Design, ldeation & Articulation

Tools from design research into mobile museum mediation

Research field

How to design for mobile mediation?
And what are the implications for museums?

Fashion Possibilities
/ @ Developing design solutions that appeal to the public and meet museum objectives is a
( N N challenge. But reflecting on what, why and what it means for the institution is equally important.
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[ ( be used to develop mobile experiences and articulate museological matters of concern.
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J w0 - | dTlhinking aesthetically about an interactive artifact is to be conscious about its entire
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A \ | _;——:_“; Using a design journal method, questions and ideas were expressed in visual collages. The
! (/ 5—5—%:;*:1-5 collage format supported the articulation of complex fields as an interplay of contexts, artifacts,
e T ;:: technologies, problems and propositions. The process resulted in potential concepts and
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For workshops with Designmuseum Danmark, concept elements were represented with images [ — — | s R S Lm——-—- — —
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 i 1 )

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 ppEy7-66 ACM.
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