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Appendix A.
Project brief

z
TUDelft

IDE Master Graduation

Project team, Procedural checks and personal Project brief

This document contains the agreements made between student and supervisory team about the student’s IDE Master
Graduation Project. This document can also include the involvement of an external organisation, however, it does not cover any
legal employment relationship that the student and the client (might) agree upon. Next to that, this document facilitates the
required procedural checks. In this document:

The student defines the team, what he/she is going to do/deliver and how that will come about.
SSC E&SA (Shared Service Center, Education & Student Affairs) reports on the student’s registration and study progress.
IDE's Board of Examiners confirms if the student is allowed to start the Graduation Project.

USE ADOBE ACROBAT READER TO OPEN, EDIT AND SAVE THIS DOCUMENT

family name Peird Torralba Your master programme (only select the options that apply to you):

initials M given name Maria IDE master(s): w Dfl ) () spp)

student number

street & no.
zipcode & city Honours Programme Master
country Medisign
phone Tech. in Sustainable Design
email ) . Entrepeneurship
**chair _Arnold Vermeeren dept. / section: HCD/HICD
**mentor lohanna Nicenboim dept. / section: HCD/HICD
Hanna Piksen
Het Nieuwe Instituut
Rotterdam The Netherlands
A. Vermeeren is the head of the Museum Futures Lab, as well as an expert in
user experience; |. Nicenboim in more-than-human and speculative design.
Both of their expertise is relevant to the project in different ways.
IDE TU Delft - E&SA Department /// Graduation project brief & study overview /// 2018-01 v30 Page 1 of 7
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TUDelft
Personal Project Brief - IDE Master Graduation

MOTIVATION AND PERSONAL AMBITIONS
Explain why you set up this project, what competences you want to prove and learn. For example: acquired competences from your
MSc programme, the elective semester, extra-curricular activities (etc.) and point out the competences you have yet developed.

Optionally, describe which personal learning ambitions you explicitly want to address in this project, on top of the learning objectives
of the Graduation Project, such as: in depth knowledge a on specific subject, broadening your competences or experimenting with a
specific tool and/or methodology, ... . Stick to no more than five ambitions.

I spent most of my childhood visiting museums and other cultural institutions, which sparked my interest for design
and art from a young age. Museums played a big part in who | am today! Now, | am observing a shift in the roles that
museums can hold in society, and would like to participate in my own small way in this transition. Will the children of
today be transformed by museums in different ways that | was? This project will additionally give me the opportunity
to see how institutions like Het Nieuwe Instituut work from the inside, which | think will be an incredibly valuable
experience.

During my studies as a DFI student, | acquired skills in creative facilitation and context mapping / design research in
general. The course Deep Dive into speculative design provided me with the chance to discover this discipline —
however, we did not have the opportunity to carry out a participatory process due to time constraints. Since then, this
has been something I have been wanting to explore further: collective speculation and the positive impact it can have.

Finally, through this project | would like to broaden my knowledge in more-than-human design, what it means for
designers and how it can be applied. Lastly, a challenge | enthusiastically take is learning to design with children, which
are a target group | have never worked with before but am excited to learn from.

FINAL COMMENTS

In case your project brief needs final comments, please add any information you think is relevant.
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z
TUDelft
Personal Project Brief - IDE Master Graduation

Engaging children in speculation through museum experiences project title

Please state the title of your graduation project (above) and the start date and end date (below). Keep the title compact and simple.
Do not use abbreviations. The remainder of this document allows you to define and clarify your graduation project.

start date 16 - 03 - 2023 24 - 08 - 2023 end date

INTRODUCTION **
Please describe, the context of your project, and address the main stakeholders (interests) within this context in a concise yet

complete manner. Who are involved, what do they value and how do they currently operate within the given context? What are the
main opportunities and limitations you are currently aware of (cultural- and social norms, resources (time, money,...), technology, ...).

space available for images / figures on next page

The role that museums play in society is changing, as they strive to become not only the safekeepers and
disseminators of heritage, but also future-forward institutions involved in societal transformations. As such, museums
are actively working to become hubs where new, innovative ideas can be incubated and shared with the greater
public. In order to achieve this, they are strengthening the ties with the communities where they are situated, giving
voice to the citizens' concerns.

However, there are some small voices that are still rarely heard: those of children. They are not only the ones that will
inherit the world we are creating now, but also the ones that have the power to change it. Could museums play a role
in encouraging children to speculate about the future in a hopeful way? How do their perspectives differ from those of
adults, and what could we learn from them?

This project intends to engage the children of Rotterdam in a participatory process to dream of the future of their city,
with the goal of empowering them to create it. More-than-human design is chosen as a specific domain to speculate
on: what would Rotterdam look like if it was not made only for humans, but for all of its inhabitants?

The context of this project is Het Nieuwe Instituut, the national museum for architecture, design and digital culture.
Within the museum, there is an exhibition in development around the topic of co-designing the future with children.
This exhibition will be designed by an agency later in this year. This graduation project means to provide guidelines
and inspiration for engaging children in speculation, taking a research through design approach.

Regarding limitations, it has been agreed with the client that the final design of this project will not be conditioned by
the direction taken by the design agency; however, communication (and possibly collaboration) with them further
down the project will be sought out. Language barrier between the children and myself could potentially be an issue,
but it will be dealt with by exploring alternative (non-verbal, translatable) ways of receiving input, as well as recruiting
English-speaking children for those activities that require real-time verbal communication.

In terms of opportunities, Het Nieuwe Instituut will provide me with space in the museum to interact and test out
small prototypes or interventions with children and their families. Researchers on more-than-human design within the
organization will also be invited to give their input to the project.
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. . TUDelft
Personal Project Brief - IDE Master Graduation

PROBLEM DEFINITION **

Limit and define the scope and solution space of your project to one that is manageable within one Master Graduation Project of 30
EC (= 20 full time weeks or 100 working days) and clearly indicate what issue(s) should be addressed in this project.

ASSIGNMENT **
State in 2 or 3 sentences what you are going to research, design, create and / or generate, that will solve (part of) the issue(s) pointed

An interactive exhibition about co-designing the future with children is currently in the very early stages of being
developed at Het Nieuwe Instituut. This exhibition should be co-designed with, and for, children from Rotterdam, with
the aim of engaging them in speculation about the future and empowering them to create it. But how can this best
be done? To explore this domain, the case of more-than-human futures for the city of Rotterdam is chosen. Many
questions arise:

- Can children of any age be engaged in speculation about futures, or is there a certain age range where it makes the
most sense? This will be one of the first questions that will be researched, and most likely an age range for the target
group will be set.

- How might we design museum experiences that encourage children to speculate about their future?

- What kind of stimuli or triggers are most effective to inspire children to think of the future? (e.g.: verbal prompts,
visualizations, future scenarios, ambiguous artefacts). During the process of speculating, what kind and degree of
guidance do children need? In what mediums can this guidance be provided?

- In what format(s) do children prefer to express their ideas? (e.g.: verbally, through drawings, crafting objects /
scenarios, roleplaying). Are there general trends, or are these preferences purely individual?

Secondary questions are:

- How can the ideas of the children be documented for future reference?

- How can children come out of a futuring experience feeling empowered, even if the changes they desire will not be
realized in many years?

Answers to these questions will prove very valuable when designing the co-learning exhibition.

out in “problem definition”. Then illustrate this assignment by indicating what kind of solution you expect and / or aim to deliver, for
instance: a product, a product-service combination, a strategy illustrated through product or product-service combination ideas, ... . In
case of a Specialisation and/or Annotation, make sure the assignment reflects this/these.

Developing guidelines on how to engage children in speculation abo he e through interactive museum
experiences, with the aim of empowering children about their role in creating that future. The guidelines will be iterated
andad evaluated ougn a series or Interve (@) prototypes, W e top Oor more-than-numa utares 1or e VO
Rotterdam.

- Literature review of papers about engaging children in co-speculation, as well as identifying principles of
more-than-human futures.

- Based on the literature review, creating a first draft of guidelines for engaging children in speculation through
museum experiences. Then, taking a Research through Design approach, designing experiences / interventions to
speculate about more-than-human futures (different formats could be explored; e.g.: in-person workshops, interactive
stand-alone interventions in the museum, take-home exercises).

- Testing the designed experiences, further improving and detailing the guidelines according to the insights gathered.
Two iteration cycles will be carried out.

- Defining the improved guidelines and presenting them to the relevant stakeholders in a clear and engaging format.

* The Research through Design approach taken will combine methods for prototyping experiences with participatory
methods, such as Contextmapping or Interview with Things. In this way, the process will be very hands-on, while
aiming to develop a deep understanding of the target group and communicate it to other designers.
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. . TUDelft
Personal Project Brief - IDE Master Graduation

PLANNING AND APPROACH **
Include a Gantt Chart (replace the example below - more examples can be found in Manual 2) that shows the different phases of your
project, deliverables you have in mind, meetings, and how you plan to spend your time. Please note that all activities should fit within

the given net time of 30 EC = 20 full time weeks or 100 working days, and your planning should include a kick-off meeting, mid-term
meeting, green light meeting and graduation ceremony. lllustrate your Gantt Chart by, for instance, explaining your approach, and
please indicate periods of part-time activities and/or periods of not spending time on your graduation project, if any, for instance
because of holidays or parallel activities.

startdate 16 -3 - 2023 24 - 8 - 2023 end date

Graduation Planning
Maria Peir6 Torralba

Month March Aoril mav June. v Aumust
131017 201024 271031 3t07 101018 171021 241028 1105 Bto12 151019 221026 2902 5109 126016 191023 261030 3107  10%014 171021 241028 31104 7t01l 14018 211025 281031

Project week o 1 2 3 a 5 5 7 5 El 0 BREAK w1 1@ 15 15 17 BREK BREAX B 1w 0

Working days. 2 s s H s s s s s s H o H B B B s B B o o s s s

Total days 2 7w v 2w ow» ow e @ om om w e & on o7 m & w & 9 9y
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Appendix B.
Design guidance
iterations

Appendix B-1. Design requirements (V1.1)

Design Requirement

1. The exhibition should avoid falling into popular imagery of the
future, and should encourage children to think beyond it as well

2. The exhibition should include several challenges or activities
for children to do, each of them around a different topic. These
topics are innovation, heritage, nature/climate, health, food/water,

safety and enjoyment.

3. The exhibition should help make the future concrete and
tangible, as well as provide challenges that are within the power of
children to tackle

4. The experience should be educationally empowering for

children

5. Children should be able to express their ideas in the way(s) that
comes most naturally to them

6. The design of the exhibition should be inviting and stimulate

children to explore, without feeling constrained to a specific route.

7. Less is more, but a balance should be struck between simplicity
and shallowness. Different layers of meaning could be included to

cater to different ages

8. The overall tone of the exhibition should be hopeful; however,
appropiate weight should be given to children’s concerns and fears
about the future

Explanation

What children think of the future is highly influenced by what adults (parents and
teachers) tell them, as well as what they see in the media. If the exhibition perpetuates
these narratives, children are not going to come up with their own version of the story,
which is what we want. The aim of the exhibition is for children to reflect for themselves

and form their own opinion.

Children are attracted by challenges, and making serious issues into a game is a simple
way to encourage them to engage with these topics. These challenges should stimulate

their creativity and discussion with their families or other children.

During the activities carried out with children, it became clear that thinking about abstract
futures is not difficult to them. However, they do not see how these issues could affect
them in the future, or how their current actions affect the future. There needs to be a way
of connecting their daily life and the things they understand to the distant future, so it
makes more sense to them. This also means if the exhibition has a sort of challenge to be
solved, it should be something that children are able to solve themselves — then it can be
connected to a bigger issue. Example: children are taught how to do a short breathing
exercise, which helps tackle the issue of people being angry at each other (social

instability).

In the exhibition, children should have a chance to develop or put into practice skills that
are relevant for the future they will face. Futures Literacy is one of these abilities, but not
the only one. Children should come out of the exhibition feeling proud of what they
know, excited about the new things they have learned and better prepared for the future

than when they entered.

Instinctively, every child prefers to express their ideas an opinions in a certain way.
Mainly, these ways fall into three categories: verbal/discursive (talking, writing), non-
verbal/designerly (drawing, building) or embodied/enacted (roleplaying, acting, active
dramatization). If this exhibition means to invite children to share their ideas, then there
should be space for them to do this in the way they are most comfortable with. Each
challenge or activity should be formulated with this in mind, so each child will find
something they enjoy doing.

We want children to be the protagonists of this experience. This means giving them the
freedom to follow their intuition; this should be done through the design and distribution
of the space. If there is no hierarchy or order the stations should be visited in, children get

to make their own choice.

For younger children, big quantities of new information can result overwhelming.
Especially if there are multiple stations, too many stimuli can drain them. Because of this,
the message each station wants to transmit should be clear and simple. However, older
children appreciate being intelectually challenged; they do not want to be viewed as little
kids, so if the challenges are too simple they will not be engaged. That is why there could
be different levels of complexity. Example: the stations have some text that can be

optionally read, some interesting related facts or data visualizations, etc.

Children are a lot more aware of the issues we are facing than we usually think. This, in
some cases, results in fear and sadness related to the future. The aim of this exhibition is
to empower children, showing them that there is something they can do to change the
future. The message the exhibition gives should be nuanced, instead of purely positive,
which could be insincere. Example: instead of saying “everything is going to be solved”,

say “we can work together to make this better”.

11



Appendix B-2. Design challenges (V1.2)

Design Requirement

1. The exhibition should avoid falling into popular imagery of the

future, and should encourage children to think beyond it as well

2. The exhibition should include several challenges or activities for
children to do, each of them around a different topic. These topics are
WRITE THIS

3. The exhibition should help make the future concrete and tangible,
as well as provide challenges that are within the power of children to

tackle

8. The experience should be educationally empowering for children

4. Children should be able to express their ideas in the way(s) that

comes most II&I[LII‘HH)/ to them

5. The design of the exhibition should be inviting and stimulate

children to explore, without feeling constrained to a specific route.

6. Less is more, but a balance should be struck between simplicity and
shallowness. Different layers of meaning could be included to cater to

different ages

7. The overall tone of the exhibition should be hopeful; however,
appropiate weight should be given to children’s concerns and fears

about the future

Question

How can we encourage
children to create their

own images of the future?

How can we stimulate
children to engage in
futuring?

How can we help make the
future more concrete and
tangible for children?

How can we design an
empowering experience
for children?

How can we accomodate
for children’s preferences
when expressing their
ideas?

How can we stimulate
children to take the lead
and explore freely in this
experience? (families)

How can we ensure the
intricacy of the exhibition
is adequate to different
ages?

How can we make space
for children’s concerns and
fears, as well as their

hopes?

Answer

We avoid the stereotypical
concepts and visuals associated
with the future as much as

possible.

We turn futuring into a game!
Something they can prove
themselves in. We also make it
relevant for them, making these
challenges revolve around the
topics they themselves are
interested in.

We connect the big issues the
exhibition is about with small
actions that relate to children’s
everyday life. In this way, we
accompany them in their
journey from concrete to

abstract.

In the exhibition, children
should have a chance to develop
or put into practice skills that
are relevant for the future they
will face.

If children’s input is asked, we
give them several ways in
which to do it. If that is not
possible, we make sure each kid
will get at least one opportunity
to express themselves how they
want to in the exhibition.

We create a space with low
hierarchy, and expressly give
children the role of the leader.

We layer several levels of
complexity, so that children can
decide how much they want to

learn or do.

We keep the message of the
exhibition nuanced, avoiding
tropes.

Explanation

What children think of the future is highly influenced by what adults (parents and teachers) tell them, as well
as what they see in the media. If the exhibition perpetuates these narratives, children are not going to come up
with their own version of the story, which is what we want. The aim of the exhibition is for children to reflect

for themselves and form their own opinion.

Children are attracted by challenges, and making serious issues into a game is a simple way to encourage
them to engage with these topics. These challenges should stimulate their creativity and discussion with their
families or other children. During the research carried out, children were asked to imagine the future.
Recurring topics that form the basis of the future for them are

During the activities carried out with children, it became clear that thinking about abstract futures is not
difficult to them. However, they do not see how these issues could affect them in the future, or how their
current actions affect the future. There needs to be a way of connecting their daily life and the things they
understand to the distant future, so it makes more sense to them. This also means if the exhibition has a sort of
challenge to be solved, it should be something that children are able to solve themselves — then it can be
connected to a bigger issue. Example: children are taught how to do a short breathing exercise, which helps

tackle the issue of people being angry at each other, which eventually ties in to social instability.

Empowerment can mean very different things, but in this case we focus on educational empowerment:
providing children with the tools they will need in the future. Futures Literacy is one of these abilities, but not
the only one. Children should come out of the exhibition feeling proud of what they know, excited about the
new things they have learned and better prepared for the future than when they entered.

Instinctively, every child prefers to express their ideas an opinions in a certain way. Mainly, these ways fall
into three categories: verbal/discursive (talking, writing), non-verbal/designerly (drawing, building) or
embodied/enacted (roleplaying, acting, active dramatization). If this exhibition means to invite children to
share their ideas, then there should be space for them to do this in the way they are most comfortable with.
Each challenge or activity should be formulated with this in mind, so each child will find something they
enjoy doing.

We want children to be the protagonists of this experience. This means giving them the freedom to follow
their intuition; this should be done through the design and distribution of the space. If there is no hierarchy or
order the stations should be visited in, children get to make their own choice. Literature also shows that
children respond really well to being given a role to play, a responsibility. This could be one technique to use

as well.

For younger children, big quantities of new information can result overwhelming. Especially if there are
multiple stations, too many stimuli can drain them. Because of this, the message each station wants to
transmit should be clear and simple. However, older children appreciate being intelectually challenged; they
do not want to be viewed as little kids, so if the challenges are too simple they will not be engaged. That is
why there could be different levels of complexity. Example: the stations have some text that can be optionally
read, some interesting related facts or data visualizations, etc.

Children are a lot more aware of the issues we are facing than we usually think. This, in some cases, results in
fear and sadness related to the future. The aim of this exhibition is to empower children, showing them that
there is something they can do to change the future. Still, he message the exhibition gives should be nuanced,
instead of purely positive, which could be insincere. Example: instead of saying “everything is going to be
solved”, say “we can work together to make this better”. Possibly, we could make a space in the literal sense
where they can express their concerns.



Appendix B-3. Design challenges with prompts
(v2)

I — The Visionaries

How can we encourage
children to create
their own images of
the future?

14

I — The Visionaries

How can we encourage
children to create their
own images of the future?

What kind of images of the future are included in this
exhibition?

Is there space for children to draw their own conclu-
sions about the topics presented? Are these topics
discussed in an open-ended enough manner?

Is this exhibition perpetuating either dystopian or uto-
pian stereotypes?

What less conventional perspectives can be taken on
this topic? How can we remain nuanced?

What kind of questions do we want to present children
with?

What children think of the future is highly influenced by what adults
(parents and teachers) tell them, as well as what they see in the
media.

If the exhibition perpetuates these narratives, children are not going
to come up with their own version of the story, which is our ultimate
goal.

15



II — The Champions II — The Champions

How can we stimulate
children to engage in
futuring?

Are children being challenged by this exhibition?

How are children invited into this challenge? What can
they gain from solving it?

HOW can we Stlmu:l.ate Is the topic of the challenge relevant for children?

. Is the scope of the challenge appropiate for children’s
Chlld ren to engage comprehension and skillset?
in futu r‘lng? Are there opportunities for them to engage with their

families or other children?

Children are attracted by challenges, and making serious issues
into a game is a simple way to encourage them to engage with these
topics.

During the research carried out, children were asked to imagine the
future. Recurring topics that form the basis of the future for them
are innovation, heritage, nature/climate, health, food/water, safety
and enjoyment.

16 17



II1 — The Bridge

How can we help make
the future more con-
crete and tangible
for children?

18

I11 — The Bridge

How can we help make the
future more concrete and
tangible for children?

What are some actions or issues associated with this
topic? Which are simple? Which are complex? How can
we create a bridge between them?

Are the connections between the present and the dis-
tant future made clearer by this experience?

Are children being guided in gradually moving towards
abstraction?

During the activities carried out with children, it became clear that
thinking about abstract futures is not difficult to them. However,
they do not see how these issues could affect them in the future, or
how their current actions affect the future.

There needs to be a way of connecting their daily life and the things
they understand to the distant future, so it makes more sense to
them.

19



IV — Power

How can we design an
empowering experien-
ce for children?

20

IV — Power

How can we design an
empowering experience for
children?

What skill related to this topic can be relevant for chil-
dren to have in the future?

Are children truly being empowered through this expe-
rience? = Are children given the opportunity to develop
or practice skills that are useful for their future?

Are they being made aware of this fact?

Can any element be added to the experience to reinfor-
ce children’s pride in their abilities?

Empowerment can mean very different things, but in this case we
focus on educational empowerment: providing children with the
tools they will need in the future. Futures Literacy (learning to ima-
gine different futures) is one of these abilities, but not the only one.

Children should come out of the exhibition feeling proud of what
they know, excited about the new things they have learned and
better prepared for the future than when they entered.

21



V — Expression V — Expression

How can we accomodate for
children’s [preferences when
expressing their 1deas?

H ow can we accomo- What do we want to get children’s input and ideas on,

date for‘ Childr\en’s regarding this topic?

Are children able to express their ideas in verbal,

pr‘efer‘ences When non-verbal and embodied ways?
express in g their rAerg g?!?gsir:/’:ﬁia:nievlvnagygIven appropiate weight, sha-

ideas?

Instinctively, every child prefers to express their ideas an opinions

in a certain way. Mainly, these ways fall into three categories: verbal/
discursive (talking, writing), non-verbal/designerly (drawing, buil-
ding) or embodied/enacted (roleplaying, acting).

If this exhibition means to invite children to share their ideas, then
there should be space for them to do this in the way they are most
comfortable with.

22 23



VI — The Explorer

How can we stimulate
children to take the
lead and explore
freely in this
experience?

24

VI — The Explorer

How can we stimulate
children to take the lead
and explore freely in this
experience?

How are children being stimulated to explore?

How can discovery and wonder be integrated into the
experience?

If they wish to, can children move freely through the
exhibition?

Are children being given the agency to lead the expe-
rience (for their families)?

We want children to be the protagonists of this experience. This
means giving them the freedom to follow their intuition; this should
be done through the design and distribution of the space.

Literature also shows that children respond really well to being
given a role to play, a responsibility. This could be one technique to
use as well.

25



VII — The Staircase

How can we ensure
the intricacy of the
exhibition is|ade-
quate to different
ages?

26

VII — The Staircase

How can we ensure the
intricacy of the exhibition
is adequate to different
ages?

What layers of complexity can be added or stripped
back in this experience?

How do children know they can “go up the staircase”
as much as they want? Can children decide how much
they want to engage with the expo, based on their inte-
rests?

Is there an opportunity for children to build their
knowledge further, if they so wish? (during / after the
exhibition itself)

For younger children, big quantities of new information can result
overwhelming. Especially if there are multiple stations, too many
stimuli can drain them. Because of this, the message each station
wants to transmit should be clear and simple.

However, older children appreciate being intelectually challenged;
they do not want to be viewed as little kids, so if the challenges
are too simple they will not be engaged. That is why there could be
different levels of complexity.

27



VIII — Balance VIII — Balance

How can we make space for
children’s concerns and
fears, as well as their

hopes?
H oOw Can we ma ke How can the exhibition show nuance? What are positive
= L) and negative futures related to this topic?
S pa cée f or ¢ h 1 1 d ren s Is the narrative of the exhibition balanced between the
ositive and negative descriptions of the future?

concerns and fears, P gative descrip e futy

. Is there space for children to share their worries and
asS Wwe 1 1 as t h eilnr concerns, as well as their hopes? How is this facilita-

ted? Who are they sharing with?

hopes?

Children are a lot more aware of the issues we are facing than we
usually think. This, in some cases, results in fear and sadness related
to the future.

The aim of this exhibition is to empower children, showing them
that there is something they can do to change the future. Still. the
message the exhibition gives should be nuanced, instead of purely
positive, which could be insincere.
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Appendix C.
Interview guides
and session plans

Appendix C-1. Interview guide parents

Introduction
« Welcome to the interview, thank the participant
« Introduce myself

« Introduce the Co-learning expo: an interactive exhibition for children, to learn about their ideas
for the future

« 15 minute interview

« Emphasize that there are no wrong answers

Don’t forget

« Can I record the audio of the interview?

The raw information will only be handled by me — unless they consent to it being shared with the
clients once anonymized

The insights and learning will be shared with the supervisors of this project from TU Delft, as well
as the Co-learning team of Het Nieuwe Instituut, and eventually be published in the thesis report

The Co-learning expo

Most of the time, museums decide what they want to teach children. In this case it’s the opposite — we
want to learn from children, because their ideas are also very valuable. Children are going to create
the future!

The future & the present
« Does your child ever talk about the future, or play of travelling there?
o If so, what do they imagine it is like?

o Does this happen spontaneously or triggered by something (a movie, for example)?

As a society, we are facing many challenges — environmental, social, technological.. would you say
your child is aware of these challenges?

Does the school curriculum include topics like climate change, the energy transition, biodiversity,
etc?

o Do you ever discuss these topics at home too?

o What is, generally, the attitude of your child when presented with these issues?

We want to invite children to share their ideas — but how?

How does your child feel about expressing their ideas out loud?

Are there any other methods of expression that they enjoy or prefer over speaking out? (for example,
writing or drawing)

Is your child sometimes shy around other kids or adults?

o If so, how do you help them feel more comfortable?

How to make it attractive and fun for them?
« What kind of activities does your child find entertaining? (e.g. they could do it for hours)
[For my generation, that was including any sort of screen]

« What is the relationship of your child to technologies, social media, etc? (how much access, what
kind of content)

o Would you advise for or against integrating technology in the expo?

Previous museum experiences
« Do you ever go to museums with your child?
o If so, is there any experience you remember? (can be positive or negative)
o What kind of things does your child enjoy doing in a museum?
« In a museum, are you always together with your child, or do they ever explore by themselves?

o How would you feel about a “adult-free” space for children in the museum?



Appendix C-2. Interview guide teacher

Introduction

« Welcome to the interview, thank the participant

Introduce myself

Introduce the Co-learning expo: an interactive exhibition for children, to learn about their ideas
for the future

15 minute interview

Emphasize that there are no wrong answers

Don’t forget

« Can I record the audio of the interview?

The raw information will only be handled by me — unless they consent to it being shared with the
clients once anonymized

The insights and learning will be shared with the supervisors of this project from TU Delft, as well
as the Co-learning team of Het Nieuwe Instituut, and eventually be published in the thesis report

The Co-learning expo

Most of the time, museums decide what they want to teach children. In this case it’s the opposite — we
want to learn from children, because their ideas are also very valuable. Children are going to create
the future!

The future & the present

« Do your students ever talk about the future? If so, is it something they do spontaneously or as part
of a class activity, for example?

As a society, we are facing many challenges — environmental, social, technological.. would you say
your students are aware of these challenges?

Does the school curriculum include topics like climate change, the energy transition, biodiversity,
etc?

o If so, how are these topics introduced?

o What is, generally, the attitude of your students when presented with these issues?

We want to invite children to share their ideas — but how?

In general, in class, are children likely to express their ideas out loud?

Are there any other methods of expression that they enjoy or prefer over speaking out? (for example,
writing or drawing)

What role do the social dynamics of the class play when it comes to children expressing their ideas?

o If some children are shy, how do you encourage them to share their thoughts?

How to make it attractive and fun for them?
« What kind of activities do your students find entertaining? (e.g. they could do it for hours)

o Are there any techniques that you use to help make the materials you teach more engaging for your
students?

[For my generation, that was including any sort of screen]
« What is the relationship of your students to technologies, social media, etc?
o Would you advise for or against integrating technology in the expo?
Previous museum experiences
« Do you ever go to museums with your class?
o If so, is there any experience you remember? (can be positive or negative)
o What kind of things do your students enjoy doing in a museum?

« In these visits, what is usually your role? (e.g. explaining things, guiding the children, keeping
track of everyone)

32

Appendix C-3. Context Mapping session plan

Introduction
« Welcome and thank you for helping me!
« We all introduce ourselves
« First I will ask you some questions and then I will ask you to make a drawing or collage
« I want to learn from what you know!

« Emphasize that there are no wrong answers

Don’t forget
« Is it okay if I record what you are saying so I don’t forget?

« Do you want to participate? If you do not, that is also okay

(Questions) - 5-10"

I have some questions for you about the future. I want to learn what you know about it.
-« What are some stories that you know about the future? What is going to happen?
« How do you feel about those things?
« What do you think you will be doing in the future?

« What are some opportunities and some issues that will happen in the future?

Draw/collage & tell - 45’
Can you draw / make a collage of what you think the future will be like?

« Nice to ask if they can write why they choose the pictures they choose, if there are many
children

« Nice to have a presentation at the end
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Appendix D.
Co-speculation
sesslion results
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Appendix E.
Evaluation with
design students
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Appendix E-2. Feedback
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