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the design process of interactives
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Testing 

Invite visitors to take part in testing

Observe visitors using prototype interactives 

Short interview with visitors to get 
responses/ reactions on prototype 
interactives
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         Why Prototype?
Benefits for Museum & External Developer
• chance for developer to experiment 
• formalises process by which museum feeds 

back to developers

Benefits for the Visitor
• better understanding
• improved ergonomics
• more enjoyment
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Results?
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Redesign
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However…

Still not quite perfect:
• 50% - game was too long
• 50% - cards didn’t react quickly enough



  



  

Contact:
Jenni Fuchs, Visitor Studies Officer
National Museums Scotland
Email: j.fuchs@nms.ac.uk
Phone #: (0131) 247 4396
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