
How to design for mobile mediation? 

And what are the implications for museums? 
Developing design solutions that appeal to the public and meet museum objectives is a 

challenge. But reflecting on what, why and what it means for the institution is equally important. 

The PhD project ’Mobile Mediation of Fashion by Museums’ explores how design methods can 

be used to develop mobile experiences and articulate museological matters of concern. 
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Cultural probes: Inspiration 

”Probes are collections of evocative tasks meant to elicit inspirational responses from people τ

not comprehensive information about them, but fragmentary clues about their lives and 

ǘƘƻǳƎƘǘǎΦέ [1] 
 

Foregrounding fun and aesthetic pleasure, the probes for this project asked participants to 

explore personal notions of fashion, popular culture and everyday life, by use of mobile 

photography, city mapping, digital platforms and more. 
Gaver, W. et al. (2004 p. 53). ‘Cultural probes and the value of uncertainty’. Interactions, 11(5) pp.53-56.  See also Gaver,  W. et al. (1999). Cultural probes. Interactions, 6(1): 21-29.  

For full descriptions of the probe activities, please visit http://blatryk.wordpress.com/2012/06/29/cultural-probe-for-fashion-media-and-museum-mediation/ 

Design journal: Exploration 

ά[T]hinking aesthetically about an interactive artifact is to be conscious about its entire 

ŎƻƳǇƻǎƛǘƛƻƴ ƻǾŜǊ ǘƛƳŜ ŀƴŘ ǘƘŜ ŜŦŦŜŎǘ ƛǘ Ƙŀǎ ƻƴ ǘƘŜ ŎƻƴǘŜȄǘ ŀƴŘ ǳǎŜǊǎέ [2] 

 

Using a design journal method, questions and ideas were expressed in visual collages. The 

collage format supported the articulation of complex fields as an interplay of contexts, artifacts, 

technologies, problems and propositions. The process resulted in potential concepts and 

paradigms for mobile mediation: Intervention, Toolbox, Exchange, Reflection and Synergy. 

[2]Ludvigsen, M. (2006 p. 93). ‘Reflections on Interaction Design Research’, in Designing for Social Interaction, PhD dissertation, Aarhus: Aarhus School of Architecture. 

Design game: Discussion 

έ¢ƘŜ ŎƻǊŜ ƻŦ ŘŜǎƛƎƴƛƴƎ ƛǎ ǘƻ ŜƴǾƛǎƛƻƴ ǇƻǎǎƛōƭŜ ŦǳǘǳǊŜǎΦ CƻǊ ǇǊƻƧŜŎǘǎ ǘƻ ōŜ ǎǳŎŎŜǎǎŦǳƭ ƛǘ ǎŜŜƳǎ ƛƳπ
ǇƻǊǘŀƴǘ ǘƻ ǊŀǇƛŘƭȅ ōŜ ŀōƭŜ ǘƻ ŜȄǇƭƻǊŜ ƴƻǘ ƻƴƭȅ ƻƴŜ ōǳǘ ǎŜǾŜǊŀƭ ƛƳŀƎƛƴŀǊȅ ŦǳǘǳǊŜǎΦέ [3] 

 

For workshops with Designmuseum Danmark, concept elements were represented with images 

and printed onto card, forming together an exploratory design game. The combination and 

interchanging of cards into a variety of scenarios served to structure discussions, and helped to 

ideate new concepts as well as articulating matters of concern. 
[3] Brandt, E. (2006 p. 62). 'Designing Exploratory Design Games - a framework for participation in participatory design?' in Proceedings Participatory Design Conference 2006 pp.57-66 ACM. 
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