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We’ll help you find your way.
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Problems with Wayfinding, Discovery, and Remembering

WCMA image sources: https://www.tripadvisor.in/LocationPhotoDirectLink-g41940-d108871-i171225844-Williams_College_Museum_of_Art-Williamstown_Massachusetts.html 
      http://egallery.williams.edu/objects/list 

https://www.tripadvisor.in/LocationPhotoDirectLink-g41940-d108871-i171225844-Williams_College_Museum_of_Art-Williamstown_Massachusetts.html
http://egallery.williams.edu/objects/list


Initial Paper Prototype
- Task 1: Agency in one’s museum experience
- Task 2: Learning about the curator’s perspective and 

vision for the exhibit





Testing and Results
Process:

- Heuristic Evaluation, Usability Test, Cognitive Walk-Through
- Varying background with various knowledge
- Prompts became more specific over each test

Results:

- What we saw as clear was very complicated
- Lacked some simple functionality

- Feedback and options to go back
- Put aside the kiosk and focus only on the app

- Change our second task 



Final Paper Prototype
Changes:

- App instead of Kiosk
- New Functionality

- “Review a Piece” to “Remember A Piece”
- Holding down reveals help messages

New Tasks:

- Agency in one’s museum experience
- Continued engagement with the museum and/or with the 

user’s favorite pieces



SWCMA: The App
Changes:

- Added Home button
- Use of white space and color scheme

- Our two tasks remained the same





Agency In One’s Museum Experience



Continued Engagement with Exam or Favorite Pieces



Closing Remarks
● Overcomplicated designs confuse users

● Remove vestigial design components – sometimes what was 
right for a previous iteration no longer makes any sense!

● A diverse variety of participants who can be observed 
navigating a design as they would independently will tell 
you more about your idea than you could ever imagine


