that develops exhibition related
to foreign cultures with different levels of knowledge towards local contemporary culture
(Image 37).

For the Cervantes Institute, a session with the C-RD for two different exhibitions was
proposed. The exhibitions’ topics were presented and analysed with the method. One of
them was an idea they had around coffee consumption, while the other one was about an
upcoming exhibition based on Johannes Torrentius and Luis Ventos.

For the Larco Museum, the tool was introduced to the early stage of conceptualisation for
atemporary exhibition about women in ancient Peru and modern Peru for the International
Women'’s day. In addition to this, a Cultural Manager from the Peruvian Ministry of Culture
analysed the tool and elaborated a potential list between public and private museums
interested in integrating the tool into their current practices.

Finally, a presentation for the Peruvian Embassy in the Netherlands and the members of
the Pacific Alliance group was proposed to integrate the tool with their current policies
and practices.
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Exhibition about diversity and purposes

Instituto
Cervantes N

> of drinking coffee and how to make

depending the country.

The myth about Johannes Torrentius:

Cervantes Team . :
Coffee consumption/ Torrentius

MUSEO

C-RD tool used in two scenarios:

3 the enigmatic/polemic figure and how

could transform a person as an icon.

International women'’s day exhibition:

s
LARCO —

Larco Team C-RD tool used
for upcoming exhibition

= Ancient peruvian women'’s role with
modern peruvian women'’s role

Potential integration of the tool with

-

A
a<

Embajada del Pera

/7
—
—_—

N\

= current practices at different Peruvian
museums.

Use of the tool as part of the procedures

en los Paises Bajos The.Pmiﬁc
: Alliance

C-RD as a tool for

Cultural manager - Ministry of Culture
practices and policies

Embassy team/ Pacific Alliance group

73 Image 37. Overview of the sessions.

> between embassies from the Pacific
Alliance with different cultural institutions.
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4.2.1. Session setup for the Cervantes Institute_

Due that the Cervantes Institute is a cultural institution and not a museum, different topics
set its exhibitions’ tone. The institute does not possess a collection of artefacts; however,
the collaboration with different entities, artists and organizations allows the institute to
host different exhibitions and also elaborate, propose and develop their exhibitions and
events.

The session consisted of two parts. The first part focused on the use of the C-RD with
an idea proposed by the Cervantes’ team members. The second part was related to an
upcoming exhibition (Image 38).

The first idea was elaborated based on their experiences as “Spanish people living in the
Netherlands” and with the cultural shock that is the consumption of coffee for a different
purpose than their own “leisure time”.

The upcoming exhibition was around the series of paintings made by Catalan artist Luis
Ventds inspired by the painting “Still life with Bridle” made by Dutch painter Johannes
Torrentius (Image 39). The C-RD tool was adapted to the two scenarios: For the first
part, the use of the C-RD focused on reaching a potential exhibition concept based on
coffee consumption, with an emphasis in how is consume in Spain and the Netherlands.
The second part focused on the use of the tool to understand the existing connections
between the exhibition’s potential visitors and the exhibition’s content.

After having using the tool, the members from the Cervantes team were asked to fill
a questionnaire (show in appendix 4). The questionnaire’s goal was to collect the
participant’s perception towards some aspects related to the tool and its use at the
moment of using the tool. At the same time, the questionnaire was going to show how
the use is compared with their current way of conceptualizing new exhibitions. The
aspects that were asked in the questionnaire were:

The method’s efficiency.

The applicability of the method’s outcome in their context.
The tool's clearness, with emphasis on the map.

The understanding of the tool’s goals.

Once the members filled the questionnaire, a conversation with the Cervantes team
occurred to talk about their opinions toward the tool and the method.
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Image 38. Part of the Cervantes team during the session.

4.2.1.1. Session development with the Cervantes Institute.

The Cervantes team did the session without significant difficulties. During the first part
of the session, one of the participants knew the tool and method, as he participated
during the iterative process. The other two persons were new to the method. The tool
presented as a tabletop game triggered the curiosity of the participants; they receive
a brief introduction about the tool and how to use it. The presence of a member with
experience with the tool was positive, as he was able to explain the tool with his own
words to the other participants. During the session, participants were very active in
analysing the cards and the map. Something important to remark is that they had some
difficulties at the beginning at the moment of assembly the map, which was divided into
four parts for mobility purposes. Aside from that early complication, the session went
without other difficulties.

During the first part, participants were enthusiast at the moment of describing their
experiences about coffee consumption in the Netherlands, how different it is from
their experiences in Spain and other parts of the world. After reflecting about their
different experiences in other countries, they conclude that they wanted to use “change”
and “community” as generalisations words for their universal theme: How different
communities change their consumption based on their habits. They proceed to elaborate
on the concept of an exhibition based on a coffeehouse experience. In that regard, they
ideate the idea of using elements from a typical coffeehouse combined with how the
coffee preparation in other parts of the world. Also, due to the scope of countries that
collaborate with the Cervantes Institute, they saw the possibility of contact Colombian
representatives due to their country’s history with coffee. With the concept defined, they
considered that the types of visitors that were going to enjoy this concept would be the
professional/hobbyist, explorers and affinity seekers. The first ones have a background
with coffee-related professions, the second ones are those who would discover new
experiences related to coffee, and the third ones are those who could relate to a specific
way of consuming coffee as part of their cultural identity.

For the second part, the participants, now with experience with the tool, decided to
use it in an upcoming exhibition. The Spanish painter Luis Ventds elaborate a series
of paintings inspired by the paint “Still life with Bridle” by the Dutch painter Johannes
Torrentius (Image 39). For this case, the team did not want it to use to elaborate a concept
about the exhibition but to discover which type of visitors would be more interested in
the exhibition and why. For this case, the tool was used not for the relation between the
local and foreign cultures, but instead used to focus on the relation between the visitors
and the elements that the exhibition was presenting.
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Image 39. Top: “Still life with bridle” by Johannes Torrentius.
Bottom: Example of Luis Ventos' interpretation/ homage.

That being said, the use of the tool started by mapping the different elements that are
known: the paintings. The team explored two points of view based on their perspectives
towards the exhibitions. The first one being the curiosity that some members of the
Cervantes team had about the original painter rather than the paint itself. The historical
records about Johannes Torrentius trigger this curiosity by depicting him as a polemic
and transgressive figure. The other approach was from the reason that the Spanish
painter had towards the Dutch painter: Admiration. Based on these two approaches, the
definition of visitors based on their motivations was done by the team. The professional/
hobbyist could relate towards both artists’ work; the explorer, related to the visitors
looking for the polemic and transgressive figure and the respectful pilgrim who goes to
the exhibition to admire Johannes Torrentius as Luis Ventds did.

A representation of the two uses of the C-RD are represented in images 40a-40b.
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Universal themes

- CHANGE - - COMMUNITY -

How different communities change their
consumption based on their habits.

I

Instituto
Cervantes

Coffee consumption
in the Netherlands

PROFESSIONAL

HOBBYIST @

A

AFFINITY SEEKER

EXPLORER

Coffee consumption in
Spain and other countries

@®®
O)C}

- Active and immersive -
Activity’s nature

@®
OJ[O)

- Active and immersive -
Activity’s nature

- Worldwide coffeehouse -
experience

Universal themes

- CURIOSITY -

- ADMIRATION -

Instituto
Cervantes

- EXPLORER -

@

JALALLIUE - RESPECTFUL-

PILGRIM

- Identified -

- Torrentius + Ventos -
Visitor's type

Exhibition

- PROFESSIONAL -

- Exhibition at Cervantes -

Images 40a-40b. C-RD diagrams: Left: Coffee consumption. Right: Torrentius exhibition.
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4.2.2. Session setup with the Larco Museum and cultural
managers_

The Larco Museum is a private museum located in Lima, Peru (Image 41). It focuses on
pre-Columbian civilizations, covering around 5000 years of Peruvian pre-Columbian
history [41]. The museum is among the most important museums in Latin America with a
presence in different exhibitions around the world. With a collection of 45,000 pieces in
their catalogue, they have a permanent collection and temporary exhibitions.

With the international women'’s day (march 8th) identified as an important day for the
museum, a temporary exhibition about the connection that could exist between ancient
roles performed by women in ancient Peru with women in contemporary professions
was proposed. To show this connection a selection of 13 pieces from the collection were
given to 13 Peruvian women with different professional backgrounds (i.e. an artist, an
anthropologist, an obstetrician, and engineer, to name a few). Each woman was asked to
elaborate a reflection about the possible connection between their profession and her
assigned piece (Image 42). In this scenario, the role of the C-RD is to identify possible
connections that the Larco team could suggest and how these connections could help the
team to identify connections across other pieces in the collection.

In addition to this approach with the Larco Museum, an interview with a cultural manager
from the Peruvian Ministry of culture was held to present the C-RD tool and method.
Based on this interview, the potential integration of the tool with current practices in other
Peruvian museums was proposed.

To present the tool in Peru and other parts of the world, a digital version of the tool was
made. This version has the purpose of presenting the map, the steps and the other cards,
alongside with an explanation about the tool's use (Image 43). The digital version can be
accessed through the following link: https://nagnil.wixsite.com/c-rd (only visible through
desktop computers at the moment of making this report).

Image 41.Larco Museum (Top-exterior; bottom-interior).
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MUSEO

MUSEO

LARCO

LARCO

4.2.2.1. Session development with the Larco Museum and
the cultural manager.

As it was explained, a digital version of the C-RD tool was elaborated to overcome the
distance problem. A video call with the team was held to explain the method’s concepts
and guide them through the session. For the proposed exhibition, the selected pieces
from ancient Peru fulfil the role of foreign elements. Following this, the Larco team was
able to acknowledge that each piece would be related to a different activity; however, by
using the method, the process would be the same. At the moment of reaching possible
universal themes for the pieces and activities, the team was able to make a personal
reflection based on one simple fact: they all are women. By understanding the meaning
of being local in a contemporary context, and intending to connect women across time
through the exhibition, they felt identified with the pieces and the idea of a contemporary
professional woman. With this, different keywords like strength, power, admiration, self-
discovery and curiosity were collected and transformed into ideas that the team integrate
with the following actions they were going to take further.

The team decided to deliver the pieces with some of the words to the collaborators to
orient the exhibition’s goal. The collaborators will have to reflect on their professional
backgrounds while considering the ideas/ words that arose from the team. Next, the
collaborators will have to make a second reflection about their activity as professionals
while considering the activity described by the pieces. By doing this, the two types of
connections between the foreign context and the local context arise. The first connection
by the identified words; the second by the reflection based on the activities that women
were performing in ancient Peru and what are being performed currently in contemporary
Peru (Image 44)

What is interesting in this process are the topics transformed into personal approaches
shared by a group of people with similar characteristics (professional women). In addition
to this, the team stated that this tool could not only be used by themselves, but also their
museum guides can benefit from understanding this method. With this idea in mind, it is
necessary to develop a manual and to consider the reality of different languages.

With the cultural manager, the method was presented and explained. Details about the
research conducted during the previous cycles were discussed. Thanks to her experience,
two significant scenarios where the tool could be applied were identified in public and
private museums.

Image 42. Examples of pieces given to the participants. Top: Jug depicting a female figure as a priestess
(200 b.c.- 600 a.c.). Bottom: Jug depicting a woman giving birth and aided by another woman (200 b.c.
- 600 a.c.). Source: Larco museum - Online collection. https://www.museolarco.org/catalogo/index.php
(in Spanish).
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Images 44. C-RD diagram from the session with Larco team.
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The first scenario is related to museums that possess a high number of pieces in their

collections (similar to Larco Museum). In this scenario, the presence of the method and
tool is not necessary to conduct or lead the development of exhibitions, but instead can be
used to organize and establish a classification that could be helpful for future developments
of exhibitions, becoming a tool guide for classification and data. The second scenario
is related to small museums or collections, where the tool could work as the centre of
exhibition development. In both scenarios, the method is perceived as helpful in terms
of organization and execution (Image 45). By acknowledging these two scenarios, four
museums across Peru were identified: The Chavin National Museum, the Sicdn National
Museum, the Museum of the Royal Tombs of Sipan and the Caral-Supe Archaeological
Project (Image 46).

C-RD as a tool for
practices and policies

In big museums the tool In small museums the tool
could work as a guide for could work as the centre of
classification and data. exhibition development.

Images 45. C-RD integration with practices at museums.






4.2.3. Peruvian Embassy and Pacific Alliance Presentation_

For the Peruvian embassy, the validation is different. Due to the similar nature of the
previous two, the use of the tool can be understood by using it through the development
of an exhibition. However, the nature of an embassy is different, affecting how they will use
the tool. As it was mentioned, for the embassy’s diplomatic team the development of an
exhibition relies on the negotiation with other organizations alongside collaborate with
Peruvian ministries.

As part of the Peruvian government’s agenda, during the years 2020-2021, governmental
and private organizations are preparing different activities to commemorate the bicentenary
of the Peruvian independence [42]. This also includes Peruvian embassies around the
world. The integration of the tool as part of the collaboration between different cultural
institutions with the Peruvian embassy becomes a possibility not only in the Netherlands
but also with other Peruvian embassies with their respective host countries.

The validation, in this case, relies on the desirability of the tool and how its versatility
allows the diplomatic team to integrate it with the plans that they have for the bicentenary.
Furthermore, the Peruvian diplomatic team foresaw that they could not also be benefited
by the tool in the local context, but also other diplomatic teams. Reaching embassies from
different countries can also validate the desirability and versatility of the tool.

Thanks to this idea, an official meeting at the Peruvian embassy with other diplomatic
teams is planned to present the tool. Due to practical reasons like language and current
relations with the Peruvian government, the meeting is going to be with the diplomatic
teams from the embassies of Chile, Colombia and Mexico. These countries, together with
Peru, constitute the Pacific Alliance, an economic, political and commercial integration
initiative in Latin America between.
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4.3. Understanding the processes and
insights from the sessions.

With the sessions focusing on the use of the tool as part of the conceptualization processes
in upcoming exhibitions and potential ideas for exhibitions, many insights were obtained.

The versatility of the tool was one of the best qualities that the method has. This versatility
allows the method to adapt accordingly to the different needs and concerns that each
team had. The tool also proved that this versatility allows it to fulfil different roles. As a
concept generator and as a tool to understand visitors in the Cervantes case; as a tool to
discover new perspectives for an exhibition with the Larco team; or as a method that can
be part of museums’ practices and procedures in international cooperation, based on the
analysis by the Peruvian Ministry of Culture and the Peruvian Embassy.

Second, the introduction of Universal themes as an element to consider while addressing
these diverse roles was something very appreciated by the different teams among
institutions. The idea of putting a theme that is generated by understanding the foreign
or local elements was something considered novel by the different teams even during
the iterative process on cycle 2. The presence of the universal themes is positive because
allows the exhibition’s content to connect with the visitors. This connection is done by
using topics that are given by the pieces based on studies done by research teams and not
just by the pieces’ physical characteristics.

Another pointthatthe tool shows to the teams was related to the relation between universal
themes and contemporary contexts. Societies change, and in the process, many different
elements that are part of the contextual experiences like technology, objects, the weather,
languages, and rituals, to name a few, also change. However, the purposes behind the
expressions’ existence are timeless. It is possible to say, based on the research in Cycle
1 and the sessions’ results, that while the identity of societies can be different, the topics
around these identities not. Moreover, while topics are visible or hidden depending on the
foreign and local societies, the tool helps to present and not lose them during the process.

Furthermore, thetool also allows curatorsto do notbecome biased by theirown experiences
with the expressions/ activities. Curators, due to their constant interactions with the pieces,
tend to develop a connection with these and, by looking the process presented in image
8, they develop their own attribution of relevance and meanings towards the pieces.
However, in reallity this is not actually towards the pieces, but rather to the experience. For
curators interacting with the pieces, the relevance and meaning sections of the process are
not necessarily related to the original activity in which the pieces were involved. Instead, it
is related to the curational activity context. That is the difference with Larco Team'’s session:
They were looking at the themes (words) by using their knowledge of the activities where
the pieces were involved, in their original context.



Same as the universal themes, the teams much appreciated the introduction of visitors
based on motivations as part of the method. By having this new type of classification,
the different teams saw an opportunity to expand their perspectives towards exhibitions,
but also how the pieces and the museum content, in general, is understood by visitors.
With this, the team felt more connected with the visitors, but also with their contemporary
culture.

It is essential to mention that with the introduction of this method and tool into these
different institutions, new challenges are going to arise. One of them is related to
language. By having a potential tool that can be used by different museums around the
world, considering the use of local languages is essential for speeding up the method’s
learning process, even though that the members of each team were able to understand
English. That resonates with the idea of developing a manual with more detail information
about the use of the method.

Another challenge is related to the physical tool. During the test with the Cervantes team,
the assembly was somehow confusing at the beginning. A way to guide the assembly
process could involve the shape of the pieces. Of course, this can be improved alongside
the information delivery to the tool's users.

Finally, with the idea of developing relevant exhibition experiences leads to a new question:
“How we can measure the relevance factor during the exhibition?” The cultural manager
addressed this question. That opens a new entire research chapter for the project in the
future. Due to the reality that every institution, with their own needs and concerns, will end
up having different exhibition experiences, the measure of relevance would be different
according to that the type of visitor they are addressing in the process.

With all that being said, the sessions were entertained and useful for the different teams
and their projects. The tool and method triggered curiosity at the beginning of each
session, and its purpose was easy to be understood. The resultant concept after the use of
the method was not only applicable for exhibition development, but also as a trigger and
inspiration for future exhibitions and organizational methods across the institutions.
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D.
Project

Conclusions

The following chapter will present the conclusions from the project. First, an approach
to the research questions formulated at the beggining of the project would be answerer,
follow it by the recommendations for the future steps with the tool. Additionally, insights
about the tool that goes beyond the project will be presented. Finally, a personal reflection
will be made about the project.
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5.1. The tool in the context, the method
in the field. Answering old questions.

One main research question supported by three different research question for each of
the realms were proposed at the first steps of this project. These questions define the
steps for this project. After five months of a research process across different fields, an
iterative process in the context and the use of a physical and digital tool in project across
the institutions, it is possible to go back to these questions and answer them.

The first question answered is the one from the Visitors realm. This question was related
to the establishment of relevant connections in the context of exhibitions about different
socio-cultural contexts. Relevant connections are phenomena that occur as a two-step
process. The first step is related to the familiarity of the experience in the exhibition. This
familiarity is going to be triggered by the elements that visitors can recognize as elements
of their local experiences. Using this as an opportunity, the elements and activities that are
goingto be exhibit across differentinstitutions can merge with this familiar experiences. The
second step is about the relevance attributed to the exhibition experience by the visitors
and the possible meaning that they are going to give it to it. That cannot be controlled by
the institutions, because this process is exclusive for the visitors. Nevertheless, institutions
can perform some series of actions to ensure that visitors will be able to connect with the
foreign elements through the familiarity factor (what they know). This lead to the second
question’s answer.

The second question, related to institutions, was oriented to the possible alignment
between the exhibition’s content and relevant experiences. As mentioned, the familiarity
is pivotal to achieve relevance. However, how familiarity can exist in an exhibition about
unknown elements from a different society? This question was answered through the
discovery of two phenomena: Universal themes and activities.

As it was discovered during the first cycle and later confirmed by institutions during the
following cycles, the presence of universal themes represented an inflexion point for the
project. The universality of specific topics across space and time represents the first link to
establish the desired connections. That is something perceived during the Larco session:
Even when the geographical factor was the same (Peru), the difference between periods
was decisive for the exhibition. Themes connect societies, and their presence is essential
for looking back into different socio-cultural contexts.

The activities in each context can be understood through two perspectives, from a memory
perspective, related to people’s cognition and senses; or from an objective perspective,
where their actions and presence are intrinsically related to their context’s environment.
That relates directly to the technology realm'’s question. The question, in particular, refers
to immersive technologies and their use across relevant experiences.



How, by identifying the elements that could help to develop exhibition experiences,
foreign socio-cultural expressions can be considered “relevant” to the people
visiting exhibitions about these?

How can visitors establish relevant connections and
identify these while visiting and experiencing an
exhibition about a culture different than their own?

How can institutions align the elements of an exhibition
with relevant experiences to the visitors?

relevant experiences in visitors while experiencing an

How can immersive technologies be used to address
exhibition of foreign socio-cultural expressions?

It was necessary to see immersion as a process to understand it. By expanding the research
done through the first cycle, a cyclical process that people go through every time they
were in an immersive experience appeared. This immersive cycle allows people to feel that
they were part of the immersive experience. In this process, the identification of the nature
of these experiences was significant due to its practical use in exhibition experiences:
By performing this identification in foreign and local activities, the exhibition experience
can shift between the different natures of these. Thanks to this action, the exhibition
experience could be perceived as a familiar experience at some moments by the visitors,
and a completely new experience in other moments. This phenomenon represented the
second link for the desired connection.

An interesting aspect concluded from this approach is that the use of immersive
technologies, for this project, was not for practical purposes. The project was not looking
to develop relevant exhibitions in institutions, but rather, allow curators and cultural
institutions teams to acknowledge the different elements that are involved in relevant
exhibition experiences. For this reason, the use of immersive technologies was through
their theoretical foundations. The different institutions that were in contact with the method
during the final sessions supported this approach. With each institution having different
goals, needs, concerns and capabilities, their exhibition ideas will have a different use
of immersive technology. Following this logic, there could be a possible situation where
the exhibition will not necessarily employ any different type of immersive technology as
we know them nowadays. However, this does not mean that the exhibition could not be
immersive. There are examples of low-tech situations where people can feel immersed
in an experience, like reading a book. Consequently, the exhibition’s narrative becomes
an essential factor for both the exhibition developers and the visitors that are going to
experience it.

Finally, looking back to the main research question, the identification of these different
elements, alongside the visitor's motivations, allow exhibition developers and cultural
institutions to understand the following: Expressions, no matter their origin, can change
because what connects us, as individuals and as members of different societies across
time and space, are the search for answers to the questions that define us as humans. Both
questions and answers are formulated and shaped by our environments, realities, involving
our hopes and fears as individuals and communities in the process. We cannot see the use
of artefacts from 2000 years ago in our contemporary context, but we can understand
how these artefacts were involved in topics like love, fear, connect with the divine, express
power, understand weather phenomena back then. This understanding is because we are
dealing with these topics today, the same topics our ancestors were dealing back in their
time, and very possibly the same topics future generations will have to deal.
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5.2. Recommendations for the future.

The tool and method still have an exciting journey ahead, and based on the feedback
collected, new opportunities appear for the future.

The resultant tool can still be improved. There is space to develop a more transparent tool,
but without losing its identity as a tabletop game. This transparency relates to the use and
concepts from the tool and method are going to reach its users. That also applies practical
aspects, such as the tool’s assembly and graphical elements present in it.

The presence of a digital version of the tool, which was initially conceived as an experiment
for introducing the method to potential users, turns out to be a vital element during the
project. In the near future, it is possible to start enhancing the original version of the digital
platform, in order to be more interactive, engaging and useful to its user. The opportunity
that the digital version brings is also related to accessibility. A multi-language interactive
platform can be proposed based on the possibility of collaborating not only with Dutch,
English, Spanish speaker’s teams but also with other institutions from other parts of the
world.

Finally, is the idea of measure relevance. As it was hinted during the sessions, the idea of
starting to develop “relevant exhibition experiences” lead to the question of “How we can
measure the relevance in an exhibition?”. As explained, different factors are present at the
moment of trying to measure this. These different factors are required to be understood in
advance to be able to reach a measuring method. This opportunity represents an entirely
new chapter for the idea of relevance exhibition experiences, that could be interesting to
pursue in the future.

These points become more critical by looking the reach of the project: In the upcoming
months, there are different meetings with the collaborating institutions to keep developing
concepts, exhibitions and presentations around the opportunities they saw with the tool.

In Leiden, the introduction of the universal themes was considered novel for the team. The
idea of using it as a classification system for their current permanent collection felt that
they could bring a more valuable understanding of the artefacts in the collection. That also
presents new ways of showing the artefacts to the visitors. In that regard, the possibility of
reclassifying around 35,000 pieces from their central and south American collection brings
an excellent opportunity to explore the boundaries of the tool.

That resonates with the idea that was conceived by the Larco team during its session.
By acknowledging themes for specific exhibitions, the team will be able to start relating
different pieces by their topics. That action will give the Larco Museum data about the
topics unveiled by the curators and the visitors based on its collection. This would led them
to ideate new exhibitions and projects related to their 45,000 pieces in their collection.

At Cervantes Institute, the team is eager to use the tool in different exhibitions, proved
during its session. For this reason, some important dates have been map for the use of
the tool, is the next project the one related to the Spanish Language Day (Dia del Idioma
espanol) on April 23rd.

In Peru, during the upcoming months, the tool will be presented, study, and adapted to the
identified museums during the session with the cultural manager. In the same line, the tool
application as part of the Bicentenary project is an opportunity not only for the method
improvement but also for the development of guidelines and practices for embassies
around the world.



5.3. Beyond the project.

During the second and third cycles, the tool and the method were in the field and being
in contact with people with different backgrounds. During the interactions with the tool,
the people saw the tool not only as a way to elaborate on exhibitions experiences but
also for other potential applications. Additionally, the tool could be used in design-related
practices.

A curious idea came up from a Spanish professor at the Cervantes institute: “By using the
connection between the foreign and the local contexts with the idea of teaching Spanish
to Dutch speakers, | can understand how both languages addressed certain topics. With
that, easing the process of explaining the similarities and the differences between the two
languages can be achieved”. Of course, this approach would need to readapt to tool to
be adequate to the idea of linguistics, but the fact that people can see how they can use it
means that they can own the method.

The idea around the tool's versatility represents an excellent opportunity to understand the
possible uses that the tool has. Furthermore, by combining this opportunity with the idea
of measuring an exhibition’s relevance factor, the project could become more prominent.
By developing a system around relevance which covers not only the development of
an exhibition but also has the possibility of gathering useful data for future exhibition
experiences, the system could help developers and curators to interact with situations that
go beyond exhibitions.

The process that the method employs could not only be used for situations related to
cultural institutions. The original premise of the method is to establish a connection among
different societies, no matter space and time between them. In the sessions, the cultural
institutions were establishing connections between contemporary societies with other
contemporary societies or before. Is possible to say that, with the tool, users were looking
around them or looking back. However, the method can be used to look forward into the
future. By using the same principles in the method, speculation about future expressions
made by future societies can be achieved. Of course, that opens another research
challenge to understanding the tool limits with this use.
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5.4. Celebrating the similarities of the
differences: Reflexions from the project.

Embassy of Us:

Finding and delivering
relevance

At the beginning of the project, | was very ambitious with my ideas around the project. It
was necessary to narrow this ambition so the project could be manageable to do it in five
months. During these months, the research, interviews, feedback and the results during the
iterative process and the sessions reignited the ambition. However, this time was different.
In the beginning, | was thinking about the possible outcome of the project. The steps that
lead me to this point made me think about the real applications for the project. | did not
expectto embark in a project which involved different teams, interact with different people
across two continents and thinking about future steps of my ongoing professional life as a
designer and researcher.

Working with different institutions was a challenging experience. Various factors affected
meetings and decisions from the institutions’ side and mine. In these situations, | learned
(and confirm) the necessity of elaborate different plans for any unexpected situation. | had
to act fast, create opportunity windows and establish connections to not lose momentum.
| feel proud of this journey because thanks to all mentioned, | become more confident
about what | am capable to do when | really believe in something.

| can summarize the project with the following phrase: “Celebrating the similarities of the
differences”. As mentioned, what defines us as humans is this search and understanding
of what is around us, subjectively and objectively. The expressions that we create across
time and space are the proof that we were, we are and we will, in this constant process
of search and understanding; therefore, these are what represents us. Nevertheless,
nowadays, we focus more on the expressions that we forgot these are part of a bigger
answer formulated by our societies. | think the method can help us to reflect about us
beyond the expressions. To go beyond our expressions (differences) and understand why
these exist (the similarities).

This way of thinking could be the reason why this project is called "Embassy of Us” because
the project aims to represent each other’ realities across different contexts. In the end,
there is plenty of work to do in this field, and the project’'s outcome showcase this. We
will find many more universal themes, and even more activities were different expressions
are part of. However, that is okay, because that it is an example of one quality of people:
Adaptability, just as the Cross-Relevance Diamond.
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