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Presentation will show 
• how different aspects of an experience 

design relate to each other in visitor 
interactions, and 

• how experience emerges in sociomaterial 
patterns of interaction 
 

Presenter
Presentation Notes
In this presentation I would like to focus on an ongoing interest I have in understanding the relationship between people, physical environments and mediating technologies.  I am going to pick apart a few dimensions of an experience design in a museum that I studied as part of my phd-work, and I am going to focus not on the design intentions, but on how users engage with it. I will show a short slice of video, and will use this video to point out some of the both social and material negotiations which go on as visitors experience a museum exhibition. I hope to show how different aspects of an experience design relate to each other in visitor interactions, and, with this, I also hope to highlight how experience is socially and materially constituted. I argue that experience emerges in sociomaterial patterns of interaction.



Experience design 

• Experience design – the set up which is 
supposed to evoke a user experience (a user 
experience cannot be designed, but one can 
design for a user experience) 

• I focus on the interactional aspects: what goes 
on as the design is used; how do people 
engage with the design? 

 

Presenter
Presentation Notes
When I say experience design, I mean the setup which is supposed to evoke a user experience, and there is an important point here which i am sure many of you agree with, namely that an experience can not be designed, but a design can offer an experience, and products, services or physical environments can be designed for user experiences – without any guarantees that the intended experience will emerge.For this reason – exactly because of the common gap between design logic and use logic – I find it interesting to focus on design in use – what goes on as people engage with design – with actual products, services or physical environments – and the way that I do this is by focusing on the interaction. I find it extremely interesting to explore the complexities in interaction – to see what happens when different design logics meet up in multiple use logics.



Museum Experience Design 

• Exhibition – exhibited objects and spatial 
layout 

• Computers – stationary, digitally based 
information providers 

• Printed exercise pamphlets – portable, low-
tech communication 

Presenter
Presentation Notes
A museum is a great place to study these different logics in interaction. It is a physical environment which has experience at its core. It is designed to engage, to amaze, inform and entertain, In this sense it is an enviroment which is saturated by experience design. The exhibition in itself is designed for experience, and it furthermore uses a wide array of communication practices and devices –signs, posters, pamphlets, guided tours etc. in order to enhance the museum visitor experience.So the museum is an interesting environment to study, and in this presentation I draw on my ph.d.-study of visitors engagements with the permanent exhibition at the modern museum of natural history Naturama, which is a museum located on the island of Fyn, in Denmark, and I want to use some empirical material from this study in order to discuss the relation between three different aspects of the experience design, namely exhibited objects; computers and printed exercise pamphlets. Because of the time frame for the presentation, I will not introduce the museum or my phd-study further, but I do want to give you a bit of background information on the snippet of video.



Family visiting Naturama 

• 10 year old Bea and her family 
 

• Looking at exhibited animals 
• Bea is doing an exercise pamphlet 
• Also encounters the stationary computers 

which provide information about exhibited 
animals 

Presenter
Presentation Notes
The video is recorded by the 10-year old girl, BeaShe is at the museum with her family, she is looking at exhibited animals, she comes across the stationary computers which are scattered in the exhibition and which offer information about exhibited animals.And she and her family are solving an exercise pamphlet



 

Presenter
Presentation Notes
It is very common for visitors to experience the museum with pamphlets, almost one third of visiting children do pamphlets during their visit.This is one source of information in the museum, and another source of information is the computers which are located in various place in the three story exhibit. The exhibit is organized according to land, which is the entry level, and water below, and air above, which is also the way information is organized on the naturebase providing information about animals.In the background here you can see a typical pamphlet with an exercice asking a child to identify a specific bird. The exercise pamphlet Bea is doing is a special kind of easter pamphlet, which asks children to go around in the exhibition and find eggs. Supposedly animals have stolen eggs from the Easter Bunny, and the visitor helps find the eggs by marking the animal thieves off on the exercise board.Now a little bit about the videoChange PPT: video camera glasses



Video camera glasses 

camera 

Presenter
Presentation Notes
The video is recorded using a pair of video glasses – Which I used in order to record visitor interactions with the exhibition.The glasses hold a videolens, which is located as a third eye, this means that we do not see the wearer, we see what she sees.In the three minute slice which we are going to watch, the family has just entered the exhibition, and is talking about whether the exhibited animals are real. In relation to the video - don’t expect good quality  - neither the picture or the sound is of high quality. The museum atmosphere is quite dim, so there is not very much light, and the video recording is made by the girl wearing the video camera on her head, so every time she moves, the picture moves,Sometimes she looks down at something which you can not quite see, you can only see the top edge of it, this is the exercise pamphlet which is clipped onto a plastic board that she is holding in her hands.Here is the video… Bea talks with her older brother, their father and a younger sisterStart videoPlay video. At end, go back to PPT



Experience design 
negotiating with itself 
• Negotiation between exhibited objects, 

stationary digital media and exercise 
pamphlets 

• The relations between the various aspects of 
the experience design become central: for 
example the relationship between digital and 
non-digital 
 

Presenter
Presentation Notes
The snippet of video shows the negotiated patterns of interaction that occur in the exhibition; It shows the mutual negotiation that goes on between three aspects of an experience designBetween:exhibited objectsstationary digital media and exercise pamphletsThe different aspects of the experience design pull visitors towards them, beckoning them to interact, to engage, and they (exhibited objects, portable and stationary media) simultaneously act as distractions to each other and to other aspects of the experience design.Here we see easter eggs and pamphlets that distract visitors from engagement with exhibited objects and with digital information providers, but in other cases pamphlets enforce stationary computers; when pamphlets for example direct users to computers in order to obtain information.What this implies for experience and interaction design - is - that the relationship between digital and non digital aspects of the experience design is crucial. Digital media are not separate entities, they may be enforced and obstructed by other entities.And this can bring us along to another dimension of how experiences are negotiated - 



Experience design 
negotiating with itself - and visitors 
• Fellow visitors form part of the pattern of 

interaction which constitutes the experience 
• Fellow visitors may enforce or obstruct 

specific aspects of the experience design 
 

• Experience, as it emerges in the moment, is a 
negotiated pattern of sociomaterial 
interaction 

 

Presenter
Presentation Notes
Another central issue is the social aspect – The patterns of interaction emerge in negotiations among various aspects of the experience design – but the pattern of interaction very much also emerges in social negotiation.In the example we just saw the father attempts to help out the computer in its communication with the girl – he attempts to translate the computers information to the girl, to make it understandable for her…And later the mother turns up as an enforcement of the pamphlet – when she points out an eggSo visitors may enforce the various aspects of the experience design, and the opposite may also occur: they may obstruct and counteract.In this example the parents help out in the mediation, but this is not always the case, from my fieldwork I had a lot of examples of parents and grandparents who got fed up by the influence pamphlets were having on their companion children, and who in various ways tried to avoid this influence, and where patterns of interaction emerged where you could actually say that parents/grandparents and pamphlets were negotiating about how the museum should be experienced.What this implies is that experience as it is enacted in the moment – is a negotiated pattern of material and social interaction, or what I prefer to call sociomaterial interaction



• An experience design is a field of forces; a series 
of intersections between heterogeneous entities, 
with the potential both to obstruct and enforce  
each other. Spatial design and digital design form 
part of this field of forces - sometimes enforcing 
and sometimes obstructing each other 

• Experience, as it emerges in the moment, is a 
negotiated pattern of sociomaterial interaction, it 
is a turbulent flow of mingling forces 

Presenter
Presentation Notes
What I hope to have shown here is some of the negotiations which are involved in the activity of experiencing a museum exhibition - I have highlighted the negotiation which goes on between exhibited objects, and mediating devices – portable and stationary – and have argued that it is of central importance to think about the link between digital and nondigital aspects of the experience design in a museum exhibitionAnd I have used this as a platform also to highlight the social negotiation which goes on during a museum visit, where fellow visitors also shape the interactions which emerge and which constitute the experiencePulling these two aspects – the material and the social – together, what I would like to suggest that experience, as it emerges in the moment, is a negotiated pattern of sociomaterial interaction. What it is to experience a museum exhibition is, socially and materially constituted, and it is up for negotiation…The paper discusses two kinds of digital communication technologies – stationary computer based information kiosks and handheld digital devices. My hope is that some of the insights from the specific interactions at Naturama make useful contributions to the ongoing efforts at understanding and designing mobile digital communications and spatial - digital interactions.With the ubiquity of computing and the spread of mobile digital devices, (at the moment primarily in the form of smartphones and tables), it is of central interest to explore and understand the interrelations between various kinds of experience creating communication technologies – not in desk top based immersive situations, but out and on the move. The visitors start out on their hunt for Easter eggs, but they are also distracted from this quest: they find a polar bear impressive, and a narwhal, and they encounter a computer, which for a moment catches their attention, but which then again is pushed to the background by the pamphlet.  The visitors proceed with the activity which the pamphlet suggests. The pamphlet inspires to a characteristic mode of visiting.Several family members participate in this activity. The family spreads out on the water level of the exhibition, when a member of the family comes across an egg, they report it to Bea who marks it off on the pamphlet.On their way down the stairs the polar bear inspires Bea and her brother to a conversation about climate changes. This conversation is highly relevant given the theme of the museum. But the visitors are pulled out of this conversation by the Easter egg hunt. In this sense the pamphlet may be said to disturb the exhibition. The portable object butts in, inserts itself between the visitor and the exhibition and steals attention from the exhibition. The pamphlet creates its own course of action, and this course of action pulls visitors out of a relevant conversation about climate changes and polar bears.The mediation carried out by the pamphlet is a betrayal towards the intent of the exhibition, it is a betrayal of the intent of communicating the consequences of climate changes to the public. The pamphlet links up to aspects of the exhibition which serves its own purposes, it stretches the exhibition, transforms and distorts it. The pamphlet feeds off the exhibition and in this sense may be compared to a parasite, using a host body for its own purposes.Portable objects betray the exhibition, but they themselves are also faced with betrayal.This seems to be the universal karma law applied to mediation, ‘what goes around comes around’: the portable objects distract, but the portable objects in turn are also challenged by other disturbing elements.The computer based information kiosk is an interruption, it interrupts pamphlet action. As is the narwhal. And actually, so is the conversation about climate changes. These all interfere with the activity of finding an Easter egg. Viewed from a pamphlet logic they are interruptions.Everything which counteracts pamphlet action is a distraction, an interference and an interruption, (it is what Latour calls an antiprogram to the pamphlets program of action, and as Latour points out, what is viewed as the main action and what is viewed as a distraction is a question of analytical choice).The picture we get then, is that various entities seek to influence the course of the visit. Each one has its own logic, its own preferred pattern of action, and each one is faced with negotiation, it has to negotiate with other entities. The pamphlet mediates a characteristic activity – but it does not have the power to determine the course of the visit. Portable objects simultaneously are very strong and very weak. A complexity of actors are at play simultaneously and these both cooperate and counteract each other. Linking up into action is an achievement, but when portable objects succeed in coupling up with visitors and in holding on to them, they also succeed in creating their own version of the exhibition. When the visitor, the portable object and the exhibition are fused in action, characteristic versions of the exhibition and the visitor emerge. Portable objects create their own distorted exhibition reality.I want to show the mutual negotiation that goes on between three aspects of an experience design in museum visitor experiences – namely the spatial setup of exhibited objects, a digitally based information architecture (centered on stationary computer-based information kiosks), and portable ‘media’This is a work in progress towards building an understanding of how spatial design (architectural + exhibition) and digital communication technologies interrelate in museum visitor experiences. My main point is that the link between the spatial design, the digital communication technologies and the visiting situation is central if digital technologies are to be successful in creating pleasurable experiences that support museum communication efforts. The paper discusses two kinds of digital communication technologies – stationary computer based information kiosks and handheld digital devices. Examples of these forms of digital technologies are from the museum of natural history, Naturama, where I conducted my ph.d.-research. My hope is that some of the insights from the specific interactions at Naturama make useful contributions to the ongoing efforts at understanding and designing mobile digital communications and spatial - digital interactions.
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