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Abstract: Learning in museums has increasingly come to be characterized in terms of 

participatory and active engagement on the part of visitors. In this poster, we present a design 

prototype for an interactive art museum exhibit called MineArt. This exhibit allows visitors to 

create art pieces through modifications of famous artworks with folded notes as scaffolding and 

a postcard wall for critique and engagement. In this work, we hope to facilitate the meaning-

making process of art by creating exhibits that incorporate audience participation and APE 

(active prolonged engagement).  

Introduction 
Museums can be described as public institutions of learning—places that people seek out to satisfy their curiosity 

and to learn more about their worlds. Museum learning is a subset of a larger, ever-evolving continuum of learning 

and meaning-making across the life span (Falk & Dierking, 2000). Recent trends in participatory museum learning 

have invited people to create, share, and connect around content and exhibits. Particularly for cultural institutions 

with a mandate to use their collections for the public good, digitization, and accessibility of content have become 

a top priority (Simon, 2010). In recent decades, a broad range of digital technologies and devices have been 

introduced into interpretive encounters with art in museums (Garmil, 1997; Witcomb, 1997) with visitors 

accessing and producing interpretations across different types of interfaces, platforms, and devices (Steier, et al., 

2015).  

As a result, we have seen more participatory exhibits emerge from art museums. The Denver Art Museum 

(DAM) provided a constrained participatory museum experience in their Side Trip gallery on display in 2009. 

Visitors can make their rock music posters with provided materials (Simon, 2020). However, Side Trip focuses 

on the creation instead of understanding and interpretation of existing posters. De Youngsters Studio encourages 

children to explore art fundamentals through hands-on activities and visual technology (De Youngsters Studio, 

2020). However, users explore the fundamental elements of art out of the context of specific artworks.  

Inspired by this prior work, we are designing an art learning exhibit called MineArt that we intend to 

enhance the meaning-making process through personal interpretation and APE (Humphrey & Gutwill, 2005). An 

APE exhibit aims to foster visitor behavior that includes questioning, exploratory activity, observation, 

collaborating with other visitors, and searching for and reflecting upon causal explanations for exhibit phenomena 

(Humphrey & Gutwill, 2005).  

Our goal is to enable learners at art museums to 1) appreciate and curate art pieces through modifications 

of colors and textures on famous artworks; 2) formulate their interpretations through reading the folded; 3) deepen 

engagement through discussing, critiquing, and taking home a postcard of other visitors’ artworks in front of a 

postcard wall. To sum up, MineArt provides art knowledge in an intriguing and open-ended format while 

maintaining a free-choice learning environment (Falk & Dierking, 2000) for users to curate and critique as they 

see fit. 

Design principles 
In this exhibit, users can change colors and strokes of Monet’s Sunset on a tablet. There are folded notes around 

with questions about the artworks. After unfolding the notes, users will see answers and encouragement of 

interacting with the tablet. Then users can print their artworks on postcards. They can take them home or hang 

their postcards on a postcard wall for visitors to appreciate and discuss.  

Interpretation and curation stage: An APE environment with constrained participation 
We hope to curate an APE by supporting open-ended exploration with gentle guidance, promoting slow looking 

(Tishman, 2018), and encouraging visitor-initiated observation, speculation, play, and construction. By shifting 

the visitors‘ role from that of recipients to that of participants in the generation of activities, questions, and 

explanations, visitors are more likely to actively interpret and curate art instead of passively receiving information 

as APE promotes them to create and delight them with beauty (Simon, 2020). Visitors observe more carefully 

when drawing over the painting, paying attention to the details. This slow looking process helps visitors discern 
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 complexities that cannot be grasped quickly and serves as an important counterbalance to the natural human 

tendency toward fast looking (Tishman, 2018). This is also a process of co-constructing meaning with other 

visitors, with questions on the card giving anchoring point. Offering learners a famous painting instead of an 

empty canvas is to purposefully stage constrained participation that provides opportunities for partial self-

expression as meaningful constraints motivate and focus participation (Simon, 2020).  

Sharing and discussion stage: Deepen and diversify engagement  
The process of discussing and taking home users’ artworks is of vital significance. We facilitate this process by 

creating an emotional relationship between exhibit subjects and visitors by asking them to write their design 

rationale. The Skyscraper Challenge shows that take-home experiences establish deeper engagement and inspire 

repeat visitation (Simon, 2020). Museum visitors tend to enact one or various combinations of five museum-

specific identities, categorized by Falk as explorer, facilitator, professional/hobbyist, experience seeker, and 

spiritual pilgrim (Falk, 2006). The idea of a postcard wall where visitors can observe, critique, and collect visitor-

created artworks serves to offer opportunities for non-explorers such as facilitators to participate in the exhibit. 

Here, knowledge and interpretations are not owned by any individual actor but are instead treated as patterns of 

participation that may be attributed to the group (Knutson, Karen, et al, 2021). The postcard-wall also exists as a 

mediating barrier to invite visitors to engage with each other in some unusual and valuable ways, avoiding 

potential awkwardness of in-person critique of visitors’ artworks (Simon, 2020).  

Current progress 
At the time of this poster, we have created a full-scale working prototype of MineArt, 

received feedback from fellow researchers and participants informally. To adjust to 

the COVID situation, we moved our exhibit online to a website with flip cards as 

folded notes and an online gallery as the postcard wall. The poster will be 

accompanied by an interactive demo. 

Future work and implications 
We plan to launch an initial version of MineArt in early 2021, with the expectation of 

help inform exhibit curators and create a new experience for visitors to engage with 

artworks. We hope it will help attract and engage more audiences in the art field.  At 

this time, we are particularly interested in A) better knitting together multiple artifacts 

into a coherent visiting experience to encourage engagement. B) the emergent learner 

interactions in its online community and how we can design to better support them.  
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Figure 1. Screenshot. 
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