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Chapter 14 Case Study

Museum Kiosk: The Nauticus

Shipbuilding Company.

Nauticus Shipbuilding Company is an interactive museum kiosk program that introduces users to basic concepts of shipbuilding.

It is located at the National Maritime Center in Norfolk, Virginia which offers exhibits, films and multimedia programs dealing with shipping, the Navy, and the sea.

The program is run on a computer’s hard drive accessed by users touching images or menu items on the touch screen monitor.

Near the kiosk is a wall of graphic and text information on shipbuilding that supports the kiosk program.

Multimedia in Museums

Single-user kiosk presentations are a common way to present multimedia.

Museum audiences include people of all ages, backgrounds, education and levels of interest in a subject.  Interactive displays must have as little something for everyone.

It is important for the general museum audience to come away with a positive experience.

Immersive Exhibits – a growing trend in museums, conventions and other public events…in addition to multimedia elements there may be live performers, audience participation and actual objects

DEVELOPMENT PROCESS

On the Nauticus project the writer’s primary involvement was during the project definition and design/preproduction phases.

1. Project Definition Phase

· Design objectives – to provide museum visitors with an interactive environment in which to explore how ships are built for specific missions… users will go through the game and want to play it again…technical info must be precisely accurate…the program can’t be too huge because of runtime, size limitations, and turnaround time considerations

· Target audience – the project had to address diversity (content that appeals to different audiences) & short attention spans (60-90 seconds is average for people using museum interactive displays)…to avoid long lines while maintaining user interest the developers had to present complex subject material succinctly

· Delivery platform/location – kiosks with fast hard drives allowed the incorporation of video, 3-D graphics and other features that slower media platforms would be incapable of handling
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2. Design/Preproduction Phase

· Proposals – outlining the project’s approach

· initial proposal was to have a computer “build” a ship based on a user’s rough sketch

· revised treatment provided a more structured approach of having the user build a ship to achieve a specific mission based on defined ship components

· revised treatment included an evaluation of the user’s design at the end of the process which encouraged them to play again and improve the design (better learning experience)

· High-level design document – a text-based treatment & a program navigation flow diagram
· different flowcharts serve different functions 

· Fig. 14-3 is an early layout of possible navigation…limited detail

· Fig. 14-4 comes when the program is more defined…it charts all the paths through the process

· in Fig.14-4 note the use of the diamond symbol ◊ as a point where the user can make a choice
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· Scripts – program navigation flow plus narration, dialogue, screen text & full description of visuals…there were substantial changes between the original Nauticus design documents and the final script which incorporated solid interactive writing principles:

· Attract Routine – what is visible on the kiosk screen when no one is playing the game…these must lure the user into exploring the kiosk

· Briefing Room – the original treatment included a video clip of a talking head explaining the mission but this was eliminated in the final script in favor of more graphic elements…this provided stylistic consistency and eliminated distraction

· Missions – the original treatment had 5 possible missions…the final script narrowed that to 3 missions choices for the following reasons:

· budget & running time

· missions that best presented a wide view of naval architecture

· missions that were best suited for the game design

· Components – the original treatment showed ship hulls, holds, engines and special equipment…the final script showed hulls, propulsion and superstructures…this was done to make the overall user experience as short as possible but still be realistic

· Evaluation of Design – the final script increased the amount of user evaluation from the original treatment…the goal was to get the user to try the process again based on what they had learned
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