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Abbreviations

WWI
SOTA
PAP
UDP

World War I

State Of The Art

Plastic Animation Paper
User Datagram Protocol
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25 of 85 3.8. CONCLUSION OF THE INVESTIGATION

even young children to learn about history. It was also learned that the external and internal time
constraints that visitors have is needed to be taken into consideration when designing an exhibit,
why it is believed that for the case at Mosede Fort, it might be beneficial to make it possible for
the visitors to e.g. skip non-essential parts of the story or similar, in order to accommodate the
time constraints. Similarly should the system be adaptable, such that it has a special mode for
school-classes, who often only have a limited time available for the museum visit.

In order to create a multimodal system, the term was defined to be a system, which uses more
than one input modality. A state of the art-project showed that audio can be used to enhance the
experience and attract the visitors, why this should be considered when designing the system.
Researching adaptive system, it was learned that creating such system can unite human and
technology as well as allowing individuals to create a more personal experience.

When investigating the use of both static graphics and animations at museums, it was found
that it can be used to catch the viewer’s eyes, their attention; focus and motivation, including
making the use of many words or text unnecessary. It was discovered that animated graphics are
usually better in a learning situation than static graphics are. Looking at state of the art projects,
it was found that multiple different animation styles can be used to present old historical sites.
It was also found that it might be useful to include an animation to attract the visitors, when no
interaction have been occurring for a while. Likewise can an animation work as an introduction
to how the visitors should use the interactive elements of the system, and reassuring animations
might motivate people to continue since they know what they are doing is correct as shown the
state of the art case Coach Mike.

Audio should be used to convey information about the areas of the physical map at Mosede
Fort, which are not represented there, why audio and its use at museums where investigated. It
was found that audio - as well as visuals - can support learning and that it can play a large role
when it comes to communication. It was shown that it is possible to create a soundscape, which
can express a certain atmosphere or environment.

learning was investigated, having a focus on learning experiences at museums. Here it was
discovered that learning in a large sense consist of three components: 1) learning is personal, 2)
it is contextualized, and 3) learning takes time. Furthermore, it was discovered that learning is
a social thing, since - even if you are going to the museum alone - there are still other people at
the museum with you. This means that not only should the design of the map at Mosede Fort
consider that people are individual, and each bring their own past experiences, expectations,
motivations and learning style to the museum. The system should also be able to accommodate
the use of more than a single user, or as a minimum make it possible for other visitors to see
what is happening, while the system is in use. It was also found that when creating a learning
experience, it is beneficial to explain to the learner (the visitor) what they should get out of the
experience, and that interactivity in a learning environment can make the visitors stay longer at
an exhibit, and that it can increase the engagement of the visitor, including his understanding
and how well he can remember the exhibits.

3.8.1 Design Requirements

This section sums up what was learned in this chapter into design requirements for the case at
Mosede Fort.
The prototype should. ..

1. ... be made for the analogue/digitally projected map already installed at the museum
Mosede Fort
2. ... revolve around WWI and how the battery would have reacted if the Danish coast had

been invaded by the Germans
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3. ...

10. ...
11.

12. ...

13. ...

14.

take the missing areas of the map into account; audio should be used, in order to let
the visitors know what is happening in these areas

. take into account that the source-code etc. already implemented at Mosede Fort is
not accessible by anyone else than the company who made the digital part of the map; the
designed system should therefore be made as a smaller, proof-of-concept prototype

. mix various media, such as audio, graphics etc: it should be a multimodal system

. should be user-friendly and intuitive, e.g. should it be possible for the regular visitor
to use the system on his own, without intervention of the museum staff

. attract the visitors, e.g. through the use of audio

. be able to be used multiple times by the same visitor, when visiting the museum again
. take advantage of immediate apprehendability/affordances, in order to be intuitive

be possible to use it individually and in groups

... take into account that some users do not have a lot of time available or do not wish to
spend a lot of time on the system

tell the visitors what is going to happen, what they might learn before starting the
system

make use of the same type of graphics that was used during WWI, such that e.g. the
map layer used underneath will be similar to that of a map from WWI (based on a meeting
with the contact person at Mosede Fort)

... be made with the seven characteristics founds by Borun et al. that makes a family-
friendly exhibit for learning in a collaboration in mind
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Figure 4.1: The architecture shows the flow of the system; mapping out the event



























