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The third theme is that many visitors perceive the installation as engaging and fun. During
the observations, we saw that pre-teen children were especially enthusiastic about the
graphics and sound, and many visitors spent a large amount of time in the installation
area. In the interviews, the museum staff told us that the installation has a strong ability to
attract people, including children that would otherwise be hard to encourage to stay and
concentrate. 26% of the workshop Post-It notes on positive aspects were related to fun

and excitement. The subject was also raised during the brainstorming discussions.

The fourth theme is that the installation has the ability to encourage collaboration. We
observed visitors that coordinated their trackball gestures in order to increase the velocity
of the water simulation, thus pushing objects through the water surface. Some visitors also
cooperated to reproduce the "stickiness" effect. During one visitor interview, the
interviewees described how they coordinated their activity by chasing their respective
cursor around the display. The workshop statements also mention collaboration (4% as a
positive aspect and 3% as a negative aspect). Collaboration was also brought up as a topic

during the brainstorming phase of the first workshop.

The fifth theme is that the physical design of the installation environment made the
interaction devices hard to spot for some visitors. During the observations, we observed
that several visitors left the main installation area without interacting with the installation,
quite possibly because they had not seen the trackballs. The issue is also present in the
interview data, and 7% of the workshop Post-It notes mentions darkness, difficulty of
spotting the trackballs, or difficulty of relating trackballs to cursors as negative aspects.
Darkness and/or difficulty of spotting the trackballs were also brought up as issues during

the brainstorming phases in all the workshops.

5. Discussion

We would argue that the emergence of common themes in all three types of evaluation

data (observations, interviews and workshops) suggest that the workshops did provide



relevant evaluation information, and that they might be useful to evaluate other forms of
exhibitions as well. Indeed, the Museum of Science and Technology are now

independently adopting the methodology for evaluating their science centre exhibits.

However, an important difference between the workshops and the observations/interviews
is the broad range of design suggestions we obtained through the workshops. Some of
these suggestions were mentioned in all three workshops (e.g., improving the visibility of
the trackballs, presenting the background information in a clearer way). This suggests that
many visitors share these concerns, which makes them important to act upon. Interviews
or questionnaires are good ways of obtaining suggestions from visitors, but we would
argue that the workshop format could be used as a complementary method to assist in
efficiently acquiring a broad range of detailed such suggestions from large groups of
visitor representatives. For The Well of Inventions, the workshops and the summative
evaluation demanded similar amounts of resources, but the workshops also provided us
with opinions from roughly sixty visitors and the opportunity to engage these visitors in a

fruitful dialogue about design and content.

Our evaluation data suggests that The Well of Inventions has the ability to encourage
reflection, collaboration and dialogue. For many visitors, it provides a sense of mystery
and is perceived to be fun, attractive and aesthetic. Furthermore, it gradually reveals new
features as visitors are interacting with it and in many cases the result is long dwell times.
We believe that this suggests that the interaction principle of collaboration through a

shared virtual medium can be fruitful in museum settings.

On the negative side, our installation fails to communicate its purpose and background
and it is perceived to have a questionable (or even non-existent) educational goal. Visitors
very rarely perceive the important connection between the contents of the installation and
the Museum's Machine Hall. The educational goal of The Well of Inventions was to
provide an experience that could serve as a foundation for communication (verbal or non-
verbal) between visitors (or visitors and museum staff) on the subject of dynamics. We
believe the evaluation data indicates that this goal has been partially met. While the
installation does encourage visitors to interact, think and reflect, the focus of the reflection

process is typically the installation itself rather than the topic its design is intended to



represent. Thus, some form of modification of the installation's design is necessary to
guide discussions towards dynamics and machinery. The workshop data provided us with
a large number of suggestions of how this could be done, ranging from replacing the
computer screens in the antechamber with properly highlighted posters to introducing a

narrative into the installation.

We believe that a museum, like any other institution, affords a certain set of socio-cultural
conventions. These conventions include visitor expectations about different pedagogical
and audiovisual aspects of exhibition design. When experimental installations like The
Well of Inventions break these conventions, in this case by allowing information to be
portrayed implicitly rather than explicitly in the design, visitors may become confused.
Thus, it may be necessary to scaffold the visitor's expectations in such situations so that
they know how to approach and understand the exhibition. At the time of writing, we are
planning a re-design of The Well of Inventions to this end and a subsequent number of

workshops to evaluate the outcome.
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