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Executive summary

This master’s thesis presents an innovative approach to enhancing the visitor experience at the
STRAAT Museum in Amsterdam, a unique institution dedicated to the display and preservation
of street art. The project addresses three primary objectives: improving visitor engagement

with street art, catering to the preferences of the museum'’s target audience, and fostering

an immersive, memorable museum experience. This work aims to redefine how street art is
appreciated within a museum setting, recognizing the unique challenges posed by translating an
urban art form into an indoor space without losing its cultural resonance and immediacy.

Street art, traditionally encountered spontaneously in urban environments, often resonates
deeply with viewers due to its immediate and public nature. However, when moved into a
museum context, street art risks losing the context and accessibility that define its essence.

The STRAAT Museum, with its expansive space and commitment to street art, provides a rare
opportunity to explore solutions for bridging this gap and increasing public connection to the
artworks on display. The proposed redesign focuses on engaging the museum’s “explorer”
audience—a visitor group identified by their curiosity and desire for discovery—through an
interactive and multi-sensory experience that aligns with their preferences for novelty and hands-
on engagement.

Using the Relevance by Play framework, encompassing the phases of Trigger, Engage,
Consolidate, and Relate, this project developed two distinct experience concepts: In the Shoes
of a Street Artist and Echoes of the Streets. The research process included detailed literature
reviews, visitor studies, and interactive design sessions to identify ways to align visitor
engagement with STRAAT’s mission and the characteristics of the street art medium.

The resulting concepts offer visitors a choice between personal creation and sensory
immersion. In the Shoes of a Street Artist allows visitors to reinterpret existing artworks through
a guided customization process, encouraging deeper understanding by comparing their versions
with the originals. Echoes of the Streets, in contrast, enhances exploration through the pairing of
artworks with symbolic artefacts, sounds, and narratives, encouraging visitors to connect more
deeply with each piece’s thematic elements. Even though both concepts aim to transform the
passive museum visit into an active journey of discovery and connection, Echoes of the Streets
was selected as the preferred concept based on extensive evaluations and feedback from the
museum’s “explorer” audience. Explorers responded more positively to this approach due to its
focus on multisensory immersion and personal storytelling, which resonates with their desire for
deep, reflective engagement.
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Early evaluations and user feedback highlight the potential of these concepts to make STRAAT
a leading example of street art curation, balancing exploration, personalization, and cultural
relevance. Limitations include logistical challenges in integrating digital elements within
STRAAT's large, open space. Future recommendations focus on refining interactive elements
based on further visitor feedback and exploring ways to extend the experience digitally beyond
the museum visit. Limitations include logistical challenges in integrating digital elements within
STRAAT's large, open space. Future recommendations focus on refining interactive elements
based on further visitor feedback and exploring ways to extend the experience digitally beyond
the museum visit.

In conclusion, this thesis provides a meaningful approach to engaging visitors with street art in
a museum context. By centring on interactive experiences, In the Shoes of a Street Artist and
Echoes of the Streets advance STRAAT Museum'’s goal of fostering appreciation for street art
while redefining the role of museums as dynamic, inclusive cultural hubs.

Keywords:
Museum experience, street art, interactive design, visitor engagement
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Preface

This thesis presents a project that explores how the visitor experience at STRAAT Museum in
Amsterdam could be enhanced, with a specific focus on improving an aspect of the visitor journey.
STRAAT is known for its vast collection of street art, offering a unique perspective on urban
creativity within a museum setting. Inspired by its innovative approach, | set out to investigate
ways in which the visitor’'s interaction with the artworks could be deepened, aiming to offer an
alternative method for experiencing art in this distinctive environment.

It is important to clarify that this project was conducted independently and without formal
collaboration with STRAAT Museum. Despite this, the project remained driven by a desire to explore
new possibilities for engaging museum-goers with art. | have drawn on research, observations, and
creative thinking to propose a concept that aligns with STRAAT's spirit, though it was developed
without direct input from the museum.

I hope this thesis contributes to the broader discussion of how art institutions can continually evolve
the visitor experience, particularly through interactive and immersive approaches. By focusing on
the STRAAT Museum context, | aim to demonstrate how such innovations can reshape the way
people connect with art, even outside of traditional gallery settings.
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1.1. Introduction to the Project

Inrecentyears, artinstitutions have seen a substantial shiftin how they engage with theiraudiences.
Traditional methods of displaying artworks arranged neatly in succession, accompanied by brief
descriptions or audio guides, have often fostered only a superficial engagement. Critics like
John Ruskin and Vittorio Sgarbi have pointed out that this approach risks creating a fleeting
encounter with the artwork, potentially limiting the viewer’s capacity for deeper contemplation
and understanding.

In response, some museums have started to experiment with immersive and non-traditional ways
of presenting art, aiming to resonate with an evolving audience that values memorable experiences
over passive observation. This shift aligns with a broader cultural movement towards experience-
centered interactions, where art spaces become places for personal exploration, reflection, and
learning.

One institution at the forefront of this change is Amsterdam’s Straatmuseum, located in the
NDSM district, an area known for its creative and industrial heritage. Straatmuseum presents an
unconventional approach to displaying urban art, showcasing large-scale murals and installations
created by street artists working onsite. Set within a former warehouse, the museum allows
visitors to experience street art within an environment that preserves the raw, authentic qualities
of the medium. Through this approach, Straatmuseum attracts a wide range of visitors, including
those who may not consider themselves art experts but are drawn to the chance for discovery and
connection within an interactive and inspiring space.

As | explore in this report, museums like Straatmuseum are reimagining how art can be
experienced, particularly for “explorer” visitors, a category described by researcher John H. Falk.
Explorers are motivated by curiosity and autonomy, seeking out novelty and opportunities for
independent learning. My project is dedicated to enhancing the value and perception of street art
for these explorers, addressing their needs for both independence and meaningful engagement.
The following chapters will investigate how museum experiences can evolve to meet these needs,
creating pathways for deeper reflection and connection within a world of dynamic urban art.

1.2. Evolution of museums and effects on
art museums

Over the past few decades, museums have undergone an inevitable revolution primarily driven by
the changing habits and needs of their audience (Kotler & Kotler, 1998; Pennings, 2015). In a society
which seems to enhance leisure and entertainment (Pennings, 2015), museums are gradually
offering new solutions that allow them to attract and engage new visitors and at the same time
to maintain their function of cultural hubs, where knowledge is formed and shared. Their role is
thus shifting from being “collection-centred” [fig. 1] to “community-centred” [2] (Vermeeren et al.,
2018), where visitor are no longer passive observers but active participants who engage in the
creation of meaning alongside the institution itself (Falk, 2006; Abercrombie and Longhurst 1998).
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Fig. 2: Vincent on Friday Event (Van Gogh Museum, 2024)
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In the case of art museums, this transition is helping to counter the traditional way artworks have
always been displayed. They used to enable static one-way feed of information (Pagotto,2022),
allowing visitors to freely roam the space (sometimes through a path) and to admire various
paintings often shown side by side. While this approach is advantageous for both museums and
visitors, as it maximizes space utilization (Hillier et al., 2016) and gives the opportunity to observe
a greater quantity of artworks, it has been challenged by many art critics such as Arthur Danto and
John Ruskin. They define the action of visitors as “mere glance” and of little significance to the
understanding and contemplation of the work (Danto, 1981; Merril, 1992). Their claim is supported
by studies made on the average time that visitors spend on an artwork, estimated at less than 30
seconds (Smith, 2001). To address this issue, art museums are introducing new solutions that
allow visitors to experience art in a more immersive way. For examples the Slow Art Day, a global
initiative aimed at rediscovering the benefits of art through slow contemplation (Failla, 2016), and
the Van Gogh Museum’s proposal to dedicate an entire floor to interactive installations related to
the painting “The Potato Eaters” (Bailey, 2021). Though, the most common solutions introduced
in the museal field are the so-called “museum experiences”, able to engage groups and individuals
bringing them closer to the art (Vermeeren et al., 2018).

1.3. Call to action

The level of innovation and originality in the initiatives undertaken by museums in the Netherlands
has sparked the curiosity of the author and led him to design a new experience that can help visitors
better understand the exhibited art. Simultaneously, the project has the objective of increasing the
perceived value of art museum as a cultural hub.

1.4. Context and target of the reseacrh

There is no intent in creating an experience suitable for everyone or for a specific demographic
target. Instead, the research will focus on the “explorers”, a segmentation of museum visitors
identified by John H. Falk (2006) [4]. Falk identified the segmentation on the basis of visitor's main
drivers. Explorers are driven by curiosity and are inclined to explore collections and museums in
search of novelty, even if they may not be experts in the field being presented.

The choice of the target audience went hand in hand with the selection of the museum, the
STRAAT Museum in Amsterdam [3]. The STRAAT was selected due to both the uniqueness
of the art displayed and its location, which were considered essential requirements to attract
many “explorers.” The museum allows visitors to explore the controversial world of street art, a
movement quite different from those exhibited in the main museums of Amsterdam but closely
linked to the Dutch capital, where it developed during the 1980s (Boerdam, 2006). At the same
time, the museum is located in a site away from the historic centre, outside the usual museum
circuit of the city, and thus considered more niche for tourists [5].
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1.5. Research question and method

This thesis addresses the following research question: “How can a museum experience engage
‘explorer’ visitors of the STRAAT Museum with the topic of street art in a way that is appealing to
them and considers their needs?”. To answer this question, the service design methods and the
“double diamond” approach are employed. In a first phase, both context and user research are
performed to scope down a focus. In the subsequent phase, a prototype version of the experience
is developed, iterated and finally validated together with the target users.
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Context Research
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2.1. Literature review on museum
experience

2.1.1. Rise of interactive experiences in museums

The concept of “new museology” refers not only to the introduction of theoretical
perspectives into museum studies but also to the broader transformations within the museum
world (Ross, 2004). An important revolution became evident during the 1970s, a period marked by
significant institutional self-examination (Ross, 2004). It established in the 1980s as neoliberalism
began to consolidate its influence over economic and political life. During this time, publicly funded
museums faced pressure to appeal to a broader audience (Robertson, 2011; Stallabrass, 2004;
Wu, 2003; Yudice, 2004), leading them to reshape aesthetic experience into dynamic, entertaining,
interactive,immersive, and participatory events (Pennings, 2015) - inaugurating what led to modern
museum experiences as they are known today.

Foster (2011) believed that museum became cultural experience centres, moving from museums
“of interpretation” to ones “of experience”. Vermeeren et al. (2018), on the other hand, referred
to this phenomenon as a transition from a collection-centred to a community-centred approach.
Museums mission evolved from preserving and provisioning access to objects, to prioritizing
meaningful engagement with collections and providing rewarding learning experiences for the
public. [fig. 6 & 7] (Vermeeren et al. 2018; Fiorillo, 2022).

In science and technology museums, for instance, new solutions like interactive panels and games
encourage visitors to interact directly and indirectly with exhibit content, to experiment theories,
and to personalize their visit, making it both meaningful and memorable (Pennings, 2015).
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Art museums have also changed, moving away from a purely didactic use of collections to focusing
more on attracting new visitors through blockbuster exhibitions, biennials, and the display of
celebrity artists as brands (Huppatz, 2008). They started expanding their repertoire to include
entertainment activities and events traditionally outside the realm of art, such as jazz nights, wine
tastings, and festival-type events [2] (Foster, 2011). Now, with the advent of modern technology,
these institutions bring individuals closer to art by offering personal and resonant experiences
that attract, engage and leave a lasting impact in visitors [9] (Pennings, 2015).

This evolution represents a significant shift in the way museums operate with their audiences.
Visitors are no longer passive recipients of information; instead, they play an active role in
a participatory approach aimed at building strong communities [8] (Vermeeren et al., 2018).
However, Stylianou-Lambert (2010) believes that an active role does not necessarily equate to
powerful: a visitor-centred perspective may ensure a physically active audience, but it does not
always guarantee critical reflection.

Nowadays, the popularity of museum experience underscores the importance of creating creative,
immersive, and contemplative environments. However, the deep connections fostered between
visitors and collections should aim to ultimately enhancing the cultural and educational value of
museums in contemporary society, taking the utmost care to define the appropriate roles and
tasks of both audience and museum.

2.1.2. Definition and features of experience

Having addressed the transition happened in the museum world, clarification on the concept of
“experience” must be made, starting from the general term used in user-centric design.
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In their research about product experience, Hekkert and Schifferstein (2008) defined experience
as generated by the interaction between an artefact and the user. Locher et al. (2010) investigated
the influencing factors, and determined personality traits, skills and personal values as the most
impacting ones together with the circumstances in which the product was used. Desmet and
Hekkert (2007) further deconstruct the complexity of those subjective experiences into three
simultaneous levels: aesthetic impression (aesthetic experience), personal interpretation in terms
of use and cultural significance (experience of meaning), and emotions elicited by the design
based on personal needs and concerns (emotional experience).

In interaction design, where the term “user experience” is frequently employed, leading researcher
and designer Marc Hassenzahl described an experience as a narrative emerging from a person'’s
interaction with their world through action (Hassenzahl, 2010). Just like the findings of Locher et
al. on product experience, also Law et al. (2009) claimed the strong dependency between user
experiences and social, physical, and activity contexts.

Coming to museum literature, after that the term “experience” has been utilized for visitor's
connection with an object and then for interactive exhibits, now it defines the two-way dialogues
that are facilitated by the museum through user interactions and participation (Vermeeren et al.,
2018). Hassenzahi calls it a story emerging from a peoples’ dialogue with their world through
action. (Hassenzahl 2010). Nonetheless, museum experiences still share similarities with product
and interaction design’s user experience. User experiences in museums are subjective, as individual
characteristics significantly influence how experiences are perceived. These experiences are
dynamic and continuously evolve during interactions (Hassenzahl, 2010). Hassenzahi supports
this thesis by stating that the relationship between actions and needs (or motives, values) “colours
the experiences and sets their emotional tone”. (Hassenzahl, 2010).

Considering museum experience as subjective, many researchers started analysing how to target
audience and many models were created. John H. Falk (2006) advances the theory that museum
visitors’ identities, motivations, and learning are intricately intertwined, with identity influencing
motivations. In his work “An Identity-Centred Approach to Understanding Museum Learning”, he
asserts that what visitors consider important about their visit often directly relates to their initial
motivations for attending the museum (Falk, 2006). Based on their motivations, Falk identifies five
distinct visitor identities:

« Explorers: visitors driven by curiosity with a general interest in the museum'’s content, seeking
something that will capture their attention and stimulate learning;

«  Facilitators: socially motivated visitors who focus on enabling the experience and learning of
others in their group;

*  Professional/Hobbyists: visitors with a strong connection between the museum content and
their professional or hobbyist interests, motivated by specific content-related objectives;

« Experience Seekers: visitors who view the museum as a significant destination, deriving
satisfaction from having visited;

* Rechargers: visitors seeking a contemplative, spiritual, or restorative experience, viewing the
museum as a refuge from daily life or a confirmation of their beliefs.

This selection tool is believed to be one of the most critic and useful for experience design, as it
allows to understand whether visitors do or do not see value in a museum visit regardless of the
content displayed (Falk, 2011).
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Despite the evolutionary trends on museum side, it seems that visitors demand has remained
quite unchanged during time. A study performed in 1987 by the Art institute of Chicago shows
that visitors sought more contextual information, particularly wanting to understand why an
artwork was considered valuable and important for the museum (Samis and Michaelson, 2017).
Vermeeren et al. (2018) believe these findings are far from different compared to what appeals
visitors nowadays. Even Falk (2016) argues that the fundamental desires of museum visitors—
to engage, learn, and connect with exhibits—have remained consistent with historical visitor
expectations. What has changed is the variety and complexity of forms by which museums can
follow up on these expectations. (Vermeeren et al., 2018)

A significant role is played by new technologies and digital media, nowadays more present like
never before (Kidd 2011; Kidd, 2014). Technologies facilitate the creation of dynamic, narrative-
rich interactions that are not only engaging but also deeply memorable for the visitors (Badalotti
et al., 2011). Novel trajectories have been created which involve using digital interactive media to
either create a dialogical engagement or to broad and diversify the audience (Vermeeren, 2018)
(Calvi & Vermeeren, 2023).

However, technologies and their implementation can pose barriers and difficulties to the visitor’s
activities within the experience (Calvi & Vermeeren, 2023). Nevertheless, the choice over the
technology should be taken into account before introducing it in the context of museum, where
people of different ages, backgrounds and skillsets interact with the content displayed.

For addressing museum experiences, designers have developed frameworks that cater to the
nuanced needs of diverse audiences.

Various visitor-centred approaches focus on understanding visitor needs, motivations, and
behaviours (Marandino & lanelli, 2012; Tal et al., 2014). Visitor-centred models, like the one
presented by Candido Velasco (2022), rely on a flexible structure since educators adjust their
mediation practices to the interests and knowledge of the audience (Hayward & Hart, 2015;
Johnson et al., 2019; Martin et al., 2016). They are thought to ensures high visitor satisfaction and
engagement by tailoring experiences to meet visitor expectations (Falk & Dierking, 2013; Shaby et
al., 2019; Tal et al., 2014).

Another dominant framework is the Storytelling Approach, which is used because of its ability
to trigger emotions, to help create meaning and to evoke memories in people (Calvi et al., 2022).
According to museum specialist Leslie Bedford (2001), storytelling is ideal for the realization
of a “constructivist museum”, an “environment where visitors of all ages and backgrounds are
encouraged to create their own meaning and find the intersection between the familiar and the
unknown, where genuine learning occurs” ( Calvi et al., 2022).

Among these and many other approaches, the “Relevance by Play” framework proposed by
Vermeeren and Calvi (2019) stands out not only for its comprehensive approach to visitor needs

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums 23



but also for its understanding of the visitor’s journey through various stages. In recent literature
on museums, the term “relevance” is frequently highlighted as a critical concept for ensuring that
a museum is meaningful to its visitors (Nielsen, 2015; Simon, 2016). Nielsen (2015) emphasizes
that the development of relevant experiences is essential in every aspect of the museum’s
work. The framework utilizes “elements of play” and “meaning-making” to generate relevance
in visitors, which means to ensure that museum visits are both educational but also emotionally
and intellectually rewarding (Vermeeren and Calvi, 2019). “Elements of play” involve enjoyable
activities that stimulate exploration and discovery, crucial for making the learning process fun
and memorable (Nielsen, 2015). Meaning-making refers to the ways in which information and
experiences are structured so that they resonate personally with visitors, facilitating deeper
understanding and retention (Nielsen, 2015). Together, these elements are integrated in 4 different
phases of the museum journey:

Trigger: visitor’s interest and curiosity are initiated through an intriguing promise that captures
their attention and motivates them to explore further.

Engage: visitors interact with the museum content in a meaningful way, utilizing interactive or
immersive elements that deepen their involvement and understanding of the exhibits.
Consolidate: this stage focuses on reinforcing the learning and experiences gained during the
engagement phase, helping visitors solidify their understanding and retain the information
they have gathered.

Relate: visitors are encouraged to connect their new knowledge or experiences with their own
lives or broader contexts, making the museum experience personally relevant and memorable.

This phased approach ensures that each stage of the museum experience is thoughtfully
designed to provide value and stimulate interest, ensuring that visitors find personal relevance and
connection with the exhibits. The use of “Relevance by Play” framework might allow not only the
creation of a comprehensive experience that considers needs and behaviours of specific museum
audience segmentation, but also to make the experience more concrete and enjoyable for the
visitor in the different stages of the experience, allowing to extend it prior and after the museum
visit.

Consolidate
relevance through
memoaories & repeat visits

Relate

to museum

Trigger Engage

to visit museum activity in activity

—~ o ~ " Visitor:

Visitor:

i S S : . ' Consolidated view

( Visitor: ) Visitor: ( Starts realizing relevance
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of activity ) 3 of activity Y s \_.  ofmuseum
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Fig. 10: Framework Design for Relevance by Play (Veremeeren & Calvi, 2019)
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Struggles of integrated approaches in museum
experience design

In their paper “Digitally enriched museum experiences — what technology can do”, Calvi and
Vermeeren (2023) reported the interviews they made with various design agencies in The
Netherlands: DOOR, Fabrique, Kiss the Frog, Northernlight, IJsfontein and Tinker Imagineers.

Their words raise awareness on the difficulties in creating an integrated approach for designing
experiences. Kiss the Frog designers highlighted the incompatibility between the way design
projects are normally setup and designing for before and after. Moreover, they stated the
difficulties in triggering visitors beforehand to become immersed in a story. The reasons were in
their opinion attributed to both the visitors and museums: before going to museums, visitors are
mainly interested in the practical issues related to the visit. In addition, they are not very likely to
learn before or after a visit (Kiss the Frog). Museums, on the other hand, are competing fiercely
with a multitude of other things that people might want to do (Northernlight). For this reason,
current beforehand museum experiences mostly focus on providing practical information or
marketing (IN10, Kiss the Frog, Fabrique). After the visit, museums often focus on extending the
experience, for example by collecting visitors’ email addresses to be able to extend to an after
experience (IN10), or by providing souvenirs, which can be either digital (pictures with museum
items) or physical (Kiss the Frog).

However, the agencies believe it is possible to give a flavour of the experience beforehand,
especially by using social networks and websites (IN10, Kiss the Frog) and artefacts like posters
(IN10). While, for the post experience, they think that making experiences emotionally involving,
so that they are implanted in memory, is considered a powerful tool to extend them in time beyond
the real visit.
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2.2. Street Art

2.2.1. Introduction to Street Art

Broadly defined, street art refers to a wide range of urban interventions, incorporating various
aesthetic forms such as illegal graffiti name tags, commissioned murals, posters, paste-ups,
and defacement of public monuments (Blanché, 2015). These forms of street art are created to
engage intentionally with the public, characterized by their performative, site-specific, temporary,
and participatory nature (Blanché, 2015).

Street art is a way for humans to shape their environment, creating signs that affect how they
connect with their surroundings. The city environment doesn’t just serve practical needs; it
contributes to individual identity, behaviour, memory, and overall well-being (Awad, 2022; Irvine,
2012). Because of its vulnerability, street art is often temporary. However, its impact comes from
its ability to deliver powerful, easily recognizable messages quickly (Irvine, 2012) [fig. 11 and 12].

Initially, street art was rooted in anti-institutional ideology and often linked to social activism and
the creation of new cultural narratives (Maric, 2017). This artistic expression deliberately ignored
academic theory, grounding itself in everyday reality through the use of simple and figurative
forms (Anika, 2013). Today, street art has become a respected part of contemporary art and visual
culture, captivating both enthusiasts and the general public (Essak, 2014).

7 0

Fig. 11: Street art by Alessio-B honoring Napoli's football legend, Diego Fig. 12: Street Art by Click, accompanied by tags of different Street Artists.
Armando Maradona. Naples, 2023. Paris 2024
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2.2.2. History of Street Art

Humans have been making marks on walls and surfaces throughout history (Donald, 1991). The
word “graffiti” comes from the Greek word “ypdagetv,” meaning to inscribe. This term originally
described ancient drawings and writings on walls and temples, such as those on Pharaonic and
Roman remains (Wactawek, 2011).

However, contemporary graffiti refers to the style of writing and name tagging by spray cans [fig.
13] that emerged in New York’s underground subculture in the 1970s (Schacter, 2013; MacDowall,
2014). Graffiti writers tagged walls and trains with their unique signatures or logos, creating a
competitive scene for recognition. The more difficult the tag’s location, like trains or subway
railcars, the higher the writer’s reputation. Graffiti was also part of the hip-hop subculture, serving
as another form of expression (Powers, 1996).

Over time, graffiti evolved into more elaborate artistic visuals, communicating political and social
messages to a broader audience. This shift has changed graffiti's image from vandalism to a
respected form of artistic and political expression [fig. 14]. Street artists are now seen as assets
in urban branding, contributing to the desirability of areas and sometimes leading to gentrification
(Stevenson, 2013) [fig. 15].

To distinguish modern street art from traditional graffiti, some scholars use the term “post-graffiti”
(Reinecke, 2007). This is not used to imply that underground graffiti and tagging are something
of the past. It highlights the new street art form, which sits between art and commerce, and often
involves artists who started in the graffiti scene (DeNotto, 2014).

In current street art, attention must be raised on the influence of Mexican Muralism. This
movement began in Mexico with artists commissioned by governments to paint propaganda on
public surfaces, making their work visible to the population (Vitiello, 2024). Mexican muralists such
as Diego Rivera, José Clemente Orozco, and David Alfaro Siqueiros achieved fame in the United
States. Through their exhibitions, artists like Jackson Pollock and Jacob Lawrence demonstrated
the muralists’ influence on American street art and public murals (Haskell et al., 2020).

Nowadays, street artists are often called to paint murals for the community, usually during festivals
or with the goal of requalifying urban areas. Murals represent one of the most important facets
that embody the identity, traditions, and practices of a country, and they usually reflect the spirit
and aspirations of the specific community (Ho, 2010). This is the opposite of graffiti, where the
artist takes over the public surface and makes it his or her canvas.

2.2.3. Street Art in Amsterdam

Graffiti began to appear in Amsterdam in the late 1970s when punk bands started tagging their
names on walls (Pone, 2008), making Amsterdam the first European city to adopt this form of
expression (Randal, 2010). Like in New York, graffitiin Amsterdam was mostly done by young men
seeking thrill, excitement, and the status of having their names seen around the city (Korf, 1983)
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Fig. 13:

Graffiti in the
streets of Milan’s
neighborhood
Quarto Oggiaro.
Milan, 2013

Fig. 14:
Figurative Street
Art representing
videogame
characters.
Gent, 2023

Fig. 15:
Mural celebrating

Moroccan culture.

Taroudant, 2023.

The documentary “Kroonjuwelen - Hard Times, Good Times, Better Times” (Boerdam, 2006) reveals
that street art emerged in Amsterdam in the 1980s as some graffiti writers evolved their style into
more imagery-based concepts, using stencils to create figures on walls. During this decade, the
United Street Artists (U.S.A.) collective was formed, marking the first time graffiti practitioners in
the city identified as street artists (Boerdam, 2006).

Amsterdam became Europe’s graffiti and street art capital during this period, thanks to the
formation of groups like U.S.A. and the rise of the punk movement, which flourished due to the
city’s liberal regulations at the time (van Loon, 2014; Randal, 2010). Since then, the Netherlands
has nurtured a robust street art culture, with many internationally renowned graffiti and street
artists (Boerdam, 2006) [16 & 17].

Today, it is increasingly difficult for street art to emerge in the Dutch capital, particularly in the city
centre, where the government has strictly prohibited graffiti and street art (Di Giacomo, 2017).
However, areas like the Nederlandsche Dok en Scheepsbouw Maatschappij, known as NDSM
Wharf, a former shipyard being redeveloped into an urban area with housing, creative companies,
offices, education, and leisure (Gemeente Amsterdam, 2017b), have more relaxed rules. As a
result, this area has become a hotspot for graffiti and street art, forming what is known as “Halls
of Fame” (van Loon, 2014).

Fig. 16 and 17: Street Art in Amsterdam’s neighborhood NDSM. Amsterdam 2024
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2.2.4. Street Art today: legitimization and its relationship
with art and the public

Although graffiti and street art began as illegal and underground practices, they have long been
present as legal artworks in museums, galleries, and art fairs (Cascardo, 2012; Irvine, 2012;
Shapiro & Heinich, 2013).

Street artists have transitioned from anonymous individuals to recognized art stars who create
commissioned murals and museum installations (Irvine, 2012). Street art has moved from a
peripheral to a central position in visual arts (Neto, 2011). According to Shapiro and Heinich (2013),
the institutionalization of street art reflects its refined techniques and broader socio-demographic
reach. The art world’s absorption of street art coincides with its social elevation and aesthetic
appreciation (Shapiro and Heinich, 2013). Silva (2015) adds that the recognition of street art’s
aesthetic value legitimizes it as an art form.

The first exhibition of street art in an art institution occurred in the 1980s, featuring artists like
Jean Michel Basquiat in a contemporary art gallery in New York (Basquiat, 2017). However, the
U.S. took longer to include street art in contemporary art history, with the first significant exhibition
at the Museum of Contemporary Art, Los Angeles, in 2011 (MOCA, 2011).

The art market'’s interest in street art reflects its increasing financial value, making it a lucrative
investment (Silva, 2015). Experienced art buyers now include street art in their collections. Unlike
traditional art markets, street artists rely less on galleries, using the internet and social media to
promote and sell their work (Courier, 2014).

Amsterdam'’s art institutions continue to show interest in street art, with specialized galleries
and frequent exhibitions in contemporary art venues (Snelders, 2012). The establishment of
the STRAAT Museum by Street Art Today consecrates the growing institutional recognition and
preservation of street art (Di Giacomo, 2017).
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The identity of Street Art

The essence of street art lies in its immediacy and accessibility. Its contemplation differs from
that of other forms of modern art in terms of transmitting the message: street art is typically
encountered spontaneously within public spaces and time to admire such art is often lacking. For
this reason, it uses different references that can quickly capture the attention of viewers and at the
same time rendering powerful meanings (Irvine, 2012).

Moreover, street art is often ephemeral, subject to overpainting or removal, which adds a layer
of urgency and transience to its existence. This fleeting nature contributes to its raw, authentic
energy, making it a potent and immediate form of cultural expression that resonates uniquely with
the public (Ture & Ture, 2021).

Another strong feature lays in the intrinsic connection with the public canvas on which it resides. It
often prompts viewers to engage with social or political messages in the context of the environment
in which it is situated, fostering a direct and visceral connection to the surrounding community.
The location can be inspirational to the artist or become an integral part of the work’s meaning
(Ture & Ture, 2021).

Street art

Vergankelijke kunst in de openbare Art in public space that has the
ruimte die zich in vele gedaanten street as its main source of
voordoet en waarbij de straten de inspiration. It comes in all shapes
voornaamste bron van inspiratie zijn. and sizes, is ephemeral in nature
Aan de hand van makkelijk te and is usually produced with the aim
begrijpen boodschappen proberen of engaging with a wide audience
street artists met hun werk een through easily intelligible messages.

breed publiek aan te spreken.

Fig. 18: Statement on Steet Art at STRAAT, 2024
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2.3. STRAAT Museum

2.3.1. Introduction to STRAAT

The STRAAT Museum is an institution dedicated to celebrating and preserving street art, standing
as a testament to the evolution and legitimization of this art form. It was established in 2020 by
Street Art Today, a foundation which goal is to make street art recognized and respected just like
other art movements. The museum allows visitors to appreciate street art in a formal setting and
at the same time it provides artists with a platform to showcase their work on a grand scale (Di
Giacomo, 2017).

It is housed in a former shipyard in the NDSM Wharf, an area located in the north of Amsterdam
known for its creative and cultural vibrancy. This setting provides a fitting backdrop for the
museum, as the NDSM Wharf has long been a hub for artists in Amsterdam. The museum itself
occupies a massive warehouse, allowing for the display of large-scale murals and installations
that reflect the grandeur and impact of street art in its natural urban. Di Giacomo, 2017).

The museum’s collection features work from both established and emerging street artists from
around the world (STRAAT). These pieces range from traditional graffiti and murals to more
contemporary forms of street art, reflecting the diversity and evolution of the genre. The exhibitions
are designed to be immersive, offering visitors a deep dive into the techniques, messages, and
cultural significance of street art.

2.3.2. Space arrangement and art displayed

As previously mentioned, the interpretation of Street Art is very broad and difficult to be defined
in detail. They knew it very well the founders of STRAAT when they ideated the museum. Some
museums that display street art, in fact, do it by uprooting part of the wall and exhibiting it in their
collection. This method is not particularly appreciated by artists, as many of them have openly
stated. The art displayed by STRAAT is made by street artists directly on site. Although many of
these pieces are made on canvas, the dimensions and style used, along with the environment in
which they are placed, successfully recreate the concept of street art. The collection also features
other installations, some of which even use urban elements, such as a van hunting from the ceiling.

These large canvases and installations are perfectly showcased within the vast structure that
serves as the stage for STRAAT. The artworks cover the entire surface, even at high elevations.
Given the size and vast spaces, it is very easy to spot distant works which can be reached from
any point without walls or obstructions. This design gives the impression of being in an unlimited
space, allowing visitors to move freely and observe what they like, just as in a public space. The
configuration of the museum also gives visitors a lot of freedom to explore but recommends a
clockwise tour to help them with orientation. This is facilitated by the arrangement of the spaces,
as many works form a kind of long “wall” in the centre of the museum, dividing it into two large
corridors that delineate the direction to take. Although, visitors can freely pass through and explore
the other side.
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Fig. 19, 20, 21 and 22:
Exterior and interior
pictures of STRAAT

SwEsim.
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Unlike other museums in the Dutch capital, at STRAAT the freedom and relaxation of exploration
is facilitated by the usually not so excessive number of visitors. This is partly due to its location,
which makes it less accessible to the masses of tourists who often flock to museums in the city
centre. According to a review on CN Traveller magazine and website written by Jennifer Ceaser,
most visitors of STRAAT tend to be young adults attracted by the characteristic NDSM area and
the contemporary themes of the exhibitions. Also, with free admission for children under 12, the
museum is attractive to families, although young children are often missed (Ceaser, N.D.).

According to museum employees, when the museum started, the exhibition was divided into five
themes: personal, abstract, aesthetic, grounded, and conscious. This has changed, but indeed
there are still some themes that visitors can connect with when walking through the museum.
In a clockwise direction starting from the bottom left, the current four themes are: Post-graffiti
and Abstract [24], Storytelling (also defined as location-inspired) [25], Social themes and Activism
[26], Cultural heritage of Central and South America [27]. Moreover, the collection is continuously
updated and changed, adding dynamism to the museum and offering new content that can attract
visitors multiple times a year. However, the employees state that the arrangement is not yet final,
as the museum is exploring the best way to display the art.

2.3.3. Relationship with Street Artists

3 Street Artists that collaborated with STRAAT were interviewed, with the goal of learning how
their creative process was established and in which contexts they placed their art. The interviews
were designed to know more of both general artworks and the one exposed in STRAAT museum.
Interesting insights came out.

First, none of the artists live exclusively by painting street art. One stated that “few are the lucky
ones that can afford it". Nowadays, street artists sell their works to galleries and private clients
and some of them also have other business, for example in tattoo shops or skateboard design
production. Occasionally, they are called for collaborating in projects, events or festivals. Those
are the main occasions where they can express their art. Some of them still like to paint in the
streets and regret the good old days where street art was considered an artistic demonstration of
rebellion and freedom in public streets.

Two artists raised concerns about what message the museum can actually convey in relation
to street art. On the one hand, there are those who believe that the essence of street art is lost
in a museum, as it belongs to the urban context in which it originates. On the other, some do not
recognise the founding principles of street art in some of the works on display. However, both
emphasised the importance of STRAAT in helping to ensure that street art is recognised as a
legitimate art form in the eyes of the general public. According to them, if managed correctly,
this project could bring resources and visibility to the sector, which deserves more attention and
appreciation. Despite questioning whether visitors should pay for viewing art that usually stays on
public walls, they agree on the importance, for both visitors and artists, of a museum that elevates
the concept of street art and makes it accessible to the general public.

In the case of the interviewed artists, they were not commissioned by STRAAT, which however

offered room and board as well as the materials. They were asked to come with an idea and were
able to paint it on big canvas inside the museum. The theme was based on their choice. For some
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Fig. 23: Initial configuration of the museum
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Fig. 24, 25, 26 and 27: examples for each category. From top left: Abstract and Post-Graffiti, Social Problems, Storytelling and Cultural heritage
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of the interviewed, this made a difference compared to painting on public walls as the context was
initially missing. To assess this issue, two artists dedicate their canvas on a theme of their choice,
while another one took the context of NDSM for its artwork.

When talking about street art in general, they all highlighted the duty of the artist in paying respect
to the context in which art is painted (city, neighbourhood, streets) and represent it in the best way.
Sometimes the thematic of the context intertwines with the message and the story that the artist
wants to narrate. In their opinion, this is what makes the art tangible and spectacular together with
the skills of the artist.

Other issues that arise from the interviews were the reasons that brought artists to choose defined
subjects. In fact, they all agreed on the importance of the point of view of the viewer and the art
that would be placed next to theirs. Without knowing those factors, they opted for a safer choice.
The comparison with other artworks and the personal desire of standing out are also, for the
interviewed, the reasons why many artists prefer to show their skills and create perfectly drawn
art rather than concentrate on a thematic or a message.

To conclude, all the artists agreed on the role of STRAAT in legitimating street art and make it
accessible for the broader audience. However, they feel that at first sight many artworks miss a
context behind it. Contextual themes are, together with the story and interpretation of the artists,
the strongest values that contributes to the success of street art.

2.3.4. STRAAT's choice and combination with explorers

The STRAAT museum was chosen for this project due to its unique exhibition style, setting it apart
from other museums in the Netherlands and internationally. Despite being a young institution,
having opened in 2020, it has already established a strong identity as both an art museum and a
cultural hub. Its recent founding also presents several project opportunities that can be explored.

Alongside the selection of the museum, the choice of target audience was also key. STRAAT’s
distinctive art style and its location, set apart from other museums, attract visitors with a sense of
adventure and a desire for novelty. Following the audience typology created by Falk, these visitors
fall under the category of “Explorers”"—individuals primarily motivated by curiosity and an intrinsic
interest in learning. For Explorers, the appeal lies in the process of discovery and engaging with
diverse topics, making them well-suited to STRAAT’s environment.

To engage its visitors, STRAAT offers a range of activities throughout the week. Guided tours [28]
and educational workshops [30] enhance the weekend experience, while live painting sessions
on specific days allow visitors to watch artists in action [31]. Throughout the week, visitors can
also access free audio guides for select artworks, join in on treasure hunts designed for children,
and interact with various installations [29]. Insightful labels next to each piece provide additional
context, making the experience enriching without overwhelming.

Interestingly, Explorers seem to place higher value on opportunities for self-guided discovery over
organized workshops and live events (Falk, 2006). With this in mind, the combination of STRAAT's
offerings and its Explorer audience provides a compelling basis for a design project focused on
enhancing the independent exploration experience.
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Fig. 28: Guided tour offered by STRAAT during weekends

Fig. 29: interactive installment at the end of the visit
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Fig. 30: Workshops offered by STRAAT (STRAAT, ND)

Fig. 31: Street Artist painting inside the museum (STRAAT,2024)

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums 37



%
)
£
o
a
<
=}
3
iS4
+
0
e
3
bl
a

Activities

Experience curve

Visit at the STRAAT Museum through

Customer Journey Map

See full Customer Journey Map in the appendix.

10 MINS

Discovering the
museum

o STAAAT

Social
networks

Touristic
forums &
websites

Unusual museums in Amsterdam

Kknow abouthe Rksmuseun,te Ann Frank Houso and the Van Gogh

Scrolling social networks

looking for information online

Interesting! It looks
different from the
other art museums!

/

/
/

What if it only displays huge
modern art and uses street
art only to attract visitors?

Moments

of Truth

30-50 MINS

Travelling to the
area

8 3 9/ Cycling
Centraal Station the museum area

Driving to destination Parking

Il giveita try
anyway, it's not even
that expensive

N

It's a mess here

J /

We took the wrong
ferry

X

we'll walk then

TRIGGER
10 MINS

Reaching the
museum area

Neighbour
hood

Quickly
exploring the
neighbourhood

Admiring
external
murals

Going to the
bar next to
the museum

| didn't expect
murals outside
the museum
but it makes
sense!

Wow the
neighbourhoo
dis very
suggestive!

@

Ashort break
before walking

5-7 MINS

Entering the
museum

Flyer with
prices

Going to the

Checking (I

prices and
offers

Ordering
tickets
Leaving stuff in

the lockers

We are in!

Nonetheless it's
weird to pay for—
watching street

Ifit was
weekend we
could have
had a tour

Federico Villa - Msc Strategic Product Design - Master Thesis

ENGAGE

60-90 mins

Visiting (first 3 "areas" of the museum)

Downloading

and trying

audioguide

Nice! Afree

An

guide!

Exploring
exhibition
with
history of
street art

Viewing
abstract art

Wow it's huge
and full of art

The history is

Try the different installations/ exhibitions
Exploring story telling and
activism areas

Exploring arts and their descriptions

Everything here

/“')/\\dntiremng is astonishing
> % ! .o

After | checked it, I don't
think if | would use it

~ Iwish I could know a
bit more about the
murals though.
This all seems
@ repetitive and |
struggle to find a

I'm a bit
tired

CONSOLIDATE

20-30 MINS

Break at the
caffe

Snacks and
drinks

Snack break
Relaxing/chatting Checking what to do
next

Reflecting on the museum

Let's see what to
do next

ENGAGE

CONSOLIDATE

30 MINS 20 MINS

Finish visiting
(last area)

Projection
installation

Trying final
exhibition
with
projected
murals

Passing
from the
shop

Visiting another
part of the
neighbourhood

Visiting cultural
heritage area

Taking a break
at the caffe

wow these
murals are so
impactful

the caffe
outside looks
so nice, |
should go
there

Nice shop but
| would have
loved to see

O e
The last exhibition is ‘

a bit disappointing,
it seems just

@/

Leaving the
museum

RELATE

7+ DAYS

days later

Leaving for the

Thinking about what learnt in straat when noticing
next destination

street art in the streets

| hope to see
other suggestive
street art in the

streets now

Now let's go see
something totally
different

wellyesit's a very
nice museum but |
wish | could have

Now | see street
art | think about
straat museum

An

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums




Fig. 34, 35 and 36:

Compared to other museums Interors of Urban Nation

Museum (Graft, n.d.)

In Europe there are various examples of museums displaying Street art. Many of them, however,
feature various forms of modern and contemporary art, including in their collection only few iconic
street artists, like Banksy and Keith Haring. It's the example of MOCCO, located in the centre
of Amsterdam (Ceaser, N.D.). A valid example can be found in the Urban Nation of Berlin. Like
STRAAT, It has played a central role in legitimizing street art. Its efforts have also contributed
to the revitalization of the nearby neighbourhoods in Berlin, demonstrating the transformative
power of art in urban environments. In addition, the fact that it is free of charges resonate with the
concept of street art available for the public. With a mix of indoor spaces where different forms
of urban art are shown, and gigantic exterior murals, the Urban Nation fosters a dialogue between
street art and a gallery setting. (Urban Nation).

On the contrary, STRAAT excels in giving visitors an authentic street art experience right in its
natural setting (STRAAT). It uses its huge, raw spaces to showcase large-scale murals and
installations that truly capture the essence and size of street art, maintaining the gritty, urban feel
that is integral to its identity.

Thanks to the information directly provided by STRAAT and after comparing them with other
museums which display street art, the following positioning statement has been created: “STRAAT
aims to connect general public with the street art movement. They do this by showcasing some of
the biggest and upcoming talents from all over the world and revealing the stories behind the art
that would be untold within the streets, to educate visitors and provide them with a refreshed pair
of eyes for looking at their surroundings.”

Fig. 33 and 34: Art displayed at MOCCO museum, 2022
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Chapter 03

User Research
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3.1. Methodology

After assessing the context, the next phase of the project focused on conducting user research to
gain deeper insights into how “explorers” perceive both the museum and street art. The objective
was to collect both qualitative and quantitative data, which could then be analysed and compared
to identify potential opportunities for STRAAT to enhance the visitor experience. Additionally, the
research aimed to define the key requirements that any proposed solutions would need to meet.

Initially, a form was developed to gather knowledge on how explorers perceive a visit in a street
art museum. This form was also used as a filter for Falk’s categories. In fact, the first question
asked respondents about their motivations for visiting a street art museum, offering five answers
corresponding to Falk's model of visitor identities. To ensure the question related specifically to
STRAAT and not other street art museums, it was accompanied by pictures of the murals on
display. [picture of the question]. The second question inquired about what visitors expected to
see in the museum. Finally, respondents were asked how they typically discover museums before
visiting and what items they are most eager to search in a museum shop. The form was distributed
in Italy, the author's home country, and the Netherlands, where the project was conducted. These
countries were selected to ensure access to a broad range of participants across different age
groups, interests, and backgrounds.

Afterwards, a second form was sent to gather participants for semi structured interviews. Just like
the previous one, respondents were asked what motivation would push them to visit the street art
museum. However, only an English version was created and spread in the TU Delft and personal
network of the researcher, through museum related group chats. The interviews had the objective
of retrieving more detailed insights about explorers’ journeys in museums and their perception on
STRAAT. Each session lasted 45 minutes and followed a three-stage format:

a. Virtual Tour: Participants were first given access to a virtual tour of the museum, created
by photographer Alphons Nieuwenhuis, and were encouraged to voice their thoughts and
impressions as they explored the exhibition. The layout of the tour differed slightly from the
museum'’s current arrangement.

b. Reflection on Previous Remarkable Museum Visits: Later, they were asked to reflect on a
past museum visit and record key moments and elements chronologically, using a provided
timeline. This was followed by a 12-minute discussion, allowing participants to elaborate on
their experiences.

c. lIdeal Visit to a Street Art Museum: In the final stage, participants were had to describe what
an ideal visit to a street art museum would entail. As before, they were provided with materials
and a timeline to guide their reflection.

All of them were recorded, and their transcripts were later analysed by the researcher, who
sought to confirm these findings through the experiences of individuals who had already visited
the museum. A comparison was made after conducting three additional 15-minute interviews
with 3 people who recently visited the museum and that were found via personal contacts. The
interviews were conducted in a more informal manner, where participants were asked to narrate
their experiences and share their memories of the art and the museum in general.
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3.2. Results

78 responses were received from a diverse group of participants, covering a range of ages and
nationalities. Among them, 49 expressed that their primary motivation for visiting a museum
like STRAAT was a curiosity-driven desire to discover something new, suggesting that most
visitors might be categorized as explorers, although further data would be necessary for a
more comprehensive hypothesis. Expanding on these potential explorer motivations, the survey
highlighted that participants were particularly curious about aspects such as techniques used in
street art (12 responses), the reasoning behind the artwork’s location (7), and differences between
street art and other forms of art (4). As with interviews, understanding the meaning behind the
works (10) and learning about the artist's experiences (8) emerged as significant interests.
Regarding sources that influenced their decision to visit, websites (31) and social networks (22)
were the most prominent, followed by recommendations from friends or acquaintances (19). In
terms of museum shop purchases, books (5) and postcards (9) were popular.

[See the survey questions and results in the appendix]

The Interview Results, involving 10 participants from eight nationalities, revealed varied preferences
across age groups, with eight aged 20-30 and two over 60.

The interviews aimed to identify the key factors that contribute to an enjoyable and meaningful
visit for explorers while also understanding their perceptions of both the museum and street art.
Across the three stages, several key themes emerged.

During the virtual tour, most participants were pleasantly surprised by the content, with eight
out of ten describing the tour as something new and unexpected compared to other museums
they had visited. While many appreciated the visual appeal of the artworks, there was some
uncertainty about whether the pieces truly represented street art. Some demonstrated how the
experience challenged their preconceived notions [quote 1]. However, participants also expressed
difficulty in interpreting the meaning behind the artworks. Although the museum website provided
descriptions, only three participants chose to use them [2].

The lack of a cohesive theme further reduced their motivation to seek additional information.
These insights underscored the importance of offering clearer, more accessible explanations or
interactive elements to help visitors better connect with the artworks.

When reflecting on their past museum experiences, participants chose different types of museum.
The causes that brought them to go to the specific museum were different and not linked to a
specific desire rather than sense of exploration. One visited the museum because he couldn’t
purchase the ticket for another museum, others because they were on holiday. However, what
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seemed to unite all the museum experiences was the overall perception of the experience and
surprise that hit them when they entered. Some participants frequently recalled how immersive
and interactive environments had the strongest impact. One participant fondly remembered
an exhibit featuring a large forest and aquarium [3] while another participant reflected on the
significance of historical context [4]. These examples illustrated how participants valued exhibits
that allowed them to engage physically with their surroundings, creating a deeper connection to
the museum’s content. One participant also mentioned how a thoughtful blend of modern and
historical elements helped them engage with art [5]. These immersive and interactive elements
were often the key drivers in creating memorable and emotionally engaging museum experiences.
Regarding the end of the visit, almost all of them expressed interest in the museum shop at the
end of the visit, even though most of them didn’t look for anything in specific. Participants said
that they would follow the museum on channels like newsletter or social media only if they use
them and in the case the content is considered very appealing. Only 3 participants outlined an
ongoing relationship with the museum, with them visiting the museum for more than once. Those
explained that they like to do it because the museum offers different exhibitions and it's quite
close and reachable from where they live. The other participants discovered the museum while
travelling and explained that had less chances to visit it again in the near future.

“The first thing | saw at this science museum was a

huge forest with an aquarium. You could walk around
it, climbing stairs along the forest.”

“Seeing the ancient walls and walking through
them felt like traveling through history."

“I liked how the museum blended modern and
historical elements. It helped me contextualize the art,

even though I went there by chance.”

These immersive and interactive elements were often the key drivers in creating memorable and
emotionally engaging museum experiences. Regarding the end of the visit, almost all of them
expressed interest in the museum shop at the end of the visit, even though most of them didn't
look for anything in specific. Participants said that they would follow the museum on channels
like newsletter or social media only if they use them and in the case the content is considered
very appealing. Only 3 participants outlined an ongoing relationship with the museum, with them
visiting the museum for more than once. Those explained that they like to do it because the
museum offers different exhibitions and it's quite close and reachable from where they live. The
other participants discovered the museum while travelling and explained that had less chances to
visit it again in the near future.

When envisioning their ideal experience at STRAAT, participants emphasized the need for more
information about the artworks and their contexts. Nine out of ten participants expressed a
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desire for deeper interaction with the meaning behind the art and the artist’s intentions. They
also proposed that allowing visitors to contribute their own interpretations could lead to a more
reflective and engaging experience. Participants highlighted the importance of interactive, hands-
on activities, recalling previous positive experiences with such elements [6,7]. These insights
showed that participants desired a dynamic and interactive experience, where they could actively
engage with the art and learn through doing.

“My favourite memory was this interactive game with
glass and lights. There was another game where you
dropped a coin to learn about physics.”

“We had a tablet as scanner that reacted when
we approached a certain areaq, it reacted, creating
interactive moments where you learned about the art.”

The short Interviews conducted with recent STRAAT Visitors confirmed the desire for more
detailed information about the artists and artworks [8] Despite 2 interviewees went there because
they wanted to ne inspired by the art, they reported difficulties in remembering specific pieces
from the museum, except for a few that had made a strong impression [9]. The museum’s physical
layout, which evokes the feeling of experiencing street art directly, was appreciated by all [10].

“If you already know the topic or the context, it is
different compared to go blind“

“I can't remember if | looked it up before or dfter the
visit, but | was struck by the Red Light District theme
depicted in one of the works."

“I definitely remember the building where the museum
was set, it was unusual”

[See the full insight from the interviws in the appendix]]
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3.3. Conclusions

STRAAT Museum is perceived as offering a fresh and unexpected experience compared to other
museums, with most participants being pleasantly surprised by the content. However, despite its
visual appeal, several visitors expressed uncertainty about whether the artworks truly represented
street art, finding it difficult to interpret their meanings. Although the museum provides descriptions,
few participants used them, attributing this to a lack of a cohesive theme that reduced their
motivation to seek additional information. To improve the experience, STRAAT could enhance its
offerings by providing elements that help visitors better connect with the content of the exhibits.

From both the survey and interview data, three key elements emerged that define an ideal museum
visit: complete immersion, clear and relevant storytelling, and learning by doing.

These findings were reinforced by the insights gathered from interviews with recent STRAAT
visitors. These participants confirmed the desire for more detailed information about the artists
and artworks. Although they appreciated the museum’s unique layout, which evokes the feeling
of directly experiencing street art, they also reported difficulties in recalling specific pieces, aside
from a few that had a strong impact. This suggests a need for more engaging storytelling and
interactive features that would help to strengthen visitors’ connections to the exhibits.

+ Complete Immersion: Participants consistently highlighted the importance of immersive
experiences, whether through reconstructed environments or multi-sensory features. Such
elements stood out as the most memorable aspects of their museum visits, underscoring the
value of physical and emotional engagement.

+ Clear and Relevant Storytelling: Storytelling was a powerful tool for connecting visitors with
the art, even when they had no prior interest in the subject matter. Participants noted that an
effective narrative, whether through historical context or modern interpretations, made the
museum experience more engaging and meaningful.

* Learning by Doing: Interactive, hands-on activities were highly valued by participants, as they
enabled a deeper, more engaging understanding of the art. This aligns with the preferences of
STRAAT's explorer audience, who appreciate dynamic and participatory experiences.

These elements were chosen because they align with the needs and preferences of the “explorer”
audience, who seek interactive and meaningful engagements that go beyond passive observation.
Each element helps to deepen the visitor’'s connection with the artworks and the all journey in the
museum, fostering both enjoyment and understanding.
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Giulia Moretti 24 y.o. Turin, Italy

Student of Communication Science in Milan.

She is passionate about art and likes to travel: so far she loves to explore Eu-
rope during summer holidays. Giulia always keeps her eyes open for any small
detail and reference that might escape to casual visitors

Personality: Curious - Creative - Adventurous
Hobbies: Discovering new cultures - Photography - Reading novels
Favorite museum: Museo Nazionale del Cinema, Turin

Carlos Gil 30 y.0. Madrid, Spain

Carlos works as software engineer in Amsterdam. He loves the vibes of the dutch
capital and often participates in parties and events happening in the city centre.
He is passionate of new styles of modern art and always trys to figure out what
artists are trying to communicate with their work.

Personality: Innovative - Inquisitive - Artistic -

Hobbies: Playing and composing music - Visiting art galleries & tech exhibitions -
Travelling

Favorite museum: Centre Pompidou, Paris

Pieter de Vries 61 y.o. Breda, The Netherlands

Pieter used to be a professor of History. Now that he retired, he enjoys spen-
ding time reading in his yard and visiting museums. He tries to keep himself
updated with new trends

Personality: Curious - Introvert - Sporty

Hobbies: Reading biographies - Hiking and exploring nature - Attending local
cultural events and festivals
Favorite museum: Van Gogh Museum, Amsterdam
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4.1. Opportunity

Street art has historically been underappreciated as an art form, but institutions like STRAAT are
helping to change this by showcasing its values and nuances. STRAAT attracts a diverse range
of visitors, many of whom see great potential in the fresh and unconventional works it offers.
These visitors, often driven by curiosity, are eager to explore the unfamiliar world of street art in
an immersive setting filled with large canvases created by international artists.

However, research highlights untapped potential for STRAAT to engage its audience more
effectively. Explorers, in particular, seek more meaningful interactions with the art, preferring a
hands-on, interactive experience over the traditional passive museum visit. Given STRAAT’s focus
on topical and diverse issues, there is a unique opportunity to enhance its offerings in a way that
aligns with its mission of promoting street art as a legitimate, globally recognized art form.

Building on these insights, this project aims to strengthen the connection between explorers and
the artworks, offering visitors a deeper, more reflective engagement with the art. The proposed
experience will be designed specifically to meet the explorers’ needs that raised from the interviews,
prioritizing autonomy, enjoyment, and lightness. Furthermore, the solution will go beyond the
museum visit, incorporating pre-visit and post-visit stages to provide a truly comprehensive and
lasting experience.

4.2. Method and choice of Framework

The method chosen for this project is the service design method, with the solution being
approached not as a single entity but as a series of stages, each influencing the explorer’s journey
through the museum. To ensure that the experience is engaging and meaningful during the whole
journey, the project will apply the ‘Relevance by Play’ framework (Vermeeren & Calvi, 2019), which
breaks it down into four stages.

The decision to use this framework was also guided by user research insights that emphasized
the importance of a structured yet flexible approach. During the interviews, participants frequently
highlighted the need for autonomy during their museum visits. As a result, the ‘Engage’ phase was
designed to offer visitors a choice in how they interact with the artworks, incorporating interactive
quizzes and optional audio guides. The iterative design process also revealed the need for visitors
to reflect on their experience, which informed the development of the ‘Consolidate’ phase, where
visitors are invited to leave comments or engage in discussions with fellow museum goers through
a digital platform.

The objectives for each stage are:

1. Trigger: A promise of meaning that spark curiosity about the powerful messages that street art
conceals, and encourage interaction with the artworks;

2. Engage: Allowing visitors to explore and derive meaning from their favourite pieces;

3. Consolidate: Fostering empathy and reflection, both individually and as a group, on the
messages conveyed through the art;

4. Relate: Ensuring a lasting memory of both the museum and the experience.

52 Federico Villa - Msc Strategic Product Design - Master Thesis

4.3. Requirements for each phase

Based on the key elements derived by user research, specific requirements have been drawn for
each phase:

« Trigger: the strengths of STRAAT, identified through user and context research, include its
fresh take on street art and its unique location in a former shipyard, which set it apart from
more traditional museums. This context resonates with the explorer audience, who seek new
and unconventional experiences. To capitalize on these strengths, the Trigger stage should
introduce a concise, curiosity-sparking narrative that connects the themes of the exhibition
with personal reflections, aligning with the explorer’s desire for depth and meaning

« Engage and Consolidate: the interviews showed that explorers value interactive ‘learn by doing’
activities, which foster autonomy and enjoyment during their visit. Interactive experiences
have to be central, ensuring visitors engage with the art beyond a passive viewing approach.
Engage stage should offer appealing elements directly from the start of the journey, with
recurring tools that allow visitors to explore any artwork autonomously during the whole visit.
At the end of the visit, the Consolidate stage should allow a moment of reflection, proposed to
the explorer in an appealing way (either in a group or individual visit)

* Relate: survey and interviews indicated that explorers are inclined to visit museum shops at
the end of the visit, which suggests an opportunity to integrate the shop experience into the
visit itself. This could be achieved by adding interpretive flexibility to how visitors engage
with the art, ensuring the experience is tailored to their preferences. User desires for ongoing
connection was also revealed by surveys but only through channels that are considered
accessible by the user, like social media, and not through in presence activity.

4.4. ArtworRs considered for the project

The layout of the works at STRAAT evolved throughout the realization and drafting of the Project.
Initially, the works were divided into four sections: Abstract and Graffiti, Storytelling, Street Art for
Raising Awareness, and Cultural Heritage of Southern American Countries (David Ross, curator of
the STRAAT Museum). Later, the museum updated the layout, grouping works that shared similar
themes or were created by the same artist. During the online tours conducted for the interviews, the
arrangement was again different. The director clarified that the layout is not yet final, as STRAAT
frequently rotates the works on display, making it difficult to determine a fixed configuration.

At the start of the project, it was necessary to narrow its focus, as the works were considered too
varied. Based on the initial layout and observations from virtual visits during the interviews, we
chose to focus on the Storytelling and Street Art for Raising Awareness categories. Participants
showed particular interest in the artists’ stories and the hidden contexts behind the works. As a
result, the ideation and design phases were grounded in these two themes.
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5.1. Method of the sessions

The ideation process was carried out through creative sessions. As the sessions required
participants to immerse themselves in the context of STRAAT tools used for recreating ser-vice
scenarios and interactions were taken into account. Bodystorming was considered challenging to
replicate for multiple sessions, due to the dimensions required by the art-works and the museum
space (Cuofano, 2024). Instead, the doll staging tool developed by Kagohashi et al. (2019) was
determined as the best option, as it employs dolls and props to create and explore scenarios
interactively and “physically”. In addition, just like bodystorming, this method enables early
iterations even during the ideation phase. Due to the strict times dictated by project schedule, this
seemed the more efficient option.

Following the requirements of the method, a model of the STRAAT museum was recreated in a
smaller scale by placing A5-sized sheets representing artworks of the museum on the 4 sides
and in the centre of a table, to simulate the museum'’s layout [fig. 38]. Each participant was given
a small figurine that represented themselves in the scenario and a sheet outlining objectives and
requirements of the phase to play. Each session was set in the following way:

1. Acting of the initial situation: Participants staged the first interaction that they would have in
the museum without any museum experience and reflected on it.

2. Collaboration and brainstorming: Participants worked together to brainstorm new ide-as for
the phases, aided by blank sheets and markers.

3. Enactment of the solutions: They acted out their proposed solutions and refined them as
needed.

4. At the conclusion of each session, the participants’ drawings, notes, and the organizer's
observations were consolidated into insights for the design phase.

Fig. 37 and 38: Set-up of the session
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Fig. 39: Partcipants acting during the session

Thirteen participants were recruited for this study. Due to challenges in participant recruit-ment
during the research period (early September), only design students were contacted. Despite
this limitation, the sample group was diverse in terms of nationality, background, and academic
experience. Ten participants were pursuing a master’s degree at TU Delft, while three were studying
at Politecnico di Milano. With ages ranging from 20 to 30, their collective experience and diverse
perspectives were considered sufficient to generate a wide array of creative and insightful ideas,
aligning with the goals of the study.

Five sessions with 2 to 3 participants each were conducted. Each lasted around 50 minutes and
focused on two phases of the relevance-by-play framework. To maximize idea genera-tion without
extending the sessions too long, the phases were grouped into pairs:

1. First session: Trigger and Engage

2. Second session: Engage and Consolidate
3. Third session: Consolidate and Relate

4. Fourth session: Trigger and Relate

This variation in phase pairing encouraged diverse approaches and broader idea genera-tion.
Beside 4 in person sessions, the fifth one was conducted online and focused exclu-sively on the
Engage phase, as the others were by then sufficiently covered. In this session, the first and third
phases were discussed verbally rather than staged.

[see the appendix for the full set-up of the ideation sessions]

5.2. Outcomes

The ideation sessions generated diverse outcomes, addressing all aspects of the visitor experience
to enhance their museum journey.
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Trigger

To attract attention and spark curiosity at the start of the visit, two main ideas emerged. The first
suggested integrating music with art to create an immersive atmosphere, using specific music
to engage visitors [1]. The second idea proposed a personalized experience, where visitors could
input details about their interests and personality [2]. Based on this information, a customized
map would guide them to the street art pieces most likely to resonate with their preferences.”
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When it came to engage with the paintings, participants explored several immersive strategies.
One idea involved placing thought-provoking sentences on the floor in front of the artworks,
offering visitors a preview of the themes and helping them choose which pieces to explore further
[3]. Another concept introduced a pre-viewing quiz, encouraging visitors to imagine or predict the
content of the paintings and showing fun facts, preparing them for a more meaningful experience
[4]. Additionally, a tactile interaction was proposed, allowing visitors to engage with objects
representing elements of the artworks, enhancing the sensory aspect of the visit [5].
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Consolidate

To help visitors reflect on their experience and form emotional connections with the artworks,
one suggestion was to make them create their own interpretations using tools like Procreate
or traditional methods, with a simplified task of completing part of the artwork [6]. Another idea
involved a comment wall or digital screen or physical space where visitors could leave and read
reflections, encouraging interaction and engagement with the broader museum audience. This
installation would have somehow highlighted the multinational collection of the museum and
focused on how different places are influenced by street art.

Relate

Finally, to maintain a connection with the museum after the visit, one suggestion was to offer
collectible items like posters and postcards [8], featuring specific artworks or themes, allowing
visitors to take home a lasting reminder of their experience. Another idea extended the earlier
music theme, proposing playlists for visitors to listen to while exploring different districts of
Amsterdam [9], thus continuing their connection with the museum while discovering the city.

. / ,‘“ Stree 1 /\
\_// poskany Atkigh Wiikes a | s tf “

l ‘/“rt |
T leker Yo e | ="
ViSO \ﬁi“‘”*i&"f‘%‘j‘ PN
N E 2| w /:
— — = (/\ @VBJ/ o7
i 2/ ] l,/— | 1BUA)

=

oks  RalTer S

cyoose 1]

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums 59



At the conclusion of the ideation sessions, the researcher selected the ideas that seemed most
feasibleandaligned withthe project's goals.Inaddition,ideasthatdemonstrated strong engagement
potential and enhanced the visitor's sensory or interactive experience were prioritized. All of the
selected ideas were converted into sticky notes on a Miro board and organized according to each
phase. Afterwards, ideas from different phases were linked together to create comprehensive
services that took advantage of insights from each phase. By the end of this process, two complete
concepts were developed.

[See the full sketches in the appendix]

5.3. Development of the concepts

Building upon the ideas selected during the ideation sessions, the development phase involved
refining and merging those into cohesive concepts. Ideas like the multisensory interactions and
tactile engagement were further developed, while others such as the music playlist were discarded
due to logistical challenges. Similarly, the quiz feature, which aimed to help visitors predict the
themes of artworks before encountering them, was set aside as it was seen to potentially detract
from the desired immersive experience. Additionally, the concept of using thought-provoking
sentences placed on the floor in front of the murals to guide visitors’ exploration was discarded,
as it was deemed too static compared to more interactive options.

Other ideas like personalized music playlists for each artwork were also considered but eventually
discarded. These playlists faced practical challenges, including the difficulty of curating music
that universally fit the range of artworks without overwhelming the visual experience. Furthermore,
logistical concerns arose around integrating and maintaining the required technology. Finally, an
interactive tactile experience that allowed visitors to engage with artefacts linked to the murals
was successfully developed, as it aligned with participants’ desire for multisensory interaction
and deeper emotional engagement.

These ideas were combined into two key concepts aligned with Falk’s theories and insights from
the research phase, creating a well-rounded and immersive museum experience for visitors. Each
concept was iterated to ensure it aligned with the visitor journey and the overarching goal of
creating a more immersive and engaging museum experience.
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Building upon the conceptual development of the visitor journey, it has been decided that the
immersive experience will commence after the museum'’s initial section featuring abstract street
art and graffiti. This opening section introduces visitors to the museum’s mission and the broader
theme of street art. While visitors retain the freedom to explore the museum independently,
STRAAT encourages them to start their journey from the left and proceed in a clockwise direction.
This flow is guided by the layout of spaces and the size of the artworks, which act as natural
partitions [40]. The initial part unfolds along a broad corridor showcasing art and content, with
branches allowing for free exploration [42].

Toward the end of this corridor, artworks are arranged perpendicularly, creating a narrowing
pathway that leads visitors into the next stage of the journey. The experience will start beyond
this area, with an introductory panel that will set the tone for what follows and invite deeper
engagement with the artworks

Fig. 40: Section with Abstract art and Post-Graffiti. Artworks work as partitions

On top, Fig. 41: Graph that explains where the
experience will start

On the right, Fig. 42: Detail that explains how the
corridor is created by the arrangement of artworks
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6.1. Concept 1

In the Shoes of a Street Artist:
Reinterpreting Street Art

This concept invites visitors to reinterpret and recreate their version of the
artworks at STRAAT.

The museum invites visitors to explore the minds of street artists by becoming
street artists themselves. Thanks to generative Al, they can create their own
versions of iconic street art. Later they can compare their creations with the
originals and discover the layers of meaning hidden in every brushstroke,
symbol, and color made by the street artists.

64 Federico Villa - Msc Strategic Product Design - Master Thesis

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums




1. After leaving the Abstract and Post-Graffiti section, visitors will notice an interactive screen,

which will invite them to become themselves street artists.

What kind of street artist
are you?

Choose one description

And create your version of the artwork

Adream, the key to something deeper

' Choose one description

And create your version of the artwork

CGanzando suenos perdidos.

An artwork hatbrings affentn to ancangered specie, Fighightng loca!
noliceadie, ar has.
he power (o nspre people n taking care o anmals and nature.

Family on a bike

iing a popula’ ransportaton $ymbol of the Ketherancs.
Tre artnork ighights the coexistence of dverse racal backarounds.
reocting e rclusivty of modom Duich soccty

magic o those who admros .

Amsterdam floating dreams

rofecton on the sovers consequonces of gional warting.

Fallin’ apart

symbolzing the balance between humans and nature

e desirictve mpact of modern society on raturs and humanty.

lara

The artst portrays lar, the Mother o Waters o Brazian fl
protectr of vers. Surtounded by pranhas, she serves as a g

<BACK NEXT>

<BACK NEXT>

2. Visitors start by selecting which type of street artist they would like to become. Based on their
responses, few artwork descriptions will be shown on the screen

Choose one description

And create your version of the artwork

Canzando suenos perdidos

Anartuork tatbrngs aenton o endangered species,Ngnlghtng ocal
‘il who ol raml s By makng el nlceable. ot has.
he power o nspie people n taking cae of anmais and nature
magic to those who admires it.

Amsterdam floating dreams

refiecton on the severe consequences of gobal arming

Fallin’ apart

Intn
‘symboizng the balanco betwoen humans and nature.

the destructive impact of modern sociey on nature and humanity

the:

Care for nature and s creatures.

<BACK NEXT>

3. The descriptions correspond to
actual paintings from STRAAT and
visitors can select one to work with.
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Personalize the mural
Choose which elements would represent you
City,

Delft

Country

Italy

What type of media do you like?
Comics, Books, TV seres, Movies... ou can antor
apecifc ono ko “Harry poter” or -Star Wara'

Personalize the mural
Choose which elements would represent you
city

Bruxelles

Country

Bolgium
What type of media do you like?
omice,Baoke. TV seres, Movier You can eter
oo, oo e oy poer o S "
Comics.

Books

Enter the colours

Turquoise.

Enter the brush strokes
Thin

<BACK NEXT>

4. After selecting the artwork, they can modify
elements and parameters, giving a personalized

interpretation of it.

Now explore the museum _

Choose your personal Choose your personal and look for the original %
artwork artwork

La Deriva

artwork of your own
version!

Canzando Suenos Perdidos.

<BACK NEXT>
<BACK NEXT>

5. Personalized versions of the artwork will be shown to the visitors, who will be able to choose
which one to keep. This one will be printed on a postcard, which will also include the title of the
original artwork. Visitors are now encouraged to find it while visiting the museum

Super nurse

A squid called . FAKE
Sebastian - [S——

‘spray paint on piywood ||

baginning of the Corona pandenic. Rendered through stencls, Super

6. Alongside the different artworks that they will see during the exploration, the usual description
of the artwork will be accompanied by variants previously made by other visitors.

7. Reached the original artwork, they can look at the distinct traits of both versions, noticing the
differences and thinking about how the elements used by the artist convey a specific message.
The visitor will be able now also to think about the thematic the artist was trying to communicate.
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The goal of the concept is to ensure that all visitors, regardless of artistic ability, could reinterpret
art themselves. While creative visitors may easily engage with drawing tools, others might have
found it difficult. The use of generative Al solves this by allowing everyone to create their own
version of the artwork, even though it limits some control over the final product. This aspect was
tested to see if it could affect “Explorer” visitors negatively.

Frontside of the experience

Visitors will first choose which category of artist reflects them the most and after that they will see
general descriptions of specific artworks that were linked to the choices they made. The general
descriptions of the artworks were made utilizing STRAAT's public archive (STRAAT Collection
Database), which contains comprehensive summaries of their artworks made by the street artists.
[fig. 43]. Once visitors have chosen the description, they will be able to enter their personalized
details through visual and textual interface. These inputs will be translated into a prompt used to
generate an image. The ChatGPT tool from OpenAl was employed to create these images, as it is
capable of generating high-quality results in a short amount of time.

Nina ValkhOff Cazando Suerios

(The Ne Perdidos

*This work is currently not on display Acrylics on polyester

Nina Valkhoff is a muralist who focuses on flora and fauna. She aims to
bring attention to endangered species, or highlight local animals who
often remain unnoticed. She likes to call this ‘subtle activism'’: by making
people notice her animals, she hopes to inspire people to treat animals
better. Her botanical compositions are dynamic and playful, always with a
hint of magic.

“This painting shows an Iberian lynx longing to catch a jumping rabbit. The
Iberian lynx is a severely endangered feline that can only be found on the
Iberian peninsula, in Spain and at times in the south of Portugal. Its main
source of food is the rabbit, but due to viral diseases the population of
rabbits has significantly decreased, leaving the Iberian lynx in a vulnerable
position. That is why you can see it fading. The flora depicted is the
eucalyptus tree and the orange tree, both found in Spain. The orange is a
nod to the Dutch Royal family.” / Nina Valkhoff

Fig. 43: Collection database of STRAAT

Fig. 44: Example of a description in STRAAT’s Collection Database
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Backside of the experience

To ensure the quality of Al images, two methods for entering prompts were tested.

In the first method, the original painting was used as a base for the prompt, and customized traits
were added by the visitors [fig. 45].

In the second method, no image of the artwork was included. On the contrary, the detailed
description of the mural was obtained by the STRAAT Collection database, and some elements
of the description were left to be filled. Those were then completed by visitors’ prompts [46]. Both
methods were tested to evaluate how much the artificial intelligence relied on the original painting
versus the visitor’s creative input.

What can | help with?

What can | help with?

Create a mural on a wall in the streets of [Bruxelles].

The subject of the painting should be an endangered species of
[Belgium].
Asi itis an endangered species, depicts it like if it is disappearing. In the

Create a mural on a wall in the streets of [Bruxelles] similar to the one |
gave you as a reference.

Instead of a lynx, the subject should be an endangered species of
[Belgium].
Asi itis an endangered species, depicts it like if it is disappearing. In the

mural, give some figurative hints on what is making the animal disappe-

aring. Give kind of a magical representation of the nature. Around the
animal, there should be few hints of local flora.

The main colours of the artwork are [Turquoise].

For the style of the traits, take inspiration by famous [Comics and
Books].

The lines of the mural should be [thin].

0 ®

Fig. 45: Example of prompt with first method

mural, give some figurative hints on what is making the animal disappe-
aring. Give kind of a magical representation of the nature. Around the
animal, there should be few hints of local flora.

The main colours of the artwork are [Turquoise].

For the style of the traits, take inspiration by famous [Comics and
Books].

The lines of the mural should be [thin].

0 ®

Fig. 46: Example of prompt with second method
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6.2. Concept 2

P -..J'“-__

Echoes of the Streets:
Urban Stories told through
Art and Artefacts

The museum invites visitors to explore the power of street art in a whole new
way, by connecting murals with symbolic objects that help unlock its hidden
layers of meaning. Every piece has a physical counterpart that holds the key
to understanding the artwork’s soul. Visitors will discover not just art, but their
own interpretations and reflections along the way.

This multisensory concept invites visitors to uncover the deeper meanings of
street art by connecting it with symbolic objects, revealing hidden layers of

the works.

Fig. 38: Ffff
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CRACKED, OLD
TELEVISION REMOTE

1. After leaving the Abstract and Post-Graffiti section, an installation introduces visitors to the T ——
and the world outside, but also a tool of distraction. | remember RS Tohs ot ud) o o o 0 Stove vy T s e e ereel Pl Pas by cooel iy oty ok st o)

theme of “street echoes.” This explains that street art contains layers of meaning, some of which holding 1Pt fling throuoh channels consuming snjpets T moko pa usedto st onour stoveevery moring oot e i e A ke

of global crises while ignoring the pile of recycling | hadn't taken : i 5
back when everything still felt so certain. He would grind the rabbits for most of his life. He taught me how to set it, how to be

remain in the streets, while others can be revealed in the museum through personal objects and Hedee e et e intes | | SRR e e flant and how o reod th andscape.

the world's deterioration—like having control over the chaos, but dance we perfected over time. . :
Few years ago we discovered the consequences that hunting

stories, referred to as “echoes”. e

4 9 After we split, | kept the moka, though it felt strange to brew rabbits can cause to other important species of our territory. My
father realised that every rabbit he took from the wild was one
less for wild animals. | remember watching him hang this snare
on the wall, his hands pausing for a moment, as though he was
saying goodbye to a part of himself. It became a symbol of his
quiet transformation from hunter to protector. An
acknowledgment of his own part in nature’s delicate balance.

RUSTED RABBIT
SCRATCHED MOKA POT SNARE

coffee for one. The scratches on the handle are from the times we
packed it for weekends away, or when it clattered in the sink
after too many sleepless nights. Now, every morning when |
make coffee, | can't help but think of those quiet moments we
shared, when the world still seemed full of possibilities.

The crack on the side is from the day | accidentally dropped it,
but in a way, it symbolizes the larger cracks in my own
awareness—pieces of truth slipping through the cracks as | let
the screen dominate my attention.

Now; this broken remote reminds me of how distraction works: a
way to avoid the big picture, the environmental damage
accumulating while we watch from a distance.

The moka pot is just an object, but somehow, it holds the weight

5 5 5 Now, the snare hangs unused, a reminder that sometimes the
of everything that was and everything that no longer is. 4 goen. 5 L

greatest act of respect for nature is restraint.

- PAUL - GIOVANNI —Cairlos

3. As visitors approach each artefact, they will notice a story written below it.
These personal stories are linked in unique ways to the meaning of the artwork, encouraging
visitors to reflect on the connections.

2. Visitors are free to explore the museum. As they approach the artworks, background sounds
will start playing

4. Throughout the visit, visitors may be intrigued by the art, the objects, or the unusual pairings.
These interactions are designed to inspire contemplation of the relationships between the works
and the artefacts, helping visitors to analyse the art more deeply.

3. Getting closer to each artwork, they will encounter an “artefact”, a personal object that reflect
the message the street artist is trying to convey.
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5. Towards the end of the tour, visitors will encounter new artworks without corresponding

artefacts.

Propose an object

THANK YOU!

How does it connect to the mural?

Follow us on our newsletter and
s L social networks to decide the final
is used as fesive instrument . " .
but it is often used to arm others ( object that will be put beside the
and ourselves A mural

6. Here, they are invited to propose an object

for the artwork via an interactive screen and
explain why they believe it fits.

7. Before leaving, they are invited to follow the
museum’s Instagram, where they can vote on
the best object proposals and remain updated
on personal stories linked with Street Art.

74 Federico Villa - Msc Strategic Product Design - Master Thesis

Each artwork was designed to be accompanied by:

An object

All objects introduced were selected based on the core messages of the artworks. Objects that

too closely mirrored the depicted subjects were discarded, as the goal of the concept is to help
visitors make more abstract connections between the two.

Tv Remote Moka Rabbit Snare

A sound

sounds reflect either the object or the artwork, depending on how clearly the combination can be
interpreted by the viewer.

Moving from one

Coffee being prepared
channel to the other

Rabbits clucking

A personal story

The personal stories associated with the objects were written by the researcher, although in
practice, the museum could invest time and resources into finding and interviewing real people
who possess these objects, thus creating authentic narratives. [read the full stories in the appendix]

Realization on being

Story of a failed
manipulated by media

Story of a old
relationship

rabbit hunter
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6.3. Breakdown of the concepts across
framework phases

Both concepts follow the Relevance by Play Framework, but each approaches the visitor experience
in unique ways. Below is a comparison of how each concept aligns with the framework’s four
phases and highlights their differences.

Trigger

In the Shoes of a Street Artist sparks curiosity and creativity from the outset by encouraging
visitors to reflect on how they would personally interpret a mural. The prompt “Every mural tells a
story; how would you tell it?” sets the tone for a highly personalized interaction, inviting visitors to
connect emotionally with the art through their own creative lens. In contrast, Echoes of the Streets
presents the promise of uncovering hidden meanings within street art. Visitors are introduced
to the idea that each mural is paired with symbolic objects, representing deeper themes such as
memory, struggle, or change. Rather than focusing on personal creation, this concept emphasizes
discovery and contemplation, with the “echoes” leading visitors to unravel the layers of meaning
embedded in the art.

Engage

The engagement strategies of the two concepts differ significantly in how they involve visitors. In
In the Shoes of a Street Artist, engagement is centred on a hands-on, interactive experience where
visitors customize their version of an artwork using Al. This process is fun and dynamic, allowing
visitors to take control of the creative process by selecting colours, styles, and settings for their
postcard. On the other hand, Echoes of the Streets immerses visitors in a multisensory exploration
of the artworks. Visitors engage through sight, sound, and touch, interacting with the personal
stories and objects that accompany each mural. While In the Shoes prioritizes active creation,
Echoes focuses on deep sensory immersion and thoughtful analysis of the connections between
art and symbolic objects.
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Consolidate

Consolidationin Inthe Shoes of a Street Artistis about reflection on the creative choices made by the
visitor. As they compare their personalized postcard to the original mural, visitors are prompted to
think about the differences between their interpretation and the original artwork, fostering a deeper
understanding of both. In Echoes of the Streets, consolidation occurs through critical thinking and
symbolic interpretation. When visitors encounter artworks without corresponding objects, they
are invited to propose a suitable object, prompting reflection on the relationship between objects
and meaning in street art. While In the Shoes emphasizes personal expression and comparison,
Echoes challenges visitors to engage in interpretive analysis and deeper contemplation.

Relate

Both concepts offer ways for visitors to maintain a connection with their museum experience, but
they do so in distinct ways. In the Shoes of a Street Artist provides visitors with a personalized
postcard, a physical takeaway that allows them to remember and reflect on their museum visit
long after they leave. This postcard acts as a keepsake of their creative journey. In contrast, Echoes
of the Streets fosters ongoing engagement through a digital platform. Visitors are encouraged
to continue their involvement with the museum by proposing and voting on objects for future
exhibitions via Instagram, creating a sense of community and shared exploration. Where In the
Shoes offers a tangible reminder of the experience, Echoes extends the relationship digitally,
encouraging participation and interaction beyond the museum’s walls.

The two concepts, though aligned with the same framework, offer distinct approaches to the
visitor experience. In the Shoes of a Street Artist appeals to those who enjoy hands-on creativity
and personal expression, focusing on active participation and the generation of personalized art.
Echoes of the Streets, on the other hand, caters to visitors seeking deeper intellectual engagement,
using symbolic analysis and multisensory exploration to uncover hidden meanings within street
art.
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Chapter o7

Evaluations
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7.1. First evaluation

Afirst assessment occurred to test whether the concepts were able to engage explorers with street
art. These initial tests took place at TU Delft University, with 18 participants primarily consisting
of students from the engineering and design faculties and not filtered through Falk category yet.
For the occasion, the museum environment was recreated in a rectangular room, where smaller
versions of the paintings were attached to the walls [47]. The experiences were briefly introduced
in the form of a poster before starting the test [49]. The content on the poster has been used to
trigger participant curiosity and to briefly explain them what they were going to do.

For the first concept involving generative Al, a prototype was developed to simulate the initial
interface, while the personalized version of the artwork was created on another computer and
delivered to the participant’s phone. Versions of the artworks, based on both fictitious and real
profiles, were displayed next to the paintings. No postcards were given to the visitors. In the
second concept, artworks were paired with printed photos of objects, and environmental sounds
were played through phones placed nearby. For the final artwork, participants were invited to
propose an object using a notebook and pen [51].

Each participant tried one concept. For the second concept, two groups of 2 and 6 participants
tried together the experience all together. This was not feasible for the first concept as images
could have been generated in a sequence and not at the same time. At the end of each experience,
participants were asked to fill out a questionnaire [52] that also filtered them according to Falk’s
categories and helped collecting their opinions on the concept and how much this influenced their
interaction with the artworks. Throughout the entire session, observations were also carried out
and few participants stopped for reporting personal feedback on the experience.

Fig. 47: Disposition of artworks during the first concept (In the shoes of a Street Artist)
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Fig. 48: Participants using the interface on a tablet for adding preferences for creating the personalized artwork (In the shoes of a Street Artist)
Fig. 49: Addition of bjects and stories of owners for the second concept (Echoes of the Streets)

LEAVE YOUR MESSAGE . .

ON THE STREETS
— ||

CAN /A SYMBOL TAKE ONA NEV
MEANING IN YOUR HANDS?

Every mural holds a message.
But what if you could hear its ?

Every street mural tells a story
by But would you tell it?

AtSTRAAT Museum, invi
reimagining their work through your own eyes.

CALL FORACTION///// CALL FORACTION/////.

and start your journey today.

Try it now at A. Einstein Room, TU Delft Library Try it now at A. Einstein Room, TU Delft Library

Fig. 51: Participant while filling the notebook with suggestion of the Fig. 52: Participant using the QR code that will lead to the survey at the
artefact (Echoes of the Streets) end of the experience
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In the shoes of a Street Artist

The tests demonstrated that the concept effectively fosters autonomy and allows participants
to reinterpret artworks in unique ways. Participants reported an overall positive experience,
expressing both surprise and satisfaction with the generated artworks. However, some noted
similarities between certain images and stereotypes and raised concerns about quality when
producing a large number of images. A common issue mentioned by participants was the user
interface, which some found overly text-heavy and lacking in visual elements.

During the test, both methods of prompts were evaluated (see pages 68 and 69). Results from
each session indicated that prompts using murals as references generated images more similar
to the original paintings in terms of element placement and mural style. Prompts that did not
use any images as references produced more varied images. While participants appreciated both
approaches, they found the images generated with the first method too similar to the originals.
Conversely, the images generated with the second method, although distinct, effectively conveyed
the meanings and messages of the originals, making the second method the preferred choice.

What can | help with? What can | help with?

mo
| want you to generate a street art in Vienna that depicts the following:
| want you to generate a street art in Vienna that depicts the following: Think about a figurative metaphor of media as tool of distractions (this
Think about a figurative metaphor of media as tool of distractions (this metaphor should recall to Austria folklore) and a metaphor of unnoticed
metaphor should recall to Austria folklore) and a metaphor of unnoticed danger (this metaphor should recall to German folklore). | want you to
danger (this metaphor should recall to German folklore). | want you to mix those two metaphors and create an artwork that serves as a remin-
mix those two metaphors and create an artwork that serves as a remin- der that while we are made aware of certain issues, we often overlook
der that while we are made aware of certain issues, we often overlook the bigger picture, continuing our daily lives despite the damage being
the bigger picture, continuing our daily lives despite the damage being done to the planet.

done to the planet.

The colours used for the artwork should mainly be Blue, grey, yellow. The colours used for the artwork should mainly be Blue, grey, yellow.

Use the image | gave you as a reference

0 ® (+) 0 ® (1)

Echoes of the Streets

The tests showed that the experience successfully triggers deeper reflection in visitors and
facilitates the creation of personal connections with the artworks. Although some survey
respondents found the concept somewhat unclear, participants connected well with the theme of
the experience. They appeared pleasantly immersed in the stories of the artifacts. When asked, a
few reported that they had not anticipated certain perspectives (such as those of the hunter and
the separated couple) and appreciated hearing these stories.

In the survey, most participants indicated that they felt a stronger connection, and the artifacts
helped themunderstand the murals more deeply. The final part of the experience, where participants
could propose an object for the artwork, was well-received, with many participants attempting it.
Even within a group of six participants, who moved through the experience at their own pace, three
took time to reflect and propose an object.

Short interviews @

81
ERNR

“The sad rabbit noises made
“My artwork representation me think more about the art.
was moving the hands like

the figure of the original” _

“I really liked the snake, |
wasn’t expecting something

- 9 ‘; ) like this”
| :
Jaa e

= 1=
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7.2. Second evaluation

After evaluating the feasibility of the concepts, a second review was conducted to determine
which one would move forward for further development.

Refined versions of both concepts were created using detailed storyboards [55], incorporating the
suggested improvements. In particular, the interface of “In the shoes of a Street Artist” has been
simplified [54] and triggers have been added in the back of the postcard [56]. The postcard has
been added to invite the visitors to have a new look at the artwork. The promise of each concept
has been simplified and explained through the storyboards. The titles were also simplified to make
them easier to recall and reference during the survey. Both storyboards followed a consistent
style, introduced with an introductory page, and were accompanied by a link to the survey.

The storyboards were prepared in both Italian and English and distributed to a wide audi-ence
through the researcher’s personal and professional networks, which then expanded as recipients
shared them within their own networks. They were sent as a single file con-taining the storyboards,
a link to the questionnaire, and a description of the task, mainly through WhatsApp. Participants
were asked to analyse both storyboards and compare their experiences. The questionnaire [53]
first inquired which concept they preferred and why, followed by a quantitative evaluation of both
concepts, focusing on how effectively each helped them engage with art. To minimize bias from
the order of presentation, two versions with alternating order of the concepts were distributed in
both languages.

This method was selected for its efficiency in gathering feedback on both concepts from a diverse
group of participants, varying in age, nationality, and interests, within a short time frame.

Fig. 53: Questions from the survey Fig. 54: Improvement made on the interface

of the concept In the shoes of a Street Artist

o - Personalize the mural
Graduation Project Evaluation: Revealing Urban Narratives Choose which elements would represent you
* Required City
Delft
After the Experience 0
Country

3. How much did you like this “museum experience" overall? * [T} Italy

What type of media do you like?
* * * ﬁ {} ﬁ i} Comics, Books, TV series, Movies... You can enter
specific ones like “Harry potter” or “Star Wars™

Comics
Books
4. How much did you FEEL ENGAGED BY the initial promise? (just the text and the promise of
meaning, not graphic or poster itself) * [T}
A A A AT Choose the colours
5. How CLEAR was the initial promise? (just the text and the promise of meaning, not graphic or Choose the brush stroke
poster itself) * [T}
WWwW W W ww
<BACK NEXT >
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Engaging with Street Art at the Museum
Storyboard and survey for Evaluation

1/10

surrounded by huge artworks:

When entering the museum, visitors will be

310
Visitors can continue the visit.

Reinterpeting Urban Stories told
Street Art with Al through Art and Objects

for going through all
the documents. Now there’s only
one step left!

Here you can find the link to the
online survey:

https://forms.office.com/e/NQQsG4kZF1

Urban Stories told through
Art and Objects

2/10
At the entrance,

e) e acted
by the sounds of a panel, which

Of%0)

=

Fig. 55: File with introduction, the storyboard
of the 2 concepts (that were sent in different
order) and the last page with the QR code that
leads to the online survey

Fig. 55: Postcard with a question to trigger
visitors in looking again at the artwork

motivation. Afterwards, the
follow the museum or cial

Doing so, they can vote the o
up between a list with

also many other thing g abx
new urban stories around the world.

Reinterpeting
Street Art with Al

1/10
When entering the mu:
surrounded by huge ai

ns asks visitors.
like to become,

's of the customized artwork are
choose their

museum. On the sides of the murals there are explanatory
n about them
ted versions y previous visitors

will find the original artwor
ces of the artists and empa
he different layers that make
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Results of the Storyboards

Out of the 43 people who responded to the questionnaire, 29 identified themselves as potential
explorers. The participants represented diverse age groups, with the majority (12 participants)
between 24 and 35 years old. While no participants under the age of 18 were reached, several over
the age of 45 participated, including one over 65.

Within this group of 29, a significant preference emerged for the concept “Echoes of the Streets:
Urban Stories Told Through Art and Artefacts”. This concept appealed to 19 participants, with
motivations centred on stimulating curiosity (4 participants) and creating deeper connections with
both the artworks and the artists (5 participants). Notably, some participants felt the concept was
more accessible (4 participants), although it required more textual engagement. This experience
was seen by some as reminiscent of street themes, enhancing the overall comprehension of the
artworks. However, a few participants expressed concerns that the narrative and accompanying
objects might overshadow the art itself, or even become too integrated into the art.

Additionally, 11 participants expressed a willingness to follow the museum on social media due
to their interest in the content, even among those who preferred alternative concepts. Another 9
participants indicated they would likely follow the museum as well.

The alternative concept, “In the Shoes of a Street Artist: Reinterpreting Street Art”, was favoured
by 10 participants. It was seen as more interactive and innovative, though the inclusion of Al
technology raised concerns. Some participants feared that Al would diminish the value of the
artworks and overly personalize the experience, detracting from the art’s meaning. Others (5
participants) saw the treasure hunt aspect as playful, particularly for younger audiences. The
postcard feature was widely appreciated, with 14 participants expressing interest in keeping it for
an extended period, and another 8 indicating they might keep it.

In conclusion, while both concepts were appreciated, ‘Echoes of the Streets’ emerged as
the preferred option, receiving higher ratings with an average score of 5.1 out of 7 for overall
experience and 5.4 out of 7 for enhancing engagement with the art. Its ability to stimulate curiosity
and foster deeper connections with the artworks, particularly through the integration of artefacts
and stories, resonated with participants. In comparison, ‘In the Shoes of a Street Artist’ received a
lower average score of 4.7. Despite being praised for its playful and interactive elements, such as
the treasure hunt and postcard features, concerns were raised about the use of Al technology, with
some fearing it could detract from the authenticity of the art. Ultimately, ‘Echoes of the Streets’
was selected to move forward and is now set to undergo final validation.

“It gives more chill “It seems a playful experience
and street vibes” to learn about this type of art

“It is a very special and innovative
idea that has the potential to bring

“Objects can extend the dialogue
or sugges t new inSightS into the young people closer to art.”
artwork without replacing the
artistic experience”
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Echoes of the Streets
In the shoes of a Street Artist

Overall preference over the concepts

Evaluation of the Enhancing engagement
experience with Street Art
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The results of the final evaluation revealed a preference among explorers for the “Echoes of the
Streets” concept. However, it also highlighted that this concept offered less interaction with the art
than initially imagined during the concept creation phase. As a result, the interaction between the
visitor and the stories of the objects was modified: triggers [57] were added beneath the stories to
help visitors reflect on the artwork and the topics addressed by both the artwork and the object.
This change encourages visitors to revisit the artwork after analysing the object, ensuring that the
object and its story do not become passive elements of the exhibition.

Another improvement was made during the Consolidate phase. In the phase where visitors can
propose objects to pair with new artworks, they are now able to view the responses of previous
visitors. Visitors can see the objects proposed by others and the reasons behind those choices.
This not only provides inspiration but also allows them to see how others have interpreted the
artwork in connection with the object. This addition initiates a phase of co-reflection, helping
visitors realize the vast range of meanings that exist in the world of street art [XXX].

Look closely at the figures in the painting.
Like the scratches on the moka pot, what
small details here might hold memories of
what once was?

Fig. 57: An example of trigger
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SCRATCHED MOKA POT

This moka pot used to sit on our stove every morning, a ritual we
never questioned. We bought it together during a trip to Italy,
back when everything still felt so certain. He would grind the
beans, and | would heat the water. Each step an unspoken
dance we perfected over time.

After we split, | kept the moka, though it felt strange to brew
coffee for one. The scratches on the handle are from the times we
packed it for weekends away, or when it clattered in the sink
after too many sleepless nights. Now, every morning when |
make coffee, I can't help but think of those quiet moments we
shared, when the world still seemed full of possibilities.

The moka pot is just an object, but somehow, it holds the weight
of everything that was and everything that no longer is.

- Giovanni

Look closely at the figures in the painting.
Like the scratches on the moka pot, what
small details here might hold memories of
what once was?

RUSTED RABBIT
SNARE

This rusted snarel has been used by my family for such a long
time. It belonged to my father, a hunter who roamed the hills for
rabbits for most of his life. He taught me how to set it, how to be
patient, and how to read the landscape.

Few years ago we discovered the consequences that hunting
rabbits can cause to other important species of our territory. My
father realised that every rabbit he took from the wild was one
less for wild animals. | remember watching him hang this snare
on the wall, his hands pausing for a moment, as though he was
saying goodbye to a part of himself. It became a symbol of his
quiet transformation from hunter to protector. An
acknowledgment of his own part in nature’s delicate balance.

Now, the snare hangs unused, a reminder that sometimes the
greatest act of respect for nature is restraint.

- Carlos

Notice how the lynx seems to fade into the
background, like the snare left unused.
How might both symbolize the fragility of
nature, and the role humans play in
preserving it?

Fig. 58, 59 and 60: Triggers placed beneath the written stories

CRACKED, OLD
TELEVISION REMOTE

This remote sat in my living room for years, a bridge between me
and the world outside, but also a tool of distraction. | remember
holding it tightly, flipping through channels, consuming snippets
of global crises while ignoring the pile of recycling | hadn't taken
out or the small garden out back that was slowly dying. It was
easier to press a button than to confront the mounting reality of
the world's deterioration—like having control over the chaos, but
never really acting on it.

The crack on the side is from the day | accidentally dropped it,
but in a way, it symbolizes the larger cracks in my own
awareness—pieces of truth slipping through the cracks as I let
the screen dominate my attention.

Now, this broken remote reminds me of how distraction works: a
way to avoid the big picture, the environmental damage
accumulating while we watch from a distance.

- Paul

The performer draws attention to just three
canaries, while many others remain
unseen. Like the broken remote, what
truths might be slipping through the cracks
as distractions dominate our focus?
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Which object would you add? Which object would you add?

Why?

This artwork has been recently added to the collection Amirror || Agun
and doesn’t have an artefact yet. |
Think about an object would to be put beside the art. Grenade Abox of antibiotics
What would it be?
| Go back,
Touch the screen to propose an object
Help| Click here to see what other visitors proposed Click here to see what other visitors proposed

Fig. 61, 62 and 63: Screens of the prototype interface. Through it, participants were able to see the options added by previous visitors before
proposing an artefact for the recently displayed mural

A new systemic evaluation was carried out on the final concept. This took into account the
requirements previously set during the design phase for the various stages of the experience
(Trigger, Engage, Consolidate, Relate) (4.2 Requirements for each phase).

« Trigger: The goal of the evaluation was to confirm the curiosity aroused by the theme of the
experience and the possibility of connecting visitors on a personal level, aligning with the
explorers’ desire for depth and relevance.

+ Engage: The objective was to understand whether the experience would work in a larger
setting, with a greater number of artworks and corresponding objects. The researcher wanted
to determine if visitors would feel overwhelmed by the amount of information they would
receive throughout the entire visit and whether they would feel obliged to stop at each pairing,
which could affect their sense of autonomy.

+ Consolidate: In this phase, the goal was to assess if contemplation was possible and to what
extent, and whether visitors perceived it as forced or difficult.

+ Relate: For this final phase, it was necessary to understand whether visitors would appreciate
the idea of following the museum on social media due to the content and interactions they
could engage in.

This validation took place in a rectangular room that can hold up to 25 people. Along the sides of
the room, 8 paintings were displayed, in sizes A2 or larger, emulating the murals of STRAAT. Seven
of them were paired with objects, while one represented a painting newly added by the museum
and was accompanied by a tablet placed on a chair. Next to each artwork was the description.
The objects were placed on tables in front of the corresponding artworks, accompanied by the
owners’ stories and triggers. 4 participants were involved in the test, all students at TU Delft but
with different ages and backgrounds. At the beginning of the test, the participant was verbally
explained what the experience involved. During, observations and notes were taken. At the end, a
brief interview was conducted.
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Fig. 64, 65 and 66: Set-up of the validation Fig. 67, 68, 69, 70 and 71: Photos taken during the validation
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Results of the Validation

The validation of the final concept demonstrated that the experience successfully fulfil-
led the requirements outlined for each phase, confirming the alignment with the needs
and preferences of the target audience, the "explorers."

For the Trigger phase, the participants generally responded positively to the interactive
nature of the experience. The narrative resonated with visitors on a personal level. The
strong object-artwork associations, praised by all participants, confirmed the effective-
ness of this initial engagement [1].

During the Engage phase, the design fostered autonomy, with participants choosing to
engage only with artworks that sparked their personal interest. This flexibility met the
phase's goal of allowing explorers to navigate the experience based on their own curio-
sity. Physical interaction with objects, such as one participant's search for details on the
moka, highlighted how this phase sparked curiosity and personal connection [2]. Users
did not feel overwhelmed or forced to engage with every artwork. The triggers linked to
personal stories helped participants reevaluate and empathize with the artworks, promp-
ting contemplation in a way that was not perceived as forced. [3 and 4]

“The message was deep, .... It makes the artwork
tangible“

“I was looking for the scratches mentioned in the
story of the moka”

“I felt overwhelmed by the art accusing our habits as
a consequence of climate change*

“I really felt the story of the separation painting as.
personal”
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The Consolidate phase proved highly effective in fostering deeper reflection on the the-
me of street art while offering ample space for creativity and guiding participants throu-
ghout the process. The tools provided, along with the overall experience, successfully
encouraged visitors to propose an object at the end of their visit. Even when participants
initially found the task challenging, examples from previous visitors facilitated their par-
ticipation, demonstrating the value of interactive and user-driven content in sustaining
engagement beyond the physical visit. Participants offered a variety of interpretations,
reflecting diverse perspectives. [5] By the end of the experience, participants expressed
that they had learned to interpret the messages conveyed by street art in a fresh, more
insightful way [6].

In the Relate phase, the integration of social media proved effective, with two partici-
pants choosing to follow the museum on Instagram, validating the connection-building
aspect of this phase [7].

In conclusion, the results validate the effectiveness of the concept in delivering a mea-
ningful and interactive experience. Overall, the experience successfully aligns with the
explorers' desires for depth, autonomy, and ongoing personal connection. Adjustments
to specific sensory elements, such as sound and disposition of triggers, will ensure that
the experience continues to resonate with explorers.

“it didn't feel tiring, maybe just the last part but
then | saw that there were examples of previous
people and it helped”

“l wasn'’t expecting it before entering, it made me
appreciate an art form that wasn’t so interesting to
me

“Why not, it was an interested topic and | would like to
hear more about it*
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Chapter 08

Conclusions
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8.1. Implementation of the experience

To enhance the experience within the museum, touchpoints and interactions have been improved
and carefully re-designed. The explanatory panel at the beginning of the experience will now
include one of the murals and its artifact [72]. The prominence of the touchpoint, combined with
the fact that it surrounds one of the artworks, will ensure that they convey the importance of
the touchpoint (Bitgood, 2010). This will also give more visibility to the artwork, though it can be
changed over time by the museum organizers. The left part of the panel will include an explanation
of the experience and what it offers, along with examples of objects displayed in the museum. The
section of the panel near the artifact will, through text and illustrations, explain how to interact with
the objects and how these interactions can help visitors reflect on the artwork. The addition of
explanations ensures that visitors focus on the panel and the experience (Bitgood, 2010).

Fig.73 and 74: Examples of artefacts placed on
pedestals next to the artworks

The artifacts have been placed on white pedestals [73 and 74]. Two of the pedestal faces feature
the same catchphrase, highlighting the connection between the object and street art. Below this
phrase, headphones are positioned, allowing visitors to listen to the story. It was decided not to
have visitors read texts but rather listen to the story narrated by a voice. This approach allows
visitors to receive information while simultaneously observing the painting, making the message
easier to grasp and creating a less demanding experience for them (Szubielska et al., 2018).
The headphones will be displayed on the front and on the opposite side to the artwork, so that
the listener will not block the sight for other visitors. On each artefact, there's a label containing
triggers that visitors can read to contemplate the artwork and reflect on the association with the
object. Both the initial artefact and all the others during the experience will be surrounded by four
lights, as those stimuli will help in identifying them during the visit [75] (Bitgood, 2010). In the case
of the initial panel, the story will be also written on the surface of the panel. Nevertheless, the

i i i i WHAT ARE YOU
panel will also say that for the next artefacts the story will be only available through audio. WORRIED ABOUT?

All the touchpoints follow the style of those already present in the museum, which are large white
prisms. This was designed so that when visitors see the initial panels, they associate them with
explanatory elements that will be present throughout the visit. For this reason, the design was not
radically changed, at least until the end of the experience. In this case, the white pedestals where
the objects should be placed are replaced by black variants. This was done to spark curiosity
among visitors towards the end of the exhibit. On these pedestals, tablets with a new interface —o

will be placed [77]. Instructions and a QR code linking to the museum’s Instagram profile will be - This artworhas esnvecenty dded to e The bost deas willbo shown on our Instagram
displayed near the tablet. '

Fig.75: Detail of an artefact on the pedestal Fig. 76: Installation exhisting in the STRAAT museum

RECENTLY INTRODUCED There you will be able to contribute in choosing
the final artefact that will be added next to this

Think about an object would to be put Mural

beside the art.
What would it be?

Follow us to choose the object to pair up with
the artworks.

You will also discover new stories of artworks,
people and artefacts from all the world

ECHOES OF
STREET ART

Is are trying to whisper to

wd0s¢
wd G9¢

PROPOSE AN OBJECT (@Streetartmuseum
THROUGH THIS TABLET

w06

Fig. 72: Representation of the dimensions of the introductory experience panel Fig. 77: Pedestal with tablet for proposing of a new artefact, with instructions on the upper face of the pedestal
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8.2. Visitor journey

0. As initially designed, the experience will begin after the first section of the museum, which
already exists and features abstract street art and graffiti. This area introduces visitors to the
theme of street art and the museum'’s mission. Although visitors are free to explore independently
and start from wherever they prefer, STRAAT invites them to begin on the left side and continue
clockwise. This flow is encouraged by the layout of the spaces and artworks, which, given their
size, serve as partition walls. This initial part consists of a wide corridor with works and other
content within it, forming branches where visitors can wander freely. Toward the end, the section
is closed off with artworks positioned perpendicularly to the others, creating a narrower corridor
that leads to the next part of the visit.
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1. Just beyond this corridor, visitors will encounter the introductory panel of the experience. This
panel will feature one of the artworks, used as an example to explain how the experience works
and to capture visitors’ attention as they begin this new phase. To the left of the artwork, visitors
can read an explanation of the experience, which includes a call to action to explore the museum
and discover the artifacts that accompany the artworks and their stories. To the right, visitors will
find the corresponding artifact and can listen to or read the story it contains. Above the artifact,
instructions with illustrations explain the interaction in case visitors need guidance.

L

Murals are trying to whisper to you,
what are they saying?

Press the button to hear the:
artefacts story, then find
and ched tag

’
FeN LA _

Street art contains different layers of meaning and interpretation
‘Some of these remain hidden within the walks of the sireets and are
hardto

u o discover them,

Next 1o the artworks we placed speciic objects that we called
“arefacis”. Arefacts act as echoes of the messages that each street
artist wanted to convey.

Go and look for the artfacts, listen o what they want to say and
discover the hidden messages of Alreet Ar,

o

=
ECHOES OF
STREET ART

in this examples

ST

'SV F 0

4
7
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2 . After contemplating the first panel, visitors will continue their museum visit. From this point
on, each mural will be accompanied by an artifact. Visitors will first see the murals and then the
artifacts. By putting on headphones and pressing a button, they can listen to the stories of the
artifacts’ owners. They can also handle the objects and examine their details closely. To encourage
reflection on the theme of each artwork, visitors can read triggers on labels nearby.

U
=

ORGeRs

MEMORIES OF WHAT
NO LONGER IS
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3. The experience continues for each mural until reaching the final section of the museum, where
recently introduced artworks are displayed. Here, visitors can submit their own suggestions for
objects to accompany the new artworks. They can do this by typing on a tablet that will send
the information to the museum’s database for review and selection. When submitting their
suggestion, visitors can also view proposals made by others by pressing a specific button. Clicking
on a proposal displays the reasoning behind it, allowing visitors to see different perspectives on

the artwork and consider how many meanings street art can have depending on the viewer's
perspective.
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‘Which object can bea echo of the

‘Why do think so?

SEND YOUR PROPOSAL

Aps3 controller Abroken mirror

A grenade that didn’t explode Abox of antibiotics.

Aps3 controller Abroken mirror

A grenade that didn’t explode Abox of antibiotics

‘Which object can be a echo of the

Aps3 controller

‘Why do think so?

A grenade that didn’t explode

VIEW SUGGESTIONS FROM

PREVIOUS VISITORS

Aps3 controller

A grenade that didn’t explode

SEND YOUR PROPOSAL

Abroken mirror Aps3 controller

Abox of antibiotics A grenade that didn’t explode

We use them to cure
ourselves but they also have
side effects.

Antibiotics can sometimes
inhibit the work that the
immune system performs to
attackinfections.

Abroken mirror

Abox of antibiotics

Abroken mirror

Abox of antibiotics

We use them to cure
ourselves but they also have
side effects.

Antibiotics can sometimes
inhibit the work that the
immune system performs to
attackinfections.

Which object can be a echo of the Which object can be a echo of the
| | .\
Why do think so? Why do think so?

VIEW SUGGESTIONS FROM

PREVIOUS VISITORS

VIEW SUGGESTIONS FROM
SEND YOUR PROPOSAL PREVIOUS VISITORS

SEND YOUR PROPOSAL
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4. Instructions and a QR code on the tablet’s stand lead directly to the museum’s Instagram page.
Here, visitors can view and vote on the museum-selected objects, helping to finalize which item

e e v aors e v aors will accompany the artwork. Additional content will be shared on this channel, such as stories of
S e Sakida streets and street art from around the world. This supports STRAAT's mission of promoting street
T"““‘"““? T““ ""”:“‘“wmmmm art within a global context.
O\
glwlelrjtjyjulijolp qgwe r tyuiop q w e L’\ i o p 1342 "'I?E
alslalflalr ]l k] alslelflalh I k] als]d|f 797; TI< ]
@ :x o v b pgn f@ 8l :x o v nm @ 8z xc|ve|nnila < straatmuseum Vo
s = = = — = e — =
0 0 0

ARTEFA" ™5

572 130 MILA 1.010
post follower seguiti k

Which object can be a echo of the Which object can be a echo of the ~ ARTE FACTS STO RI ES
Aoldtoy gun Aoldtoy gun STRAAT . o e .
Why do think s0? Why do think s0? Thankyou! Museo d'arte
Because it's a toy but also represents war. Because it's a toy but also represents war. ;,,:,'“m“. — Museum for Street art and gl’affltl

Tora o pen ‘ #straatmuseum [T 1 |

ey thocharcato ctwhowilpair NDSM-Plein 1, Amsterdam, Netherlands ===
upthear , you mij 'your answer!
@ Follow us on Instagram to contribute in choosing the Vedi traduzione
/":1:& L::;jlsll)( and discover new urban stories from around
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Invia messaggio...

& Just like the Delt ceramics, the

» @ Tour Eiffel is a symbol of a city.

o In addition, not many people
know that the first European
Punk Rock Festival took place at
Mont-de-Marsan in France in
August 1976. | was there and i
brought home a key chain of the
Tour Eiffel before coming back
home. So i connect the two

i &

<) Broken delft plate gt

Invia messaggio... OOV
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Commissioned by Stadsdeel
Amsterdam-Zuid, this door was
donated to the museum in 2018.
Hugo was active throughout
Amsterdam's punk movement, at
the dawn of the Dutch graffiti and
street art scenes. He created
punk zines and used stencils to
spray political messages. Today,
his pieces are mostly painted in
blue and white, evoking
traditional Dutch Delftware.

which artefact
should pair this
beautiful artwork

PN e

\ L ~—

It is such a representation of
Hollywood and LA but at the
same time it’s used for giving
political speeches.

Ir ber when i stay
to watch the ceremony and i
cried at Sean Penn speech in
support of gay marriages

Plastic oscar
statue

It reminds me of the good old
days spent studying at the
university of Delft, in 2018
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“Siamo tutti sullo stesso ramo”

Pao | A ?"-
r |

The mural serves as a welcoming symbol for those arriving in
the area. The artwork carries the message "We are alf on the
same branch," symbolizing unity, harmony, and hope.
message ali ith the philasophy of Trio, an organ

focused on "restoring value* and giving back to Milan,

has embraced and supported them.

. rr -
The artist Pao is known for transforming functional urban
elements inta works of art, including his famous painted
bollards, energy boxes, and neglected walls. His approach
parallels Trio's work, which involves giving new life to
seemingly worthless bu , particularly abandoned
structures. Trio renovates, repurposes, and converts these
buildings into new housing solutions, primarily in
underdeveloped area:

= _————

This work not only revitalizes the buildings but also pos:
impacts the surrounding area. By focusing on peripheral,
degraded urban zones, Trio contributes to social
improvement, beautifying spaces prone to vandalism while
offering new opportunities to the local residents.

~d v

Invia me
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Milan has transformed into a

vibrant mosaic of cultures—where
the sounds, flavors, and stories of
the world come together in one
city. But with this growth, the city
has also faced the challenge of
inequality. From local schools to
community projects, Milan is
working to bridge the gaps,
ensuring that everyone—no
matter their background—can
thrive.

Fo T
In the streets where tradition
meets innovation, Milan is proving
that diversity and unity aren't
opposites. They're the foundation
of a city that brings differences
together and builds a more
inclusive future.

//

veagani

H—
"Close the Gap, Open your Future”

Rosk ¥ ; "

The mural located at Via De Castillia 20 in the Isola district of
Milan was created by street artist Glullo Gebbia, also known
as Rosk. The artwork aims to promote inclusivity and equity
by symbolizing the removal of barriers that create inequalities
In society. Sponsered by Fastweb as part of the project "Close
the Gap, Open your Future," the mural also contributes to
urban renewal, with Milan increasingly using street art to
beautify its buildings.

- . v
The mural depicts a boy and a girl pushing seemingly
immovable walls to reduce the distance betwean them,
i twork's spacific relationship with the
ecture near the Biblioteca degli Alberi park.
ighlights the ongoing transformation of the
area and underscores the importance of addressing social
inequalities while fostering opportunities

107



This experience will deepen visitors’ understanding and appreciation of street art by guiding
them through an immersive journey that combines narrative storytelling, personal reflection, and
interactive elements. By engaging with both murals and symbolic artifacts, visitors can form a
nuanced connection with the art, fostering reflection on the broader social and cultural meanings
embedded in each piece. The layout and design of the space, along with the interactive touchpoints,
provide a structured yet flexible path, allowing for personal exploration while reinforcing the themes
central to STRAAT's mission. Ultimately, this journey not only elevates the museum experience but
also empowers visitors to carry forward a lasting connection with the themes of street art, viewing
it as a powerful medium for societal reflection and personal introspection.

8.3. Limitations of the project

While the project has yielded valuable insights, several limitations have affected the depth and
applicability of the findings:

1. Absence of Testing in STRAAT's Authentic Setting: Testing the visitor experience outside
of STRAAT's authentic museum environment presents a significant limitation. The STRAAT
Museum’s unique architectural space—a large industrial warehouse that inherently
complements the urban nature of street art—plays an essential role in shaping the atmosphere,
visitor movement, and immersion. Conducting tests in a simulated or alternative environment
can diminish the authenticity and scale that STRAAT provides, thereby affecting user responses
to certain design elements. For example, the visual impact of large-scale murals, the acoustics
that influence how sounds travel through open spaces, and the ability for visitors to physically
navigate expansive corridors are difficult to replicate outside of STRAAT's specific location.
Testing in STRAAT's authentic setting would likely provide richer data on how visitors physically
and emotionally respond to the scale and arrangement of artworks. It might reveal new insights
into spatial interactions that aren’t as prominent in smaller, non-industrial environments, such
as:

a. Visitor Flow and Exploration Patterns: The museum’s open layout enables free
movement, an aspect essential for STRAAT's “explorer” audience. Testing in this
environment could show how visitors independently navigate, which artworks capture
their attention first, and how much time they dedicate to each area.

b. Immersive Elements: The STRAAT space allows for larger-than-life installations that
engage visitors differently than standard museum exhibits. Testing within the actual
space could measure how effectively the artwork’s size and setting evoke awe,
curiosity, or contemplation, emotions fundamental to engaging “explorer” profiles.

c. Contextual Authenticity: Street art traditionally exists within urban outdoor
environments, and STRAAT's industrial setting is part of its attempt to replicate this
context. Testing in a generic or less urban-like space might dilute the connection to
street art’s origins, impacting visitor interpretations and emotional responses to the
artwork.

2. Limited Participant Diversity and Demographic Range: Due to time and logistical constraints, the
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project’s participant pool was limited in demographic diversity, particularly in terms of age and
familiarity with street art. This limitation may impact the applicability of the findings, as certain
age groups or prior experience levels might influence how visitors interact with and interpret
STRAAT's exhibits. A more diverse participant pool would offer insights into how different
groups—such as younger visitors, families, or elderly participants—experience the space
and the interactive elements designed for “explorers.” Testing with a broader demographic
range would also help STRAAT tailor certain features, like interactive installations or mobile
applications, to appeal to varying preferences and levels of tech-savviness among visitors.

3. Influence of Testing Conditions on User Feedback: When testing was conducted outside of
the STRAAT setting, the lack of environmental authenticity may have affected user feedback
on sensory experiences. For example, STRAAT’s ambiance, lighting, and sound levels play a
role in shaping the experience; without these, visitors might not fully appreciate the depth
of the intended interactions. This could result in feedback that undervalues certain design
elements or that suggests changes which might not be relevant within the museum’s actual
environment.

8.4. Recommendations

To ensure effective implementation of the proposed experience within the STRAAT Museum,
several recommendations should be prioritized to maximize the immersive and interactive
qualities while addressing previously identified limitations. The STRAAT Museum’s unique
environment—a large industrial warehouse that resonates with the urban authenticity of street
art—offers a distinct backdrop, but successful integration will require careful attention to spatial
and experiential elements. Here is a revised recommendation for STRAAT:

1. In-Museum Testing and Adaptation: It is essential to conduct thorough testing within STRAAT’s
actual museum space. The authenticity and scale of STRAAT's environment, including the
expansive warehouse dimensions, acoustics, and lighting, cannot be fully replicated in
external settings. Testing in the authentic space will allow for real-time adjustments in how
visitors navigate, view, and interact with the large-scale installations, enhancing both visual
and sensory impact.

2. Determining the Scope of Artifact Integration: STRAAT should carefully evaluate whether
artifacts or supplementary objects will be integrated with every artwork or only selected pieces.
Adding artifacts to all artworks may provide consistent, immersive engagement but could
dilute the impact if overused. Alternatively, applying artifacts selectively to specific murals
could allow for focused, thematic storytelling, highlighting artworks with deeper historical or
cultural significance. STRAAT might consider selecting key works where artifacts enhance
storytelling meaningfully, balancing immersion with an emphasis on the artworks themselves.

3. Evaluating Inclusion of Abstract Artworks: The museum should assess whether including
abstract art aligns with its mission and resonates with its audience’s expectations for street art.
Abstract works offer rich aesthetic diversity and can challenge viewers to engage in interpretive
thinking, adding layers of complexity to the STRAAT experience. However, abstract art may
also shift visitor focus from the narrative-based, figurative works that often characterize street
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art. STRAAT could choose to feature abstract art in a specific section or as part of a temporary
exhibit to gauge visitor interest and maintain flexibility.

Incorporating Demographic Flexibility: STRAAT should consider the diverse backgrounds and
age groups of its audience. Interactive experiences should include multi-generational appeal,
ensuring that activities are engaging for both younger visitors and adults. By implementing a
variety of tech-based and traditional interpretive tools, STRAAT can offer levels of engagement
that suit different age groups and familiarity with street art.

Additional Visitor Analysis Based on Falk's Categories: To ensure the experience caters
effectively to the distinct needs and preferences of various visitor types, further investigation
into the responses of different visitor categories, as defined by Falk’s framework (e.g., Explorers,
Facilitators, Experience Seekers, etc.), should be undertaken. This analysis could yield valuable
insights into how these groups perceive and engage with the exhibits and interactive elements,
highlighting any specific adjustments that may be needed to enhance the experience for these
diverse profiles.

The proposed recommendations aim to enrich the STRAAT Museum'’s immersive experience by
enhancing interaction, thematic storytelling, and inclusivity. By thoughtfully integrating artifacts,
considering the addition of abstract art, and prioritizing both in-museum testing and demographic
flexibility, STRAAT can create a dynamic environment that resonates with a diverse audience,
particularly attracting “explorers” eager for novel and engaging experiences. These measures not
only preserve the museum’s unique urban character but also work to make street art recognizable
and valuable for all visitors, deepening their connection to the cultural significance and stories
behind the art. With careful implementation, STRAAT can continue to position itself as a leading
destination for innovative and accessible street art experiences
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User Research - Questionnaire Explorers

Section 1 Section 3
. Section 2
Why would you visit a museum about street art? General information
In Europe thgre are r:liffenent museums displaying street art. Those preserve and celebrate this art form and help make it recognis- This is useful to me in order to understand how differentiate how people perceive street art and to define a target.
able to public. Here is an example of art you could find in this museum. Museums in genera| Please help me reach more people as possible by sharing the survey!

-

How old are you?
How do you usually retrieve information about the content of a museum exhibit before visiting it? * 2

[[] From friends and family O <18

] Ssocial networks O 18-24

[] Websites O 25-34

[ Posters and signs on the street O 35-44

O 45-54

O Other e

@ O 65-74
What are the reason that would push you to visit a museum about street art? * O 75>

In the last occasion you went to a museum, what did you buy (or looked for, without buying it) from the gift shop? *

O I 'would probably bring a friend or relative to this museum
[[] An item that I usually buy when I go to museums (for collections or not)
(O I'm an expert (or almost) and I'd really like to visit it and increase my knowledge about street art
[] An item that | found interesting and original What's your gender?
(O I'would like to relax by looking at street art in the context of a museum
] An item which purpose was connected to the exhibit O w
(O 1'am curious about this art and | expect to find something that will grab my attention oman
[] something customisable for me Om
(O I want to see some of the famous artists and masterpieces that the museum has to offer an
g Nathing (O Non-binary
O Other
[] Other (O Prefer not to say

Briefly describe what do you expect to see and learn in a museum about street art *

Can you briefly describe what is it? * Which country are you from?

Enter your answer

Enter your answer Enter your answer
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1

2

3

User Research - Q. Explorers Results

Start time
6/30/24 12:32:16
6/30/24 12:55:26

6/30/24 13:20:15

6/30/24 15:30:31
6/30/24 15:51:58

6/30/24 16:38:21

6/30/24 18:44:58

6/30/24 18:59:11

6/30/24 19:02:09
6/30/24 19:11:48

6/30/24 19:48:54
7/1/24 2:55:28

7/1/24 8:59:02

7/1/24 10:17:31

7/1/24 11:29:54

7/1/24 11:54:05
7/1/24 14:22:11

7/1/2415:21:13

7/1/24 15:27:22

7/1/24 16:41:45

7/1/24 18:44:35

7/1/24 19:22:25
7/1/24 21:13:09
7/2/24 10:55:09
7/2/24 14:12:46
7/2/24 16:06:19
7/3/24 20:18:01

7/9/24 14:54:09

7/10/24 5:17:07

132

Completion time Email

6/30/24 12:42:59 anonymous

6/30/24 12:59:58 anonymous

6/30/24 13:32:32 anonymous

6/30/24 15:37:54 anonymous
6/30/24 15:57:03 anonymous

6/30/24 16:50:53 anonymous

6/30/24 18:51:36 anonymous

6/30/24 19:02:30 anonymous

6/30/24 19:07:32 anonymous

6/30/24 19:16:11 anonymous

6/30/24 19:51:42 anonymous
7/1/24 2:58:34 anonymous

7/1/24 9:13:08 anonymous

7/1/2410:22:05 anonymous

7/1/24 11:32:27 anonymous

7/1/24 11:55:50 anonymous
7/1/24 14:26:49 anonymous

7/1/24 15:24:49 anonymous

7/1/24 15:34:53 anonymous

7/1/24 16:44:15 anonymous

7/1/24 18:47:50 anonymous

7/1/24 19:25:48 anonymous

7/1/24 21:44:57 anonymous

7/2/2410:58:27 anonymous
7/2/24 14:16:55 anonymous

7/2/24 16:09:32 anonymous

7/3/24 20:20:29 anonymous

7/9/24 15:09:11 anonymous

7/10/24 5:20:30 anonymous
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Name

Last modified time

What are the reason that would push you to visit a
1 am curious about this art and | expect to find
something that will grab my attention

I'm an expert (or almost) and I'd really like to visit it
and increase my knowledge about street art

| want to see some of the famous artists and
masterpieces that the museum has to offer

| would probably bring a friend or relative to this
museum

| am curious about this art and | expect to find
something that will grab my attention

| would like to relax by looking at street art in the
context of a museum

| am curious about this art and | expect to find
something that will grab my attention

| am curious about this art and | expect to find
something that will grab my attention

| would probably bring a friend or relative to this
museum

| am curious about this art and | expect to find
something that will grab my attention

| would probably bring a friend or relative to this
museum

| am curious about this art and | expect to find
something that will grab my attention

| would probably bring a friend or relative to this
museum

| want to see some of the famous artists and
masterpieces that the museum has to offer

| am curious about this art and | expect to find
something that will grab my attention

| want to see some of the famous artists and
masterpieces that the museum has to offer

| am curious about this art and | expect to find
something that will grab my attention

| want to see some of the famous artists and
masterpieces that the museum has to offer

| am curious about this art and | expect to find
something that will grab my attention

| would probably bring a friend or relative to this
museum

I am curious about this art and | expect to find
something that will grab my attention

| would probably bring a friend or relative to this
museum

| would like to relax by looking at street art in the
context of a museum

| am curious about this art and | expect to find
something that will grab my attention

I would like to relax by looking at street art in the
context of a museum

I'am curious about this art and | expect to find
something that will grab my attention

| would probably bring a friend or relative to this
museum

I'am curious about this art and | expect to find
something that will grab my attention

If there was a reason tied to its spectacle aka these
pieces were banned or these artists were fined for
doing them publicly for example

Briefly describe what do you expect to see and learn in a museum about street art
color pallet, fonts, history of the street art, some swag thingy

Historical context within the art form. Some pieces from pioneers and why it created up roar from

the public. The continuation and the development of the culture to today

I don’t think it’s a matter about learning, because usually street art represents society issues and it’s
related to freedom of thought when it’s not granted. | think it's more about to see how a problem
can be interpreted by the artists, what are the pov about that particular topic and how people feel
close about that topic. When | go to a street art museum I'm fascinated of the artwork, also because
maybe | know the history of the artists, but | don’t really expect the learn anything. It's just a way to

see something | wouldn't see everywhere.

Maybe the only thing you can learn it’s the technique, but actually | don’t pay a lot of attention in

that

i like to learn about different schools of art and to see art pieces that go beyond a canva.

The history about street art and how it's compared with other arts museum

| would like to visit a street art museum to appreciate this type of art. Generally, in museums, at
least in Mexico City, there is very little of this. | would like to appreciate the art and get to know
more about the artists, technigues and the meaning behind the artwork. Although street art is

generally commissioned, | believe it has a story to tell, just like any other muralist

Graffiti, Large posters, Wall paintings

About the process and the culture behind

| expect to see disruptive art that shows uniques perspectives of live

Something that surprise me and brings me joy

Want to know more aboute the culture the city

Lots of bright colours and expression of self or important topics - politics or otherwise

| dont know anything about street art, but i love every art expression, and i think that i have more
excitement about street art because is more authentic than any other art, so really i would love any
art that any street artistic will like to express, and actually i would think it eould be enough for me.....

The process of how they create the art pieces

The different kind of styles and hopefully the story behind the art pieces

Examples and cultural context

I'am hoping to find art that claims or speaks to current or past social debates.

The street it’s in, historical context and significance. And artist’s interpretation of the artwork.

Maybe some Spatial Audio to mimic the street sounds of the place this artwork is in.

See inspiring experimental pieces of art pushing norms of what art is supposed to look like

Mostly the context behind the art, and maybe other works by the same artist

I would like to know the artist, where the street art is located, and what inspired the piece of art and

location they chose for it

History of street art, alongside societal impact/messaging and influential artists.

Maybe sociopolitical context of the place where the street art happens so it’s not just looking at but

knowing why it’s here
lust like other art, get intrigued, get inspired andsee cool stuff

Unorthodox art, that is probably quiet political. Or just cool stuff like graffiti

| would expect different types of work and art and to learn about the impact they've made on street

art or culture

The context for the street art, why it was made, why it was placed where it was

In a museum about street art, | expect to see colourful and expressive works such as murals and
graffiti. | want to learn more about the history and cultural significance of street art, the techniques

and materials used by artists, and the stories behind iconic works and artists.

The history of graffiti

How do you usually retriln the last occasion you went to a museum, what did you buy (or lool
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From friends and
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From friends and
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From friends and
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networks;Websites;Mai
nly Google;

From friends and
family ;Websites;Social
networks;

Posters and signs on
the street;From friends
and family ;Social
networks;

Websites;

Anitem that | found interesting and original;An item which purpose
was connected to the exhibit;
Anitem that | found interesting and original;

Anitem that | found interesting and original;Nothing;

Anitem that | found interesting and original;
Nothing;

Anitem that | usually buy when | go to museums (for collections or
not);An item that | found interesting and original;

An item that | usually buy when | go to museums (for collections or
not);

Anitem that | usually buy when | go to museums (for collections or
not);
Nothing;

Anitem that | found interesting and original;An item that | usually
buy when | go to museums (for collections or not);

Anitem that | usually buy when | go to museums (for collections or
not);

Anitem which purpose was connected to the exhibit;

Anitem that | found interesting and original;

Anitem that | found interesting and original;An item which purpose
was connected to the exhil

Nothing;

Anitem that | found interesting and original;

Anitem that | usually buy when | go to museums (for collections or
not);
Anitem that | usually buy when | go to museums (for collections or
not);

Anitem that | found interesting and original;It should be something
useful, not just pretty;

Anitem that | usually buy when | go to museums (for collections or
not);
Nothing;

Anitem that | found interesting and original;

An item that | found interesting and original;An item that | usually
buy when | go to museums (for collections or not);An item which
purpose was connected to the exhibit;

Nothing;

Nothing;
Anitem that | usually buy when | go to museums (for collections or
not);

Anitem that | usually buy when | go to museums (for collections or

not);shirt;

Anitem that | found interesting and original;Something customisable
for me;

Mini postcard type art work from one of the exhibits | saw in the
museum;

Can you briefly describe wha
Postcard always, | will send it to my friends and family. Sometimes magnet, which
can remind me of something | like from the exhibition

A small print of a piece of art from the exhibition

Usually it’s book you cannot find in typical bookshops or rarely it’s a piece of
design, but it might vary on what's in the shop and how much expensive it is.
Sometimes | also do gift to my friends from museums shops. Otherwise also pens
and pencils just to keep a memory if | really like the museum or the artists of the
exhibition

A moleskine

| collect pins so | bought one of the exhil

Postcard

Postcard

N/A

Aglass cup with the symbol of the museum

Problably a keychain
Book based on the exhibit

Something that i will fill conected to

A fridge magnet

| didn't buy anything from the gift shop

I looked at the posters
Postcard with Illustrations

Postcards

More things like mirrors, rugs, art pieces to hang, notebooks, clock. It depends on
what | still need at that time

It would mostly be a keychain or a fridge magnet that represents the experience

N/a

Abook on the history of Mathematical proofs as a gift

| bought two books curated about the topic of exhibition but usually | will buy
postcard cuz it’s easy and light to collect
Nothing

Bought nothing

A bag from the museum

T-shirt

| bought a booklet of postcards featuring artworks from the museum that you still

need to color in.

Above

How old are you?

18-24

25-34

18-24

25-34

18-24

18-24

25-34

25-34

18-24

18-24

25-34
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18-24
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18-24
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What's your gender?

‘Woman

Man

Woman

Woman

Woman

‘Woman

Woman

Woman

Woman

Woman

Woman

Woman

Woman

Woman

Woman

Woman

Which country are you f|
China

United Kingdom

Italy

Brazil
Brazil

Mexico

India

Spain

Brazil

Brasil

Brazil
United Kingdom

Colombia

China

the Netherlands

Netherlands
Spain

Netherlands

Netherlands

India

United States

USA

Thailand

Netherlands
Germany

Netherlands

United States of America

The Netherlands

USA
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6/30/24 13:47:25 anonymous

6/30/24 14:08:06 anonymous

6/30/24 14:24:52 anonymous

6/30/24 14:27:29 anonymous

6/30/24 14:44:22 anonymous
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6/30/24 15:01:04 anonymous

6/30/24 15:03:23 anonymous

6/30/24 15:14:57 anonymous

6/30/24 15:28:57 anonymous

6/30/24 15:30:02 anonymous

6/30/24 15:39:51 anonymous

6/30/24 15:42:29 anonymous
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6/30/24 15:57:18 anonymous
6/30/24 15:57:26 anonymous

6/30/24 15:59:32 anonymous

6/30/24 16:12:00 anonymous

6/30/24 16:35:58 anonymous
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6/30/24 17:23:20 anonymous

6/30/24 17:39:28 anonymous

6/30/24 17:39:29 anonymous

6/30/24 17:54:53 anonymous

6/30/24 18:57:22 anonymous
6/30/24 19:02:05 anonymous
6/30/24 19:20:18 anonymous
6/30/24 19:34:49 anonymous

6/30/24 20:23:01 anonymous

6/30/24 21:25:38 anonymous

6/30/24 22:12:13 anonymous

6/30/24 22:36:19 anonymous

1 am curious about this art and | expect to find
something that catches my attention

| am curious about this art and | expect to find
something that catches my attention

| would like to relax by looking at street art in the
context of a museum

| am curious about this art and | expect to find
something that catches my attention

| would like to relax by looking at street art in the
context of a museum

| want to see some of the famous artists and
masterpieces the museum has to offer

1 am curious about this art and | expect to find
something that catches my attention
I'am curious about this art and | expect to find
something that catches my attention
1 am curious about this art and | expect to find
something that catches my attention

|'am curious about this art and | expect to find
something that catches my attention

I 'am curious about this art and | expect to find
something that catches my attention

1 would like to relax by looking at street art in the
context of a museum

I 'am curious about this art and | expect to find
something that catches my attention
| am curious about this art and | expect to find
something that catches my attention

| am curious about this art and | expect to find

| am curious about this art and | expect to find
something that catches my attention

| am curious about this art and | expect to find
something that catches my attention

I would like to relax by looking at street art in the
context of a museum

| am curious about this art and | expect to find
something that catches my attention

I would like to relax by looking at street art in the
context of a museum

| am curious about this art and | expect to find
something that catches my attention

I am curious about this art and | expect to find
something that catches my attention

| want to see some of the famous artists and
masterpieces the museum has to offer

| want to see some of the famous artists and
masterpieces the museum has to offer

| would like to relax by looking at street art in the
context of a museum

| am curious about this art and | expect to find
something that catches my attention

| am curious about this art and | expect to find
something that catches my attention

| want to see some of the famous artists and
masterpieces the museum has to offer

I'am curious about this art and | expect to find
something that catches my attention

| am curious about this art and | expect to find
something that catches my attention

| want to see some of the famous artists and
masterpieces the museum has to offer

I'am curious about this art and | expect to find
something that catches my attention

I'am curious about this art and | expect to find
something that catches my attention
| am curious about this art and | expect to find
something that catches my attention

Results

Murals and the like, but basically | just have to learn new things

Art pieces that fit completely into the urban context
I would expect to see the works of the best artists in order to learn more about this type of art.
Meet unknown artists and learn to appreciate this art form

Special works different from the usual

expect to see new applied and the expression of feelings that the artist transmits
through his works

See what inspires the heart of man starting from what surrounds him.
To learn more about this art and its artists.

Street art has always been something that intrigues, amazes, captures, opening your mind to
combinations of shapes, colors and subjects that you would never have thought could coexist
together. Seeing all this collected in a museum would obviously be more usable and accessible,
perhaps it could even push towards further interpretations and readings based on the choices of the
artists to be presented together. However, the original nature of street art that calls itself "the

street" could be lost a bit, the fact of surprising simply by turning the corner of a street

know nothing about the subject and | would expect to find a kind of classroom in the museum that
explains to me what it is, why it was created and what message the artists want to convey.

Period design, art colors

| expect to see lots of photos of street artists,

Mostly murals
| would like to see how they are designed and the phases that were used for their creation, | would
also like to understand the artist's thoughts

The techniques used and the times and methods of implementation

Painting Techniques, Messages from Artists
would like to find something that moves me and that strikes me. | really like it when a work tells and
interprets current events: when it gives a message to the public.

| expect to see real life illustrated

Artistic products that can be understood and appreciated by everyone

| expect to see a different and metropolitan style of art

See the expression and feeling that the artist conveys in his art
The curiosity to discover something new for me.

- Admire original works - Discover history and its messages - Get to know the artists

Difficult to answer. How is it possible to enclose street works in a museum?

A collection of the various types of street art

| like to see things that come back to life with other uses.....this is art too

Understand how the author expresses his art and compare it with other currents
Compare different styles and understand their inspiration

Exhibitions of different types, fantasy, fun

I don't know, | have to be passionate about it

Culture

The freedom to express yourself in a drawing

See new technigues and new ways to develop the imagination

| expect to see works along the lines of Bunsky or references to the murals | see on some walls in
certain areas designated for these works, in the city.
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An article that | found interesting and original;

An article that | found interesting and original;

Nothing;
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Anarticle that | found interesting and original;

Anitem whose purpose was connected to the exhibition;
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Nothing;
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Anarticle that | found interesting and original;

Anarticle that | found interesting and original;

Nothing;
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An article that | found interesting and original;

Nothing;
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Anitem | usually buy when | go to museums (for collections or not);

Nothing;
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Nothing;

Nothing;

An item whose purpose was connected to the exhibition; Guide;

Nothing;

Anitem | usually buy when | go to museums (for collections or not);

Nothing;
Nothing;

Nothing;

Anitem | usually buy when | go to museums (for collections or not);

Anitem | usually buy when | go to museums (for collections or not);

Nothing;

An article that | found interesting and original;An item whose

purpose was connected to the exhibition;

An item whose purpose was connected to the exhibition;

No

Ornament created by local artists

A round shaped food warming dish

I don't usually buy anything in museums.

A book related to the exhibition visited

Museum Book
Book about the exhibition

| only buy something if there was something in the museum that deeply
impressed me and | want to remember that feeling over time.

I never buy anything after a museum exhibit.

Soap, magnet, postcard

An image of an animal

| didn't buy anything

A puzzle is a print of a painting that struck me

A puzzle

Nothing
No
Nothing

Postcards reproducing the works of art of the exhibition

Nothing

I didn't take anything

| don't buy gadgets other than related books.

Guide, pencil, rulers or other similar material

Nothing

Souvenir magnet

Nothing

Nothing

I didn't buy anything
Brochure

Magnet

()

3D artistic reproduction

A postcard depicting a work
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7/1/24 9:45:07
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7/1/24 11:38:27
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7/2/24 11:06:26
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6/30/24 23:11:25 anonymous

6/30/24 23:36:32 anonymous

7/1/24 9:29:18 anonymous
7/1/24 9:49:10 anonymous

7/1/2410:19:10 anonymous

7/1/24 11:20:53 anonymous

7/1/24 11:49:45 anonymous

7/1/24 15:57:42 anonymous

7/1/24 16:29:41 anonymous
7/1/24 16:34:43 anonymous
7/1/24 20:54:25 anonymous

7/2/24 11:12:44 anonymous

7/3/24 9:49:43 anonymous
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| am curious about this art and | expect to find
something that catches my attention
| am curious about this art and | expect to find
something that catches my attention

1 am curious about this art and | expect to find
something that catches my attention
| am curious about this art and | expect to find
something that catches my attention
I'am curious about this art and | expect to find
something that catches my attention

I'am curious about this art and | expect to find
something that catches my attention

| am curious about this art and | expect to find
something that catches my attention
I'am curious about this art and | expect to find
something that catches my attention

| am curious about this art and | expect to find
something that catches my attention

| am curious about this art and | expect to find
something that catches my attention

| would probably take a friend or relative to this
museum

I'am curious about this art and | expect to find
something that catches my attention

I would like to relax by looking at street art in the
context of a museum

| am curious about this art and | expect to find
something that catches my attention
I'am curious about this art and | expect to find
something that catches my attention

esults

| expect to understand what street artists want to communicate with their art. Also, | expect to take

alittle journey with the imagination
The free expression of art

I don't know about learning, | would expect representations of personal visions of real or abstract

realities and reproductions of works
| am not prepared on the subject

I'm curious to see the different "styles", with or without the use of colors, in relation to the different

local and historical/contemporary contexts.

The importance of this art form and how it affects culture

| expect to be thrilled.

Expressions of Pop and Urban Culture. Generational references to films, TV, memes. A different look

at the world.

| believe that street art is the most spontaneous and sincere and instinctively reflects, without

temporal constraints, the soul and the desire to express the artist...
Ilook forward to finding out what lies behind the work.

Graffiti

Seeing the artist's thoughts, imagination and feelings materialise through his drawings

Understanding Street Art

Social Criticism Nonconformism Originality

Creation of artistic images related to current or ethical themes. Also with a social message
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I rarely buy or look for items as souvenirs.

Abookmark

Representation of a work that struck me empathically
I didn't buy anything

Usually a "print", a postcard or a booklet that reminds me of the experience.

Nothing

Nothing

Catalogues or books related to the history of the museum or collection

I didn't buy anything
Abag
Nothing
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Books, objects

Van Gogh Sunflowers Poster

Abook with the main pieces exhibited in the museum and their descriptions
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Customer Journey Map

TRIGGER ENGAGE CONSOLIDATE ENGAGE CONSOLIDATE RELATE

10 MINS 30-50 MINS 10 MINS 5-7 MINS 60-90 mins 20-30 MINS 30 MINS 20 MINS 7+ DAYS
s Discovering the Travelling tothe Reaching the Entering the L . Break at the Finish visitin Leaving the
8 & & & & Visiting (first 3 "areas" of the museum) & & days later
& museum area museum area museum caffe (last area) museum
/, - / /7\\\ R - '&‘;fmn,ngm’;:tiﬁ
N th/ hood =

Projection
installation

Camera

Flyer with
prices

Unusual museums in Amsterdam

Know bt the Riksmasaum, the Anne Frark Housa and the Van Gogh

Going to the Snack break
f N Taking the trainto Ams.  Takingthe ferryto  Walking/ Cycling to i . . . i
Scrolling social networks Contaat staton A Nord s toilet . Exploring Try the different installations/ exhibitions Relaxing/chatting i Trying final S
Quickly Admiring Going to the Checking : Downloading : exhibition ; . Checking what to do . exhibition Passing : Visiting another .
N Ordering 3 Viewing - Exploring story telling and Visiting cultural . Taking a break Leaving for the Thinking about what learnt in straat when noticing
exploring the external bar next to prices and and trying with = next - with from the part of the P
tickets Hored abstract art H activism areas heritage area at the caffe H next destination street art in the streets
R R R . - . . R neighbourhood murals the museum offers. Leaving stuff in audioguide history of projected shop neighbourhood
looking for information online Driving to destination Parking the lockers street art Exploring arts and their descriptions Reflecting on the museum murals
e =i Need to Neestobe Need to R T pr— o peedo
. Needto Nesdto o o = Needtofeel  Need o Need to = _— B = Need to Needto Needto  sbewrene Need 90 heesto ! eedto i e
Needtoknowthe  Needtoknowthe  Need to know if Pt oow s folow he Needto "ok ey Needto comtrabl | lenarry || swemy || Needto e oo b L someing interact s b€ recharge  cnine R | GO resone | Nedto Need 0 Needto torest| | e | oo SR i e semeting
information about  place and times | am the target of right e aree feel safe " e e R onae | e havefun averaned sreetart e worthy emaze: G’ Clil e be e be O3 e MR oo, surprised
4 the collection of museums museum drecion ey Nees een y educated surprised
g Need to s n ter:vetln e Needto Need o Nesdto R Needtobe Nesdto
4 Need to know vl re i Lxd (e T i the educted e Needto
Need to know <afe arecton safe  eedto = time fmgoing o = —— abouttne surprised ikwhee havetime
which ativities the  which ativities Need to artve here need themes todones  formyselt
museu offers i
the area offers o | P
o safe Need to
e find
parking
e Theresan
oo [o— descripton ofthe rt f
o Lockers are . (interesting” in most this area Different s e ree Good
orionana Thefree Rarely | o z mories
o he o The The S e IS | e P audo e T e = toors kS = e e o) e e pee ]
e s, STy P } = el & CH openand | tocers Rt = o = exition iy ot = procicsre i o ferry s
n that s different from e ferry is parking s e o 1o o ouse  folowthe e ol AhEeae — fuz=y oo L ool exnibition ered Y ot o
c dlassic art museum T free is huge — ) iy people i front e
© nscalaons
" of me
v Byl Wow s g and fllof
paintings e ’
wow these murals are so
e history s interestin impactful
’—\ The history is interesting Everything here s pact
astonihing — 7 Nice shop but | would
) Let's see what to do next have loved to see more 1 hop -
| didnt expect murals outside We arein! Nicel A free guide! _ Stuff about what | have 50 nice, | should go there Street art in the streets now
the museum but it makes seen
sensel - A
the other art museuns! "5;’5;":3;‘;:;“’1:‘ Y < the murals though. Time to relax well ye;\(‘s a 7evhy nK‘e museum
e . R (P
- isappointing it seems jus PR
expensive Ashort break before sl < aesthetic an
is all seems repecitve and ~
pay for watching syt thinkif 1 would use it them im a bt tred L%
o / A4
< wellvalkren = ~ -
: - i @ O @
- 3
19
c
Ifitwas weekend we
o
o I
X £
[in} X X
What i it only displays huge
modern art and uses street art oy
toattract visitors? We took the wrong ferry
¢
ourrgveek P itlooks Thereare  The audio
domsterae ] abitdiny o ption
e e darshossbe andnot s | ey —
£ — B el = kS R i = - = e T o
seems itwans to use e e veodfor Myt salstons pressdeen ammpn e et FE
§ o mmmmown IR = = — BEOEE mm o 3 Eed e S
o " taking advantage on the consume isnot good read fsmissing “fowaiinen g . e
and the city center movement of street art almy  andwil

internet  useallofc

ifihear

Icannot
take

pictures

Initial distrust for Impact of the . .
Moments the museum suggestive Firstimpact with monotony
the museum

of Truth content neighbourhood Of the V|S|t

138 Federico Villa - Msc Strategic Product Design - Master Thesis Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums 139



Ideation sessions outcomes

ideation

from a description, visitors try to

. . showmg them fun f.aCt S h 0W| ng fu n fa ct create a painting themselves (by
Trlgge rl ng of theartworks while e rt using elements given by the
q apou ea museum) at the end they see how
Walkmg them to the art the painting is actually made
| te from the artist
It could be ‘ a::f?o:::the:\:slltors
made by a quiz that explain what the

elements are
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Ideation sessions outcomes
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Artworks used as references during
Evaluation and Validation Sessions

Artworks were chosen by their description
(available on STRAAT Collection Database)

Nina Valkhoff, Wayne Horse,
Cazando Suenos Perdidos Das grosse Fest

Eduardo Kobra, Zésar Bahamonte, Morcky,
Let me be myself Reunion La deriva

Joram Roukes, A Squid Called Sebastian, Thomas Powell, MalakRai,
Pegasus Hunter - Hunted Distraction The trip we don’t want to do
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First Evaluation Al Generated Images
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First Evaluation Descriptions
with Al Generated Images

150

CAZANDO SUENOS PERDIDOS
Nina Valkhoff and Irene L6pez

Nina Valkhoff is a muralist who focuses on flora and fauna. She
aims to bring attention to endangered species, or highlight local
animals who often remain unnoticed. She likes to call this ‘subtle
activism'’: by making people notice her animals, she hopes to
inspire people to treat animals better. Her botanical compositions
are dynamic and playful, always with a hint of magic.

“This painting shows an Iberian lynx longing to catch a jumping
rabbit. The Iberian lynx is a severely endangered feline that can
only be found on the Iberian peninsula, in Spain and at times in
the south of Portugal. Its main source of food is the rabbit, but
due to viral diseases the population of rabbits has significantly
decreased, leaving the Iberian lynx in a vulnerable position. That is
why you can see it fading. The flora depicted is the eucalyptus
tree and the orange tree, both found in Spain. The orange is a nod
to the Dutch Royal family.” / Nina Valkhoff

Ai generated versions of visitors

Federico Villa - Msc Strategic Product Design - Master Thesis

LA DERIVA
Morcky

In La deriva, Morcky depicts an old Dutch love story. With a
nostalgic look majestically rendered through saturation, the artist
tells about the relationship between two people who are no
longer together. Yet, they share the same background: the city of
Amsterdam. In this picturesque image of typical Dutch
architecture, we can recognize a church from the Jordaan
neighbourhood, the area where Morcky used to live.

Ai generated versions of visitors

REUNION
Zésar Del Monte

Although Zésar has painted many musicians throughout his
career, this was the first time he painted flamenco musicians from
his hometown, Seville. Instead of turning to the traditional
imagery of flamenco, he represented the artists in his own
personal way: fresh and original, yet deeply rooted into the
cultural heritage of his country.

Ai generated versions of visitors

HUNTER - HUNTED

A Squid called Sebastian

Sebastian’s graffiti art is inspired by comic books as well as
Renaissance and surrealistic masterpieces.

“This painting revolves around the idea of mankind as predators
but with themselves as their own greatest natural enemy. The
character wears a mask on the back of his head, which was done
by lumberjacks in India to protect themselves against tigers. But
this obviously does not protect one from arrows in the back.” / A
squid called Sebastian

Ai generated versions of visitors

DISTRACTION
Thomas Powell

In this work by Thomas, the Chinese performers are a metaphor
for how the media purposely distract us. Traditionally, these
Chinese performers would distract their audience with music and
theatre. Here, the performer highlights three canaries - historically
used as a ‘warning sign’ for an unsafe mine - while many more
canaries are left unmentioned.

“We are told about some things, but the vast majority we ignore

and we just get on day to day, even though we are fucking up the
planet.” / Thomas Powell

Ai generated versions of visitors
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First Evaluation Artefacts
and Stories
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PAIR OF FLAMENCO
SHOES

“These shoes belonged to my grandmother, who used to dance
flamenco every evening after work in the small courtyards of
Seville.

Though worn and tattered, they are a reminder of her passion
and dedication to the art form that was both a celebration of life
and a way to reconnect with her roots. Flamenco wasn't just a
performance for her. It was a link to our family’s past, deeply
rooted in the folklore of the city.

Every time | see them, | remember the energy and grace with
which she danced, her feet moving with the rhythm of centuries-
old traditions. The shoes are quiet now, but they still hold the soul
of the flamenco spirit. A blend of joy, sorrow, and resilience.”

- Rita

SCRATCHED MOKA POT

This moka pot used to sit on our stove every morning, a ritual we
never questioned. We bought it together during a trip to Italy,
back when everything still felt so certain. He would grind the
beans, and | would heat the water. Each step an unspoken
dance we perfected over time.

After we split, | kept the moka, though it felt strange to brew
coffee for one. The scratches on the handle are from the times we
packed it for weekends away, or when it clattered in the sink
after too many sleepless nights. Now, every morning when |
make coffee, | can’t help but think of those quiet moments we
shared, when the world still seemed full of possibilities.

The moka pot is just an object, but somehow, it holds the weight
of everything that was and everything that no longer is.

- Giovanni

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums

RUSTED RABBIT
SNARE

This rusted snarel has been used by my family for such a long
time. It belonged to my father, a hunter who roamed the hills for
rabbits for most of his life. He taught me how to set it, how to be
patient, and how to read the landscape.

Few years ago we discovered the consequences that hunting
rabbits can cause to other important species of our territory. My
father realised that every rabbit he took from the wild was one
less for wild animals. | remember watching him hang this snare
on the wall, his hands pausing for a moment, as though he was
saying goodbye to a part of himself. It became a symbol of his
quiet transformation from hunter to protector. An
acknowledgment of his own part in nature’s delicate balance.

Now, the snare hangs unused, a reminder that sometimes the
greatest act of respect for nature is restraint.

- Carlos

CRACKED, OLD
TELEVISION REMOTE

This remote sat in my living room for years, a bridge between me
and the world outside, but also a tool of distraction. | remember
holding it tightly, flipping through channels, consuming snippets
of global crises while ignoring the pile of recycling | hadn't taken
out or the small garden out back that was slowly dying. It was
easier to press a button than to confront the mounting reality of
the world'’s deterioration—Ilike having control over the chaos, but
never really acting on it.

The crack on the side is from the day | accidentally dropped it,
but in a way, it symbolizes the larger cracks in my own
awareness—pieces of truth slipping through the cracks as I let
the screen dominate my attention.

Now, this broken remote reminds me of how distraction works: a

way to avoid the big picture, the environmental damage
accumulating while we watch from a distance.

- Paul
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First Evaluation
Artefacts proposed by Explorers
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First evaluation Ul

What type of
Artist do you
feel?

“SThRT

if you were a street
artist, you would use
your art to...

Celebrate cultures sha OUr Cre; ty
that represents you with the world

ranalize emotions
nd experiences

and global problems
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You as a street
artist

Which city represents you the most?

Which countries and cultures represent
you the most? [max 3]

Which forms of pop-culture would you put
inyour art? (movies, comics, music)

Which colours would you use in your
painting? [max 3]

Create your own
version of an
artwork

Choose one of the following artworks:

“An artwork that brings attention to
endangered species, highlighting local
animals who often remain unnoticed.

"Apiece that renders the end of a love
story. A separation between two people
who are no longer together but yet they
share the same city.”

“An artwork that uses metaphors to
explore the role of social media as a tool of

distraction. The piece serves as a
reminder that while we are made aware of
certainissues, we often overlook the
bigger picture.

“"Mural that celebrates musicians of local
town. Instead of a traditional
representation, the scene is depictedina
fresh and original way.”

Choose your
street artill

Select one of the generated version

Print your own

streetart

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums



First Evaluation Questionnaire
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Graduation Project Evaluation: Revealing Urban Narratives

Thank you for participating in this test. | hope you enjoyed it.

Before leaving, please fill in the form. Your opinion will be useful for the validation of my graduation project.

In this phase I'm testing two concepts and only one will be selected. Please be honest and in case you want to give more feedback,
please let me know in a short feedback session.

Section 1

Before starting the experience

1. What is the reason that would push you to visit a museum about street art? *
O 1would probably bring a friend or relative that is really interested to this museum

I am a big fan (or expert) of street art, | know a lot of things about it and I'd like to visit a museum about it and increase my
) knowledge

O Admiring street art in a museum would relax me
() 1'am curious about this art and | expect to find something that will grab my attention

O lam looking for a thrilling experience, to see famous artists and masterpieces that the museum has to offer

() Other

Section 2

Version of the prototype

2. Which version did you try?
O 1 - Generative Al

O 2- Artefacts

Section 3

After the Experience

3. How much did you like this "museum experience” overall? *

W W W W W w

4. How much did you FEEL ENGAGED BY the initial promise? (just the text and the promise of meaning, not graphic or poster
itself) *

wWw W W W w

5. How CLEAR was the initial promise? (just the text and the promise of meaning, not graphic or poster itself) *

WWw W W W W W

6. How much did you FEEL ENGAGED BY the artworks (for example: you spent admiring it, you reflected on how it was made
and which messages it conveys)? *

W W w oW

7. How much did the experience help you in engaging with the artworks? *

WWw W W W W

8. Did you have fun during the experience? (0 = "l was bored”, 10 = "I had a lot of fun®) *

W W W W W w

9. Did you feel you had autonomy during the visit? (0=no | felt like | was following a specific path, 10= yes, | was able to move
where | wanted during the visit) *

G i}Federico Villa - Msc Strategic Product Design - Master Thesis

10. What's the artwork you engaged the most with? *

(O Option 1

() Option 4

() Option 5

11, Why? *

Enter your answer

12. If you remember, how many artworks did you engage with during the experience *
O
O
O 3
QO 4
Os

(O I don't remember

13. After this experience, how much do you feel the theme of street art has become relevant to you? (0= nothing has
changed, 10= it became way more relevant to me) *

DA A A A A A

14. How much do you think the last part of the experience (postcard for version1 and IG for version 2) help in creating a bond
between you, the museum and its content? [answer considering only the version you had] *

wow W w W W

15. After this experience, how much would you recommend the museum to a friend? *

DGR I I A R A
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First Evaluation Q. Results

Start time Completion time Last modified time What is the reason that Which version did you tt How much did you like t How much did you FEEL | How CLEAR was the initi How much did you FEEL How much did the expei Did you have fun during Did you feel you had aut What's the artwork you Why? If you remember, how n After this experience, hcHow much do you think After this experience, hg

It felt deeper. And | have been in

1 9/13/24 14:24:00 9/13/24 14:27:52 anonymous | am looking for a thrillin. 2 - Artefacts 7 6 5 7 6 6 7 Option 4 similar situations. 3 5 5} 6
| found it had quite a deep meaning

2 9/13/24 14:24:08 9/13/24 14:28:15 anonymous | am curious about this a 1 - Generative Al 6 5 3 5 5 5 5 Option 5 behind it. 5 5 5 6
The sad rabbit noises made me think

3 9/13/24 14:28:26 9/13/24 14:29:53 anonymous Admiring street art in a n2 - Artefacts 6 6 5 5 6 7 5 Option 1 about the art more. 5 6 © 7

4 9/13/24 14:28:19 9/13/24 14:29:57 anonymous | am curious about this a 1 - Generative Al 6 5 5 5 6 6 7 Option 3 | experienced it more intensely. 3 6 6 6
Basic shapes and colors can tell a

5 9/13/24 14:46:24 9/13/24 14:49:04 anonymous Probably it has gone vira 1 - Generative Al 5 4 4 5 3 3 3 Option 3 deep story. 4 B} 5 4

6 9/13/24 14:55:31 9/13/24 14:56:50 anonymous Virality 2 - Artefacts 6 6 6 6 6 6 5 Option 5 | had to come up with a new artifact. 5 5 7 6

Felt that | could easily relate with the

7 9/13/24 16:02:51 9/13/24 16:05:05 anonymous | am curious about this a 2 - Artefacts. 4 5 6 4 5 6 5 Option 5 meaning of lack of self protection 5 5 4 4
It looks more close to me! And it has
more personal human approach than

the others.
8 9/13/24 16:02:30 9/13/24 16:06:12 anonymous Admiring street art in a n2 - Artefacts 5 5 5 2 5 6 7 Option 4 4 4 5 5
I'like the idea of take care the
9 9/13/24 16:19:00 9/13/24 16:21:31 anonymous | am curious about this a 2 - Artefacts. 5 6 5 6 5 5 2 Option 1 animals more 4 4 o 4
10 9/13/24 16:18:17 9/13/24 16:22:24 anonymous | am curious about this a 2 - Artefacts 5 5 3 5 6 5 4 Option 5 I've seen lots of Sebastian arts 5 4 2 5
| was thinking of an artifact to pair
11 9/13/24 16:21:35 9/13/24 16:23:38 anonymous | am a big fan (or expert) 2 - Artefacts 5 5 3 2 5 5 1 Option 5 with it 5 4 5 4
Because | had to think about a object
12 9/13/24 16:26:41 9/13/24 16:30:00 anonymous | am curious about this a 2 - Artefacts 5 6 4 4 6 5 3 Option 5 to link to the art my self. 5 5 4 4
13 9/13/24 18:19:55 9/13/24 18:21:47 anonymous | would probably bring a 2 - Artefacts 6 5 6 5 6 4 2 Option 4 Most interesting story for me 5 2 3 5

The combination of the three
elements (artwork, story and audio)
was the most cohesive one and
made me connect emotionaly with

14 9/13/24 18:41:40 9/13/24 18:46:34 anonymous | am curious about this a 2 - Artefacts. 6 6 6 7 7 6 7 Option 1 the artwork 4 5 5 7

15 9/16/24 11:13:37 9/16/24 11:15:36 anonymous | am curious about this a 1 - Generative Al 4 4 4 3 4 3 3 Option 2 | liked the topic 2 5 g 4
I liked the combination and the

16 9/16/24 11:15:57 9/16/24 11:19:20 anonymous | am curious about this a 2 - Artefacts. 5 4 3 4 5 4 4 Option 4 personal story 4 5 5 5
| was able to compare it to my self

17 9/16/24 12:22:49 9/16/24 12:31:22 anonymous | am curious about this a 1 - Generative Al 6 3 5 4 6 5 7 Option 2 generated picture 5 3 7 4
| really like the metaphor behind, as

18 9/16/24 12:39:33 9/16/24 12:41:54 anonymous | am looking for a thrillin. 1 - Generative Al 4 5 6 3 4 4 4 Option 5 well as the art style 3 3 4 4
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Second Evaluation Questionnaire

Section 3

Section 5
Section 1

Preference over the concepts (or ideas)

n Evaluating concept Urban Stories told through Art and Objects

-
- . Which concept did you prefer? *
Did you read the document and the two concepts? If you haven't, please go through them as they are essential for
the survey *

O Reinterpreting street art with Al

(O Urban stories told through Art and Objects

O Yes
O No

How much do you rate this concept? *

Motivate your answer * @ @ @ @ @ @ @

Section 2
Enter your answer
12

How much do you think the concept would help you interact with street art in the museum? *

s eReRRAR

What kind of visitor are you?

This is an important section because it will help me understand which target like each concept.

Section 4

Would you start following the museum on social media? *

What is the reason that would push you to visit a museum about street art? *

| would probably bring a friend or relative that is really interested to this museum O Yes
| am a big fan (or expert) of street art, | know a lot of things about it and I'd like to visit a museum about it and increase my O Maybe
knowledge

O No

Evaluating concept Reinventing Street Art with Al

| am curious about this art and | expect to find something that will grab my attention

Why? *

O

O

() Admiring street art in a museum would relax me

@)

() I'am looking for a thrilling experience, to see famous artists and masterpieces that the museum has to offer
O

Other

Enter your answer

Which country are you from? *

How much do you rate this concept? *

15

Add here other comments or opinion on the concept

@ @ @ @ @ @ @ Enter your answer

Enter your answer

How old are you? *

How much do you think the concept would help you interact with street art in the museum? *

(O Under 18 @@@@@@@
O 18-24
O 2534
O 3544 Would you keep the postcard also after few years? *
O 45-54 O Yes
O 5564 O Mayb
ybe
) Over65 O No

Add here other comments or opinion on the concept

Enter your answer
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Second Evaluation Q. Results

Start time

9/30/24 17:43:16

id you read the docum What is the reason that would push you to

9/30/24 17:48:00 Yes

visit a museum about street art?

| am curious about this art and | expect to
find something that will grab my attention

‘Which country are you f How old are you?

Spain

Which concept did you prefer?

Reinterpreting street art with Al

Motivate your answer

How much do you rate How much do you
this concept?

Would you keep the
think the concept postcard also after few
would help you years?

interact with street art

in the museum?

Add here other comments or opinion on the concept How much do you rate

this concept?2

I liked the idea to see the creations to other people. | will make this part
in a screen so you can see more than one and maybe wait for yours

5 Maybe

How much do you
think the concept
would help you

Would you start
following the museum
on social media?
interact with street art

in the museum?2

To be aware of the activi

Add here other comments or opinion on thi
concept2

2 9/30/24 17:58:43 9/30/24 18:05:14 Yes | would probably bring a friend or relative  ltaly 25-34 Urban stories told through Art I'am against the use of Al in terms of art. 1 2 No As l already said, utilizing Al will ruin the concept of art. | am not 6 6 Maybe Cause it tell a story about a place that
that is really interested to this museum and Objects Moreover, using Al could be already done on a free virtual exhibition open to this kind of change. And | am neither curious about it usually people take for granted.
from home. But if | will go to the museum and | will spend money | want
to see ing that is authentic
3 9/30/24 22:34:21 9/30/24 22:43:34 Yes | am curious about this art and | expect to China 18-24 Urban stories told through Art i personally prefer the idea of wondering around the physical exhibition 5 3 Yes 6 5 Maybe | would enjoy the moment when | am
find something that will grab my attention and Objects and just read the info around them, more chill and street vibe in the museum, don’t think | am those
person who likes to follow the social
media thingy..
4 9/30/24 22:34:00 9/30/24 22:51:52 Yes | am curious about this art and | expect to United States of America25-34 Urban stories told through Art | think this one give viewers more context and allows them to gain new 3 2 Maybe | understand the concept in terms of giving users the ability to 5 5 Maybe | think this concept allows for more
find something that will grab my attention and Objects perspective around the murals based on objects that inspired or are understand the choices the artists made. But i dont think i like the connection between the art the artist
based on the art. Allowing for more interpretation and conversation with idea of using Al to generate especially in the context of the streetart and the viewers as they try to a
each piece. museum where ppl are going to celebrate or learn about the connect between all of the ways the
streetart and the ai bit i feel like discredits the work a little bit art and the object connect.
5 9/30/24 22:26:16 9/30/24 22:54:09 Yes | am a big fan (or expert) of street art, | Italy 25-34 Urban stories told through Art | like both ideas even if | don't understand why is called street art instead 4 4 Maybe Honestly it sound a bit weird to imagine a digital exhibition about & 4 No Because It's not in my interest. | Not really at the moment
know a lot of things about it and I'd like to and Objects of graphic art or something similar, where is the street part of it? Because street art, maybe because I'm a fan of the illegal and spontaneus mostly follow people | care
visit a museum about it and increase my the stories come from the "streets"? (Like in "urban stories told through side of this movement. At the moment no comments
knowledge art and objects"). Just asking. Btw | prefer the this one about urban
stories. People are interested in other people stories and if they are
gonna be displayed somehow it gives and it gives a visual idea of it makes
it more engaging. Could be also difficult, if is it part of the exhibition (i
don't know) contribute with one's personal story
6 9/30/24 22:55:39 9/30/24 23:02:21 Yes I am curious about this art and | expectto  Spain 2534 Urban stories told through Art I'think Al is a hot topic right now, but for a museum feels like it lacks 5 4 Yes 6 5 No 1 do not have social mediafl
find something that will grab my attention and Objects creativity and emotion. In my opinion, choosing a meaningful object gives
awide range of possibilities that can explain the context of the artwork or
the artist
7 10/1/24 10:56:25 10/1/24 11:23:04 Yes | am looking for a thrilling experience, to see Italy 25-34 Reinterpreting street art with Al I think the Al option is more stimulating and engaging because it allows 5 6 Yes | wrote some ideas before, sorry fede a4 2 No | think this is very personal, but in Wrote it in the first open question
famous artists and masterpieces that the the visitor to become an artist, to decide how to create the artwork. The general | don't like to follow
museum has to offer fact that they have decision-making power makes the experience more institutional forms from my social
unique. media accounts. When | use these
The concept of the objects doesn’t convince me so much for the simple apps | prefer to spend my time lightly
reason that it implies a constant reading of the reason for the links. It is and having museum posts in my feed
likely that it will be done with the first objects but then the visitor may wouldn't lead me to look at them in
get tired. Even though there is an additional level that should determine depth anyway. | want to be the one to
more curiosity, it seems very similar to having to read information tags. decide when to contact the museum,
On the other hand, what is not clear to me about the Al idea is that to perhaps by consulting the website or
generate the work of art through the display there are prompts already seeing posters around the city, but |
tested that certainly lead to the creation of a work similar to one already don't want the museum to bombard
present in the museum. | am concerned that in this case, the user does me with information
not have 100% creative freedom. And | am not too sure that he would
find it interesting to see how the artwork was developed by others. On
one hand, | understand it as a choice because it seems similar to the
gamification approach: "seeing what others have done, | want to try it
too and do better". However. since it is art. and it is verv subiective. |
8 10/1/24 18:18:35 10/1/24 18:23:35 Yes | am curious about this art and | expect to Nederland 18-24 Reinterpreting street art with Al The ai concept is really intuitive and doesn’t force the visitor to read a lot 5 5 Maybe 4 2 No It would feel a bit forced
find something that will grab my attention of text, which means they cab enjoy a larger variety of works. When the
visitor would have to read text, it might be easier for them to skip over
the explanation just because the artwork doesn’t seem to interest them.
9 10/1/24 19:31:58 10/1/24 19:36:21 Yes I wouldn't Netherlands 18-24 Urban stories told through Art | don't like the use of ai imaging as it is stealing from artists. 1 1 No See my previous response..| believe ai imaging is unethical 3 1 No I don't think it would provide me with
and Objects information that | need and | usually
don't think art from.a museum is very
impressive usually
10 9/30/24 18:57:00 9/30/24 19:10:56 Yes am curious about this art and | expect to Italy 25-34 Street Stories Told Through Art Attracting the audience's attention through sounds and animations 5 6 No Al is definitely a more innovative concept and capable of attracting 7 7 Yes If they managed to catch my
find something that catches my attention and Objects seems more effective to me the attention of many people attention | would like to stay updated
on new works
11 9/30/24 18:29:30 9/30/24 19:27:57 Yes am curious about this art and | expect to Italy 55-64 Reinterpreting Street Art with Al | find it interesting to be involved in first person, putting myself in the 7 7 Yes find this concept to indicate that you have to be yourself to be 6 6 Yes It's an opportunity to stay up to date It is interesting to know the history that led
find something that catches my attention (Artificial Intelligence) artist's shoes and seeing what differences emerge between the original happy and it is represented in a sunny way with the myriad of bright on what's new at the museum to the creation of the work
work and the one | created at that moment. A playful experience to learn colors used.
about this type of art!
12 9/30/24 20:43:18 9/30/24 20:53:29 Yes am curious about this art and | expect to Italy Over 65 Street Stories Told Through Art I find it stimulating to understand the process that inspires an artist 6 6 Perhaps For my personal taste | certainly find it interesting but it risks 7 7 Yes Itis a logical continuation on the path | find it stimulating but also instructive and
find something that catches my attention and Objects starting from objects or ideas distracting a bit from the artist's path guide in the creative path
13 9/30/24 21:29:48 9/30/24 21:33:19 Yes am curious about this art and | expect to Italy 55-64 Reinterpreting Street Art with Al | liked it more, | feel like | can understand the works better this way 6 6 Yes 5 4 Perhaps maybe | would do it for a while but
find something that catches my attention (Artificial Intelligence) then | would let go
14 9/30/24 21:42:54 9/30/24 22:06:06 Yes I'm accompanying a friend/relative who is Italy 55-64 Reinterpreting Street Art with Al Although artificial intelligence is a little-known world for me and in some 5 5 Perhaps 4 5 Yes | find it interesting
interested in this topic (Artificial Intelligence) ways it scares me, | believe that this is the future. The world moves
forward, progress t0o, and future generations will increasingly use it in all
areas.
15 9/30/24 22:27:14 9/30/24 22:29:12 Yes am curious about this art and | expect to Italy 25-34 Reinterpreting Street Art with Al Bringing together art and technological modernity 7 6 Yes 3 3 No I'm not interested

find something that catches my attention

(Artificial Intelligence)
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Second Evaluation Q. Results

9/30/24 22:28:22 9/30/2422:35:11 Yes
9/30/24 22:28:17 9/30/24 22:35:54 Yes
9/30/24 22:40:45 9/30/2422:42:17 Yes
9/30/24 22:33:36 9/30/24 22:46:34 Yes
10/1/24.0:39:34 10/1/24 0:53:00 Yes
9/30/24 22:20:37 10/1/24 2:41:02 Yes
10/1/24 6:10:37 10/1/24 6:16:10 Yes
10/1/24 8:29:45 10/1/24 8:35:27 Yes
10/1/249:13:10 10/1/24 9:23:49 Yes
10/1/249:37:06 10/1/24 9:47:36 Yes
10/1/24 9:43:47 10/1/24 9:50:36 Yes
10/1/24 10:26:26 10/1/2410:29:23 Yes
10/1/24 10:34:51 10/1/24 10:56:17 Yes
10/1/24 11:29:41 10/1/24 11:34:26 Yes
10/1/24 11:42:06 10/1/24 11:46:47 Yes
10/1/24 12:52:48 10/1/24 12:58:10 Yes
10/1/24 12:57:25 10/1/2413:11:37 Yes
10/1/24 14:39:09 10/1/24 14:43:26 Yes
10/1/24 14:45:27 10/1/24 14:48:47 Yes
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I have heard about some famous artists and  Italy 25-34
masterpieces that the museum has to offer
and | just can't miss them.

am curious about this art and | expect to Italy 25-34
find something that catches my attention

am curious about this art and | expect to Italy 25-34
find something that catches my attention

I'm an expert (or almost) and | would really Italy 25-34
like to visit it and increase my knowledge of

street art

am curious about this art and | expect to Italy 25-34

find something that catches my attention

I'm an expert (or almost) and | would really  Italy 25-34
like to visit it and increase my knowledge of

street art

| want to relax by looking at street art in the Italy Over 65

context of a museum

am curious about this art and [ expectto  ltaly 55-64
find something that catches my attention

am curious about this art and | expect to Italy 35-44
find something that catches my attention

am curious about this art and | expect to Italy 18-24
find something that catches my attention

am curious about this art and | expect to Italy 25-34
find something that catches my attention

I have heard about some famous artists and Italy 25-34
masterpieces that the museum has to offer
and | just can't miss them.

am curious about this art and | expect to Italy 25-34
find something that catches my attention

I have heard about some famous artists and Italy 25-34
masterpieces that the museum has to offer
and | just can't miss them.

am curious about this art and | expect to Italy 18-24
find something that catches my attention

| want to relax by looking at street art in the _Italy 55-64
context of a museum
am curious about this art and | expect to Italy 25-34

find something that catches my attention

am curious about this art and | expect to Italy 25-34
find something that catches my attention

I'm accompanying a friend/relative whois  ITALY 35-44
interested in this topic

Street Stories Told Through Art
and Objects

Reinterpreting Street Art with Al
(A ial Intelligence)

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects

Reinterpreting Street Art with Al
(Artificial Intelligence)

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects

Reinterpreting Street Art with Al
(Artificial Intelligence)

Reinterpreting Street Art with Al
(Artificial Intelligence)

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects
Street Stories Told Through Art
and Objects

Reinterpreting Street Art with Al
(Artificial Intelligence)

Street Stories Told Through Art
and Objects
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| prefer the storytelling through objects because | believe it can convey to
me in a more direct way the message that the artist intends to express
with the work.

It is a very particular and innovative idea that has the possibility of
bringing even young people closer to art.

With objects it would be more accessible

Street art is part of everyday life, people live next to it in cities. Matching
an object can enrich the meaning that the artist wants to give to the
work. On the contrary, | think that artificial intelligence deprives works of
art of their meaning, because there is no artist.

Innovative and interesting. Currently the market in question, in my
opinion, has not yet trusted these technologies (perhaps because they
are too recent?) Although it i a nice idea to also tell art through objects,
as described in the pdf, it could be boring/difficult/old style especially for
people who do not want to read the descriptions. With Al instead you can
have fun and it would almost become "a museum that generates works
of art", conceived by visitors through Al. Next to the works as written in
step 9, visitors in addition to seeing the works generated by others could
vote for their favorite. Excellent idea, great faith. You could think about
integrating experiences with VR. But it needs to be thought out carefully,
I'm just throwing it out there

in a museum | would prefer the visitor to spend more time actually
looking at the works rather than at a screen conceived posthumously
(unless the activity on that screen is conceived by the artist himself)

Objects and art are tangible while Al is not.

And as an interesting game. It can also excite a child. Finally something
light'

It's more personal and connects something more abstract, like street art,
with a more familiar everyday object.

believe that within an art museum of any kind it is necessary to
emphasize even more that behind a work there must be a thought and an
emotion. | fear that the option of Al could devalue the artistic process of
creation conceived by a human being.

it could be more interactive in terms of "participation” in the museum.
Discovering and searching for the original work could lead to a sharing of
ideas and thoughts that perhaps you cannot obtain through "Art and
Objects"

I like the idea of personalizing the work and creating empathy with the
artist

really liked both of them as ideas, the Al-based proposal is interesting
because each time you will have different images created even if with the
same theme, but | found the one with the objects more interesting
because it allows for greater empathy towards the choice and the
reasons that pushed a person to propose that particular combination
between the object and the work of art in question, giving more space to
possible interpersonal reflections.

Ifind the arrangement of objects next to the works very interesting, |
think it's a way to arouse more curiosity than the reinterpretations of
paintings with Al. And maybe it helps to establish connections with more
works, the other concept seems more chained to a single work at a time.

Ilike creating a narrative

It gets closer to reality

| prefer interaction with objects rather than further digital stimulation.
Museums should certainly be more interactive, stimulating and fun, but
since it is an activity different from everyday life, in my opinion it is not
optimal to interact once again with Al. However, | like the possibility of
comparison and discussion that is generated by viewing the works
generated via Al by other visitors

Interesting to be able to play a more active role within a museum

| 'am against artificial intelligence.

5 Yes

6 Yes

4 Yes

3 Perhaps Good for marketing, but it creates many different versions of a
work. Questioning the version that the artist has chosen. Also, | am
not sure that the artist is consenting to sharing (e.g. on social media)
an image generated using his own work as a basis, which should be
exclusive or protected by intellectual property.

5 perhaps

3 Perhaps

7 Yes

7 Yes

5 Yes

4 Yes | would put the experience of creating a work at the end of the visit,
but underlining the difference between human creation and Al

5 Perhaps How far can we push the "personalization” of the works? Wouldn't
we risk falling into trash or being out of place? For the rest it seems
like a cool idea, | would participate

7 Perhaps I'm not a big fan of exhibitions based solely on Al. However, a
combination with original works could be interesting.

6 Yes Surely, for the fact of making people interact with the various works,
this helps a lot, probably even more than the objects, since it would
establish a sort of "treasure hunt" to try to find the original work of
art that inspired your postcard, but precisely on a level of reflection
and connection the other idea seems more powerful to me, being
able to allow you to identify with the thoughts and sometimes even
with the memories of the person who chose that particular object.

4 Yes

2 No

5 Yes Interesting

5 Yes

6 Yes don't know how to pay attention to the fact of not going to
"belittle" the real art using Al, maybe through a panel that explains
the differences and limits of the two things

1No

7 Yes

5 Perhaps

5 Yes

6 Perhaps

4 Perhaps

7 Yes

7 Yes

5 Perhaps

5 Perhaps

7 Perhaps

5 Perhaps

6 Yes

4 Perhaps

To stay updated on new works in the

museum

Personally, | don't think it's an
experience that will sti
for long.

It's special

To follow the next initiatives

Personally it doesn't tell me much

| don't follow museums on social

media because | don’t know what use

they could be to me, unlike artists
who publish their works directly

| can monitor news via social media
that, if they interest me, lead me to

visit the museum

Because it's interesting and | repeat a

game that remains in the memory

| don't use social media for that

| would start following it if | wanted to
stay updated on other exhibitions and
not based on what | have already seen.

it doesn't attract me/it doesn't
intrigue me

It's not something | do in general.

If | were to be struck by any particular
work or description, | would follow it

to stay updated on possible future

updates, also out of curiosity to see
new, even unexpected, combinations.

If they offer interesting ideas yes, |
usually look at the page and if I'm

interested | follow it, | don't decide to
follow a place just because I've been

there. Sometimes social media
museums tend to be very self-
referential.

don't thinkit's necessary

I prefer to visit it by myself

Because | would be curious about how
new works of art are managed with
this method of interaction. It would

allow me to have constant
stimulation, without necessarily

returning to the museum. Then if the
curiosity is great | think the desire to
visit new exhibitions that it has to offer

It depends on the type of content the

museum posts.

Little interest.

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums

in my mind

Nice idea to get in touch with what is
"around" the work. Especially if the artist
himself can suggest an object and talk about
it.

The idea of the object is good, the choice
itself must be very well taken care of to
ensure that the object does not become an
integral and essential part of the work but
only a plus.

This concept didn't convince me particularly,
but it has potential

confirm that | consider this idea of concept
to be more profound, | am very intrigued by
the thought of being able to see the same
object of common use with the explanation
and the eyes of a person who has a
particular vision or memory linked to that
object that totally transforms it allowing us
to see it in a new light, and also seeing a
connection with the work of art that
previously seemed inconceivable to us.

It may not be immediately obvious that the
obijects are linked to the work of art and not
works in themselves.
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Second Evaluation Q. R

10/1/24 15:49:53

10/1/24 18:20:44
10/1/24 19:04:23
10/1/24 21:45:43
10/1/24 23:36:46
10/1/24 23:45:15

10/1/24 23:38:03

10/1/24 23:53:16

10/1/24 23:55:48
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10/1/24 15:57:00 Yes

10/1/24 18:22:45 Yes

10/1/2419:12:12 Yes

10/1/24 21:50:52 Yes

10/1/24 23:43:33 Yes

10/1/24 23:49:52 Yes

10/1/24 23:55:25 Yes

10/1/2423:58:21 Yes

10/2/24 0:09:35 Yes

am curious about this art and | expect to
find something that catches my attention

I'm accompanying a friend/relative who is
interested in this topic

am curious about this art and | expect to
find something that catches my attention

am curious about this art and | expect to
find something that catches my attention

am curious about this art and | expect to
find something that catches my attention

am curious about this art and | expect to
find something that catches my attention

am curious about this art and | expect to
find something that catches my attention
am curious about this art and | expect to

find something that catches my attention

am curious about this art and | expect to
find something that catches my attention

Italy

Italy

Italy

Italy

Italy

Italy

Italy

Italy

Italy

esults

18-24

25-34

55-64

55-64

45-54

45-54

45-54

45-54

Street Stories Told Through Art
and Objects

Reinterpreting Street Art with Al
(Artificial Intelligence)
Reinterpreting Street Art with Al
(Artificial Intelligence)

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects

Street Stories Told Through Art
and Objects
Street Stories Told Through Art

and Objects

Street Stories Told Through Art
and Objects
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I think that art told with street objects gives more value to the work not
only because in this way many can be recycled today but also makes it
even more raw and realistic.

Why | think Al is essential to innovate art

I'am interested in seeing the applications of Al. In this case | find the

application to street art very interesting

I prefer to see it live

I find it more interesting.

I find it an interesting approach

| find it interesting to know the story from which the artist took
inspiration to produce his work

I find it more innovative

I like to know the reason for the inspiration of the work

4 Perhaps

4 Perhaps

4 Perhaps

5 Yes

5 Perhaps

5 Perhaps

5 Perhaps

5 Perhaps

4 No

The smile that emerges among 1000 colors makes you think of a

joyful soul. That remains joyful even in this world that is currently

rather sad and angry. An image that gives a little hope?

You think it's a bit too demanding

It seems to me that it leaves little space for the artist's story and too

much for personalization

Nice but not decisive for the interest of the work

| prefer a less free and more explanatory approach

Nice idea but not enough to be successful

6 Yes

4 Perhaps

4 Perhaps

5 Perhaps

7 Yes

7 Yes

7 Yes

7 Yes

7 Yes

| would be very interested to find out
what works they could create with
objects taken from the street.

It depends on whether it left a good
impression on me or not

Curiosities of this interpretation of
street art

I'm skeptical

To see if there are other

Interesting

Ifind it i ive and

| would follow the new initiatives

To stay updated on new works that
will be exhibited and the stories about
the objects that inspired their creation

| would be interested in other
exhibitions

To see updates on new collections
and items that go with them

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums

| think explaining the creative process is
important and helps to understand the artist

| find it interesting to know the story from
which the artist took inspiration to produce
his work

| appreciate the opportunity to learn about
the creative process through its origins and
motivations.

Being able to be an active part of the
exhibition by voting for the objects in the
collection and reading the stories relating to
the creation of the works seems like a great
idea to me.
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Validation Artefacts and

Stories

* Sheets with the stories
have been changed with new
versions containing triggers
after taking the pictures and
before starting the sessions
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€
ORINKING GAM

CHEAP

SCRATCHED MOKA POT

This moka pot used to sit on our stove every morning, a ritual we
never questioned. We bought it together during a trip to Italy,
back when everything still felt so certain. He would grind the
beans, and | would heat the water. Each step an unspoken
dance we perfected over time.

After we split, | kept the moka, though it felt strange to brew
coffee for one. The scratches on the handle are from the times we
packed it for weekends away, or when it clattered in the sink
ofter too many sleepless nights. Now, every morning when I
make coffee, | can't help but think of those quiet moments we
shared, when the world still seemed full of possibilities.

The moka pot is just an object, but somehow, it holds the weight
of everything that was and everything that no longer is.

- Giovanni

Look closely at the figures in the painting.
Like the scratches on the moka pot, what
small details here might hold memories of
what once was?

RUSTED RABBIT
SNARE

This rusted snarel has been used by my family for such a long
time. It belonged to my father, a hunter who roamed the hills for
rabbits for most of his life. He taught me how to set it, how to be
patient, and how to read the landscape.

Few years ago we discovered the consequences that hunting
rabbits can cause to other important species of our territory. My
father realised that every rabbit he took from the wild was one
less for wild animals. | remember watching him hang this snare
on the wall, his hands pausing for a moment, as though he was
saying goodbye to a part of himself. It became a symbol of his
quiet transformation from hunter to protector. An
acknowledgment of his own part in nature’s delicate balance.

Now, the snare hangs unused, a reminder that sometimes the
greatest act of respect for nature is restraint.

- Carlos

Notice how the lynx seems to fade into the
background, like the snare left unused.
How might both symbolize the fragility of
nature, and the role humans play in
preserving it?

CRACKED, OLD
TELEVISION REMOTE

This remote sat in my living room for years, a bridge between me.
and the world outside, but also a tool of distraction. | remember
holding it tightly, flipping through channels, consuming snippets
of global crises while ignoring the pile of recycling | hadn't taken
out or the small garden out back that was slowly dying. It was
easier to press a button than to confront the mounting reality of
the world's deterioration—like having control over the chaos, but
never really acting on it.

The crack on the side is from the day | accidentally dropped it,
but in a way, it symbolizes the larger cracks in my own
awareness—pieces of truth slipping through the cracks as I let
the screen dominate my attention.

Now, this broken remote reminds me of how distraction works: a
way to avoid the big picture, the environmental damage
accumulating while we watch from a distance.

- Paul

The performer draws attention to just three
canaries, while many others remain
unseen. Like the broken remote, what
truths might be slipping through the cracks
as distractions dominate our focus?

FADED POSTER

1 used to love this show, 'House of Cards.' | remember watching it
religiously, so caught up in the manipulation, the power games,
the larger-than-life characters. This poster has been on my wall
since the first season, a symbol of everything | admired about the
drama, the ruthlessness. But now, when | look at it, it's different. I
can't help but think about Kevin Spacey and everything that's
come out about him. It’s strange how someone who once
embodied such a powerful figure on-screen is now erased from
the very world he helped create. It makes me wonder—do we
separate the art from the artist, or do they come as a package?
And what does it mean to enjoy something when the person
behind it is.. complicated?

Cancel culture—it's this wave that crashes hard and fast.
Sometimes it feels necessaty, a reckoning. Other times, I'm not
sure. This poster, this show, it’s not the same anymore, but it's still
a part of something that meant a lot to me. Maybe that's the
hardest part—not knowing how to feel about something you
loved when everything around it has changed. It's not about

or ing. It's just... i The lines blur,
and I find myself staring at this poster, caught somewhere
between admiration and di 3 ing what it says

about the stories we tell and the people who tell then.

- Elena

Without the rider, the horse stands alone.
How does this mirror the way the show
remains, even after the figure once central
to it has been 'erased'?

What does it say about the stories we
continue to value and the parts we choose
to let go?

UNUSED TOTE BAG

This tote bag, it wasn't even supposed to be mine. A friend gave it
to me after she said she had too many—‘Everyone keeps giving
me these things,’ she said, laughing as she passed it along. And
that got me thinking. Tote bags were supposed to be this eco-
friendly alternative, right? A way to cut down on waste, be more
conscious. But now? It's like we're drowning in them. | have at
least ten in my closet, and | didn't even ask for most of them.

It's funny how we overcorrect. We wanted to stop using plastic,
and now we're just hoarding cloth bags like trophies of good
intentions. My friend’s gesture—it was kind, but it made me
realize how we end up creating new problems while trying to fix
old ones. Do | need another tote bag? No, not really. But here it is,
hanging on the door, a reminder that sometimes, even when we
try to do better, we don't always get it right. Maybe it's not about
having the perfect solution, but about realizing that even good
things, in excess, can become a burden. Still, it's a useful bag. I'll
use it, but | wonder how many more of these will keep coming my
way

- Tom

Examine the overwhelming amount of
water around both figures.

How feelings this flood-like imagery evoke?
What parallels can you draw between the
rising water and the unintended

conseq of well- ing actions?

BOX OF ANTIBIOTICS

This box of antibiotics was prescribed to me last winter for a bad
case of bronchitis. It worked like a charm, just as it had many
times before. Every time | felt a hint of illness, I'd go to the doctor
and get another prescription. But then, | started hearing more
about ibioti i , about how ing them weakens
your system and makes it harder for your body to fight infections
naturally. The very thing meant to protect me, in the long run,
might actually be making me more vulnerable.

Now, this box of antibiotics reminds me of that strange irony—
that sometimes, what we think is helping us might actually be
hurting us. I realize that it's not just about the short-term fix but
the long-term consequences. Like a mask that protects you from
one danger while leaving you exposed to another. It’s a delicate
balance, and it's made me more aware of how | take care of my
body and what | put into it. The easy solution isn't always the best
one

- David

Look again at the figure's mask—it's
designed to protect but leaves the figure
vulnerable to the arrows. In what ways
might the very things we rely on for
protection actually leave us more exposed
in the long term?

CHEAP DRINKING GAME

Every weekend, it's the same thing—Friday night rolls around,
and we pull out this card game. The rules? Who cares. It's just an
excuse to drink, laugh, and forget for a while. After a week of
work, classes, deadlines—it's like we're all on edge, barely holding
it together. And then, there's this—our little ritual. Pour a few
drinks, shuffle the cards, and for a couple of hours, the weight of
everything else just disappears.

It's not that we don't care about the real world. We do. But
sometimes, it feels like the only way to deal with it is to escape for
a while, to let go of the seriousness, the stress. | think about
Wayne's painting, with people dancing on graves, pretending the
world isn’t crumbling around them. That's what we're doing, in a
way. We know the problems will still be there on Monday, but for
now, we laugh a little louder, drink a little more, and let the cards
decide our fate for the night. It's not a solution, but maybe that's
okay. Sometimes, we just need a break from it all.

- Sarah

Look at the sea of masked faces in the
painting. What emotions do you think are
hidden behind the masks?

Revealing Urban Narratives: Designing a New Experience for Exploring Street Art in Museums
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Graduation Project Brief

IDE Master Graduation Project

Project team, procedural checks and Personal Project Brief

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

- Student defines the team, what the student is going to do/deliver and how that will come about

- Chair of the supervisory team signs, to formally approve the project’'s setup / Project brief

- S5C E&SA (Shared Service Centre, Education & Student Affairs) report on the student’s registration and study progress

- IDE’s Board of Examiners confirms the proposed supervisory team on their eligibility, and whether the student is allowed to

start the Graduation Project

STUDENT DATA & MASTER PROGRAMME

Complete all fields and indicate which master(s) you are in

Family name Villa IDE master(s) IPD Dfl spp ¥

Initials F 2™ non-IDE master

Individual programme
(date of approval)

Student number 5842263 Medisign

Given name Federico

HPM

SUPERVISORY TEAM

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

Chair Arnold Vermeeren dept.fsection HCD/HICD
mentor Joost Kuiper dept.fsection HCD/HICD
2" mentor
client:
city: country: The Netherlands
optional

The supervisory team has been carefully chosen by considering their divergent skills and
competences, which are relevant to the project. Chair A. Vermeeren has expertise in museum
visits and experiences. Mentor J. Kuiper is expert in the understanding and perception of art.

comments

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

Sign for approval (Chair)

Digitally signed by
ArnOId A:'rmll:l‘\..l'se.rgr:leeran
Vermeeren D3 2040601

Name Arnold Vermeeren pate 21 May 2024 Signature
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Personal Project Brief — IDE Master Graduation Project

Personal Project Brief — IDE Master Graduation Project

Name student Federico Villa Student number 5,842,263

PROJECT TITLE, INTRODUCTION, PROBLEM DEFINITION and ASSIGNMENT

Complete all fields, keep information clear, specific and concise

. . Revealing Urban Narratives: designing a new experience for exploring street art at museum
Project title € Ening P ploring

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

Introduction

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

Art museums traditionally gather numerous artworks 1n one space, allowing visitors to view them with brief descriptions or
audio guides. However, critics like John Ruskin and Vittorio Sgarbi argue this approach fosters only fleeting appreciation,
limiting deeper understanding.

Some museums have then responded by developing new and untraditional ways of engaging visitors and, in order to appeal to
the demands of new category of experience-oriented visitors, they have become pioneers in bringing innovative solutions to
rethink learning and entertainment.

Thus 1s the case of the Straatmusenm.

Based in Amsterdam North, more specifically in NDSM straat, this museum offers a dynamic but immersive exploration of
the urban culture that made famous this district of the Dutch capital.

It does so by showcasing murals and mstallations created by the artists who work directly inside the museum and allowing
visitors to embrace the street atmosphere thanks to the untraditional environment where the art 1s displayed, a former
warehouse.

Because of 1ts rebel and unconventional nature, Straatmuseum attracts every year different types of visitors who want to
experience the city's creative spirit first-hand.

Some of them are mainly dnven by curiosity or genume interest for urban art, despite not considening themselves experts.
When they visit museums they expect their attention to be grabbed and their learning to be fuelled.

Labelled as "explorers” by Dr John H. Falk in his research, this category of visitors enjoy bumping into novelty and are
defined by a strong sense of autonomy during their activities.
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Problem Definition

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

(max 200 words)

Street art is the mamifestation of anthors’ creativity and their interpretation of the society. Even though artists provide different
meanings to their creations, the final message will vary depending on the different perspectives, backprounds and expenences of the
viewers. This is considered the strength of street art and Straatmuseum offers solutions like workshops and guided tours to let visitors
expenience it deeply. However, these are not appealing to “explorers™ visitors, who like to move independently and autonomously

inside the museum, driven by cuniosity and desire of novelty.

My project aims to increase the value and perception of street art in the eyes of explorers, considering their needs.

The mam challenge consists In creating a new experience that appeal the explorers desire of autonomy and novelty and at the same
time allow them to engage with the art in a profound way, using the principles of slow art but without foreing them to any
commitment. Other challenges consist in facilitating collective reflection and interpretation of the street art meaming despite the
independent nature of explorers, and creating a complete expenience that will tigger interests even before the museum visit begins and

consolidate the impact of the expenience after the museum visit.

Assignment

This is the most important part of the project brief because it will give a clear direction of what you are heading for.
Formulate an assignment to yourself regarding what you expect to deliver as result at the end of your project. (1 sentence)

As you graduate as an industrial design engineer, your assignment will start with a verb (Design/investigate/Validate/Create),
and you may use the green text format:

Create a new experience that engages the "exporers” visitors of Straatmuseum in the contemplation of selected street art, in order to help
them unveiling layers of interpretation and exploring different meanings in a fun and interactive way.

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

The project will consist of 3 phases of ideation, development and validation

In the ideation phase i will evaluate: 1 The user experience at the museum through service safari, 2 the output that the
museum wants to transmit to the visitor, through interviews (for example, what do they want to transmit with workshops
and private tours), 3 what visitors want to know and experience at the museum, through interviews.

The results of this first phase will consists in qualitative data that will be transcribed in a user joureny map and a value
proposition canva that will be used for the following phases.

In the development phase | will ideate and iterate all the steps of the new experience that | want to propose for more
rounds. | will use bodystorming and dynamic brainstorming sessions for the ideation and will prototype the phases of the
solution in the rooms of university or another private space. The project will finish with a validation phase.

The delivery will be a report that explains steps of the experience and a prototype that will visually demonstrate its utility
value.
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s
Project planning and key moments ] )

To make visible how you plan to spend your time, you must make a planning for the full project. You are advised to use o Gantt
chart format to show the different phases of your project, deliverables you have in mind, meetings and in-between deadlines. -
Keep in mind that all activities should fit within the given run time of 100 working days. Your planning should include a kick-off | i —1
meeting, mid-term evaluation meeting, green light meeting and graduation ceremony. Please indicate periods of part-time

activities and/or periods of not spending time on your graduation project, if any (for instance because of holidays or parallel Josttibed
course activities).

Make sure to attach the full plan to this project brief. i1
The four key moment dates must be filled in below

In exceptional cases (part of) the Graduation ! =,

Kick off meeting 21 May 2024 Project may need to be scheduled part-time. i —= -

Indicate here if such applies to your project

IV
|

Part of project scheduled part-time
Mid-term evaluation 12 Aug 2024

For how many project weeks | 20

Number of project days perweek | 5,0
Green light meeting 1 Oct 2024

Comments: :
The date of mid-term meeting is set on the / -
45th day instead of the 40th to adapt to the
Graduation ceremony 29 Oct 2024 summer holidays of both the supervisory image / figure 1 This image gives an idea of visitors experiencng art in a fast way at Straatmusem
team and student.

Motivation and personal ambitions

Explain why you wish to start this project, what competencies you want to prove or develop (e.g. competencies acquired in your
MS5c programme, electives, extra-curricular activities or other).

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

(200 words max)

During my internship | worked on improving a service in the mobility field. Now | want to fulfill new skills as service designer
and create a practical experience in the entertainment and ecucational fields and | believe working with museums in the
Netherlands can help me in developing expertise that | can use after graduation.

The competences that | want to develop are: using technologies in the creation of service, the design (intended as ideated
and prototyped) of an interactive artefacts and the ideation of a whole experience/service.

As personal learning, | want to acquire knowledge on the understanding of both art and murals. At the same time | want to
acquire knowledge on types of strategies used by museums to engage visitors

image / figure 2 Overview of the Straatmuseum, Amsterdam
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