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HYPOTHESIS 
Visiting a museum is somewhat like being shown a large piece of candy and then not being allowed to eat it.  In art museums the works of art were made through a very physical and tactile process.  As a visitor you cannot truly experience the art because you are only allowed to look, not touch. With this dicatomy in mind, we have designed a table-based user interface for parents and children that encourages the exploration of art through the interaction with physical objects, artists’ tools and materials.  Our  art interaction table brings together the social affordances of building blocks with the advantages of the multimedia kiosks. We believe that the table-based interface with its physical interaction will promote social interactions between museum visitors and will make it easier and more fun for children to learn about art.
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Computer kiosks with Making Sense 

Family Area with blocks for children

of Modern Art
EV
ALUATION

Our evaluation plan includes several phases: 
· Initial interaction study
· Context demo
· Technical demo
· Child-parent demo in context
· Final interaction study.

The initial interaction study was completed 11/3 with CS147 students to understand if our basic idea was feasible and identify any initial problems.  We created a paper prototype (form core, artist tools, and postcards of related art works) and simulated the action of the table ourselves. The study revealed areas of confusion – what happens when objects are taken off the table, where does the video play, does an individual own any content – that we addressed in the subsequent prototype. 

The paper prototype was then taken to the education staff at the San Francisco Museum of Modern Art. While this was more of a demo, we learned several interesting things that we will study with users. The staff was curious about the shape of the table and whether it could be round.  The placement of the video was a concern and they were also interested in additional interaction with the digital images. We were excited to see that they had ideas for content and different themes besides artists’ tools that would work with the interface. This is a very good sign that they could envision the table in the museum. 
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Sheila and Susie at SFMOMA
For a technical evaluation we took our prototype to Make Things where Michael Shiloh and his colleague David Williams (AI expert) talked with us about the technical feasibility of our idea. The different levels of interaction with the table intrigued them. The first being with the objects and the second with the related work of art themselves. Together we discussed different technological approaches for the creation of such an interface and determined that a large LCD touch screen with RFID readers and tags for identification of the objects would be the most suitable.  
To see how parents and children would interact with our table, we brought our paper prototype to the SFMOMA during their last Family Art Day.  We tested with many families who had children ranging from three to eight years old.  The younger children seemed at first to be confused about what to do but after were given some leading directions understood right away.  A lot of the confusion may have had to do with the fact that it was a paper prototype, something they were unused to seeing, and not a computer.  This is something that we would like to test in with our flash prototype.  While the children were thinking about what to do with the table, they were picking up the objects and fingering them in their hands.  One girl, who was five, once she understood that she could compare two objects, kept wanting to compare more and was making the conceptual leap between the objects and their related works of art.  The parents helped their kids with the interaction.  Conversations between the parents and children occurred when deciding which tool to choose next and about the relationship of tool to artwork.   Parents were intrigued by the idea of map and the scavenger hunt with the paper tools in the galleries.  However, they expressed some concern about the level of content in the videos and did not believe that their children would be able to watch them.  They also wanted the videos to show the tool in action instead of the artist talking about the work. For example if the tool was a paintbrush they want to see someone painting.  We were excited to see kids helping each other out with the interactions and making connections between the tools and the art works.  We were also pleased to observe parents and children engaging in conversation around art and tools.  
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Maya (age 5) inspects table



Maya with friend 
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Sage and Eva (1st and 3rd grade)
In our final user study scheduled for 12/1 we will be testing the Flash version of the interaction. This will allow us to understand more about how users interact with the digital representations of the art works. We will also test the placement of the video in relation to the table. If time permits, we will attempt to show this prototype at SFMOMA as well.  

Our final step in evaluating the project will be to present the table to the staff of Making Things and SFMOMA. In this meeting we would introduce the two groups and present the feedback we receive from our CS376 class presentation in hopes of working on an actual build out of the interface. 

CURRENT PROTOTYPE 

Our current prototype looks on the surface very much like our original: table-based with two areas to place tools.  One major change is that we have added pestles for the artists’ tools to be placed. This will allow us to separate the RFID reader from the touch screen table. 
We are currently developing enhancements to the table that would connect the visitor with the physical galleries (an important use scenario).
Enhancements include:

· Paper versions of the artists’ tools that would be placed next to specific works of the art in the galleries.  Visitors could then collect and use the tools at the Art Interaction table.  

· Print button on table that gives users the ability to print a map with the locations of works of art viewed with the table
· A personal work space where the visitor could keep track of artwork viewed and email or print them out.  
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Paper prototype with pestles

FURTHER DEVELOPMENT 

Further development on the art interaction table will include the creation of the Flash content.  While we will not be working with RFID tags and readers, we will develop a plan for how that could be implemented. 

RELATED WORK 
Inspiration for developing a tangible interface comes from Hiroshi Ishii’s Tangible Bits. Similarly the Walker Art Center’s Telematic Table and the Mixed Reality Lab’s Magic Cubes for Social and Physical Family Entertainment have informed part of our conceptual development. When we settled on a table, we checked out the iRoom’s table and Anne Marie Piper and Merrie Ringel’s table-based project. In terms of projects using sensors to trigger Flash content we have looked primarily at the Making Things system. 
We’d love feedback on other projects to explore.
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