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Executive summary
The four ways to engagement are:

 ▶ Role-play and autonomy
 ▶ Anticipation and reward
 ▶ Appropriate novelty and challenge
 ▶ Facilitation of varied energy levels

The four ways to enhancing the personal 
experience are:

 ▶ Pushing and challenging behaviour
 ▶ Novelty and weirdness
 ▶ Asking the right questions
 ▶ Relatability to one’s own life

The final product consists of six role-booklets 
that each use different questions and exercises to 
explore and discuss the personal art experience. 
With the roles, one can move, be creative, search 
for details, experiment physically, fantasize, 
fabricate, change, feel and share opinions. Every 
player answers one question per artwork.
Additional to these booklets, there is the 
wayfinding board. The wayfinding boards helps 
with choosing an artwork to explore and discuss 
with your family. The family is still in charge 
of choosing their own artworks, but they are 
challenged to choose art they might otherwise 
not. It also makes for variation in activities during 
the interaction.
With this game, families are able to direct their 
own visit, but be supported in their journey 
toward a more personal experience. 

This report describes the process of designing 
a shared family experience for Kunstmuseum 
Den Haag that encourages visitors to explore 
and discuss the personal art experience 
together.

Kunstmuseum Den Haag is an art museum with 
a large variation of art pieces. They would like to 
see more families visiting the museum. 
Their vision is ‘Getting closer to art’, meaning 
they wish to offer visitors a personal connection 
with art. 

The personal art experience is anything someone 
thinks, feels or perceives about art that is unique 
to that person. It is interesting to help families 
explore and discuss this experience, because 
children might have trouble identifying them and 
have trouble putting them into words. In turn, 
adults might underestimate their children and 
never try, or they don’t know how to talk about it.
By discussing the experience, you can not only 
learn about art, but more about yourself and 
your family members as well. 

To have a shared experience that successfully 
enhanced the personal experience, it is important 
that all family members are equally engaged. 
During this project, I identified four design 
principles of creating engagement in museums 
and four ways towards enhancing the personal 
art experience.
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for families, where they explore art together, 
better understanding between adult and child 
could be created. And hopefully with that, the art 
can be enjoyed on a deeper level as well.

1.2 The client
Modern art museum Kunstmuseum Den Haag 
resonated with my interest in sharing personal 
thoughts about art, especially in the relation to 
the family visit. Therefore, they offered to work 
with me. 
The museum would like to see more families visit 
them, which is why we decided I would design 
a new product for their museum that targets 
families.

1.1 Initial hypothesis
When two adults visit the museum, they often 
share and discuss their personal thoughts on 
the art. Families visiting don’t seem to do this as 
much. Why not?
There seems to be the assumption that children 
need quizzes and treasure hunts to be entertained 
in a museum. The museum offers these products 
and activities, but parents expect them, too. 

My hypothesis is that children are more capable 
of understanding and enjoying art on a personal 
level than parents might think. However, they do 
so in a very different way than adults and will have 
more trouble expressing their own experience.
By designing a more shared museum experience 

1. Assignment introduction
This project is the coming together of my own belief and interest as a designer, 
the insights of the Museum Futures Lab at the TU Delft and the vision of my client 
Kunstmuseum Den Haag (KDH). I came to KDH with a hypothesis about families in 
museums and they kindly gave me the freedom to research this hypothesis within 
the context of their museum.

1.3 Initial assignment
Ultimately, the assignment below was written:
This assignment would concern families with 
children between 7 and 10 years old. It was to 
be decided if specification within this range was 
necessary.

1.4 Steps to the design brief
To validate the relevance of this initial assign-
ment and work it out into a more specific design 
brief, a few things would need to be researched 
and worked out.
Research on the context and vision of the 
museum would be necessary to figure out how 
to design a product fitting for the client. Since the 
museum already has some products they offer 
their visitors, these products will be looked at as 
well.
Furthermore, the target group families (with 
young children) will need to be researched and 
defined.

“Design a product that makes visiting the Kunstmuseum a shared 
experience for parent and child by letting them explore art together, 
ultimately creating understanding between them and enjoyment of art 
on a deeper level.”
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personal experience of art and let it have a deeper 
impact, to find connection with it. This vision is 
relatively new for the museum (first it was ‘get 
lost in art’, which relates more to Berlage’s vision). 
They currently offer one product/activity that is 
a direct result of this reframing: the Mindfulness 
audio tour. More on that later.

2.3 Visitors and target groups
Fitting for their central position in the city’s culture, 
KDH aims to be a museum suitable for all people 
of The Hague. They offer a variety of programs 
and products to cater to different ages and 
types of visitors. Even so, the largest visitor group 
of KDH is older couples who are mostly white and 
often have a higher education. They have more 
Dutch visitors than international ones.

Besides the approximately 500.000 ‘regular 
visitors’, the museum also has a large number of 
school visits. Each year, around 40.000 children 

2.1 Non-linear architecture
Kunstmuseum Den Haag, previously knows as 
Gemeentemuseum (Museum of the municipality), 
was designed by famous architect H.P. Berlage 
and was built in 1935. The building is a large part 
of the brand of KDH, since it has so much impact 
on the way KDH presents art. 
Berlage wanted the museum building to be a 
piece of art in itself: art within art. He wanted 
visitors to experience the museum as if wandering 
through a forest, saying it would counter 
‘museum fatigue’. He designed the building to 
be labyrinth-like, with a lot of rooms that vary in 
size and brightness connecting in illogical ways. 
The non-linear way visitors are led through the 
various spaces of the museum makes KDH unique.

2.2 The vision: getting closer to art
For KDH, Berlage’s vision is of great importance, 
but they also describe a personal vision: ‘Getting 
closer to art’. They want to offer people a more 

2. Kunstmuseum Den Haag

Kunstmuseum Den Haag exterior (source: Kunstmuseum Den Haag)

Kunstmuseum Den Haag is a modern art museum in The Hague. They own a wide 
range of both fine and applied art pieces, but are most renowned for their collection 
of works by The Hague born Piet Mondriaan and other artists from the Dutch 
movement ‘de Stijl’. The museum offers various products and activities that target 
their different visitor groups and help them get closer to art. 

In this chapter, we take a look at some aspects of the project client, Kunstmuseum 
Den Haag, that will be relevant to the project going further. These aspects are the 
architecture, the vision, the visitors and the art collection. The product line will be 
discussed in the next chapter.
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Continuous and temporary exhibitions
Their three continuous exhibits include: the Dutch 
art movement ‘de Stijl’ and founding artist Piet 
Mondriaan (the museum’s expertise and largest 
continuous exhibit); the 19th and 20th century 
modern art collection; and the collection of Delft 
blue vases and other applied art pieces. 

visit through educational programs: up to 24.000 
kids from primary education (BO), and 16.000 
from secondary education (VO and MBO). 

exhibitions. The next page shows a map of the 
museum with the continuous and temporary 
exhibit spaces.

Recurring themes and art styles
The Kunstmuseum is a museum with a varied 
program. It is not uncommon to see exhibits that 
feature many different artists or types of art.

Compared to other museums, KDH has a lot of 
Dutch art. This is apparent in their exhibition 
program, though they strive to mix it with plenty 
of international artists. 
They also own a noteworthy collection of works 
from female artists. They find it important to 
keep expanding this collection and make it visible 
in the museum.

When the museum opened, the largest exhibit 
was of art from the Haagse School (a rather 
realistic painting style). Later on they collected 
many works by de Stijl, presently their most 
notable exhibit. 
The commonality of abstract art at KDH is 
partially because of this connection to de Stijl, 
which features a lot of cubist and simplified 
characteristics. KDH not only has abstract 
paintings, but many applied art pieces as well, 
where form often goes beyond function.
Currently, expressionism is one of the most 
featured art movements at KDH.

School children getting a museum lesson (source: Maurice Haak)

Form going beyond function: kids’ chair design by Gerrit Rietveld 
(source: Erik Rijper) 

2.4 Art collection and exhibitions
Kunstmuseum Den Haag was founded as a 
modern art museum, but now also has a large 
contemporary art collection. While the collection 
includes a good mix of design objects, furniture 
pieces, fashion items and paintings, the latter 
is still predominant. The full collection counts 
about 160.000 pieces, which they show in about 
35 exhibitions a year.

The museum has continuous and temporary 
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A map of Kunstmuseum Den Haag 
The continuous exhibitions are shown with title and pictures to give some idea of 

the type of art featured. The grey spaces represent the temporary exhibit spaces.
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artists afterwards.
This way, the bigger temporary exhibits have a 
larger role in promotion, increasing reach and 

Temporary exhibits greatly vary. The visual on 
the right shows some of the themes featured in 
the past.

Exhibition lay-out
The museum has a certain way of deciding which 
exhibition goes in which room. 
Downstairs, immediately visible from where you 
walk in, the applied art exhibits are shown. This 
is the way Berlage envisioned it. He thought 
applied arts were a nice introduction to the 
museum, since it is more recognisable for a lot of 
people. They can get used to viewing art, before 
they go further into the museum to see the ‘high 
arts’ (often seen as more intellectual).
Further into the museum (still on the ground 
floor) is the Mondriaan exhibit, opposite of which, 
there is space for what KDH calls the “artists’ 
artist”. These are often lesser known artists that 
were admired by other artists. These exhibits are 
smaller and change quite often. 
Upstairs in the museum, you find the large, more 
commonly popular and accessible temporary 
exhibits. These are also often the ones that are 
more widely marketed and get people in the 
museum.
The modern art exhibit is also upstairs, together 
with other, small temporary exhibits.

KDH hopes to get people inside the museum 
with the bigger exhibits, to then entice them 
to wander around and visit these lesser known 

Examples of featured temporary exhibits at KDH (source: Kunstmuseum Den Haag)

accessibility, while the smaller ones have the 
goal of enticing people to explore art and find 
the ‘one for them’. 

Walter Swennen Alphonse Mucha Bob Bonies Bas van Beek

Nalini MalaniPaula RegoGlobal WardrobeHet gedroomde 
museum
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2.5 Current products and activities
KDH offers multiple activities for enhancement of 
the museum visit. For the sake of clarity, I will refer 
to these activities as products going forward. 
The museum has a mobile app, on which one 
can find some basic information about KDH, get 
tickets and access the audio tours.
All in all, there are two main types of products at 
the museum: products relating to exhibitions and 
products that are separate from the exhibitions. 
To the right, the product line is visualised, showing 
these groups. In the next chapter, these products 
are looked into further.

2.6 Conclusion
In short the following things are to be kept in 
mind:

 ▶ The museum vision is ‘Getting closer to art’. 
They want to create personal connection 
between art and the visitor.

 ▶ The museum has mainly non-linear 
wayfinding, the visitor decides their own 
path through the exhibits.

 ▶ Visiting families are not uncommon, but 
KDH would like to target them more.

 ▶ The museum has a large variation of types 
of art. They change their temporary exhibits 
quite often.

 ▶ The museum has a fairly rich product line.

Current KDH product line (sources from left to right, top to bottom: Thijs 
Wolzak; Marwan Magroun; Maurice Haak x2; Kunstmuseum Den Haag x3)
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first.

Research activities
To research the Activity sheet, I spoke with the 
creator and manager of the product, Iris Beljaars, 
the education department’s head of ‘child and 
family’. I also evaluated the product myself and 
shortly observed it in use in the museum by two 
families.

Results
 ▶ The whole family searches for the artworks 

together. The child largely directs the visit 
route like that.

 ▶ The activities vary in the type of skills they 
require, like searching for details, solving 
puzzles or drawing. Like this, it speaks to a 
wider scope of children.

 ▶ Open questions about one’s own opinion or 
the like are not as common.

 ▶ The Activity sheet is done mostly by the 
children,  parents only help once in a while. 
Children don’t ask for a lot of help either.

 ▶ Children like being autonomous with the 
product.

 ▶ The sheet can be finished individually.
 ▶ Children get a sticker or the like for delivering 

a completed sheet at the info desk.

3.3 Audio tours (incl. Mindfulness tour)
The museum has a few audio tours that can be 
accessed via the app on the visitors own phone. 

Results
 ▶ The game is very engaging to all ages.
 ▶ It features a lot of novel technology.
 ▶ Visitors are in the Chambers of Wonder for 

about one to one-and-a-half hours.
 ▶ The family collaborated and played 

together (a shared experience), mainly in 
the rooms with challenging quiz-games.

 ▶ The labyrinth in the middle is exciting to 
children.

 ▶ Players can earn points with the rooms and 
earn a medal at the end, depending on how 
many points they earned.

3.2 Activity sheet (Doe-blad)
The Activity sheet is a paper folder for children 
that families can receive at the information desk. 
The museum has a few Activity sheets about 
the continuous exhibits always available, and 
sometimes make an extra Activity sheet specially 
for a temporary exhibit. 
The sheets feature a mix of questions and 
creative exercises inspired by specific works in the 
museum. The user has to search for the artworks 

3.1 Chambers of Wonder (Wonderkamers)
The largest and most significant design in the 
museum is Chambers of Wonder. Chambers of 
Wonder spans the entire basement floor of KDH 
and is a multimedia, interactive game for children 
and families. This game is completely separate 
from the rest of the museum and is a continuous 
installation.
It has thirteen differently themed rooms with 
games about art or artists, besides a large 
labyrinth in the middle. A tablet guides the visitors 
through multiple random rooms to play games, 
to finally end in the labyrinth to create the players’ 
‘own Chamber of Wonder’ with three art pieces 
they choose from the labyrinth.

Research activities
For about two hours, I observed a high school 
class of 11- to 12-year-olds that were visiting the 
Chambers of Wonder. 
Additionally, I observed a family of four visiting 
the Chambers of Wonder for about one-and-half 
hours.

3. Current museum products
To look further into these products, I did some research in the museum. I observed 
people using the products and I spoke with various KDH staff. I was looking for insight 
on the general effectiveness of the products, especially concerning engagement of 
families and if it creates a shared experience.
For this chapter, I will shortly describe the research done and insights gathered 
for each product, then conclude with a visual. I focus my attention mainly on the 
products closer to my target group and assignment.
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choose those themselves. 
 ▶ The bites should be listened to in a certain 

order, starting with defining personal 
themes and then expanding on those 
themes further on in the tour.

 ▶ The questions asked are reflective and 
sometimes abstract. 

 ▶ The language level of the tour is rather high 
and obviously targeted at adults rather 
than children. 

 ▶ In my own experience, the tour was difficult 
to follow at points. It requires good listening 
and understanding skills. 

3.4 Free children’s and family workshops
The free children’s workshop (Kinderatelier and 
Familieatelier) is another activity that is in a 
separate part of the museum. Every Sunday 
afternoon this workspace opens its doors for 
children to do arts and crafts. Adults are not 
allowed. The children can stay for about 45 
minutes before their parents come to pick them 
up. Until then, they are in the care of two museum 
teachers that explain assignments (if there is 
one), help and guide them. Ultimately, though, 
the children are in charge of what they make and 
do at the workshop, as long as the craft they work 
on stays feasible to finish within the 45 minutes.
During Familieatelier, parents and family are 
allowed. This version of the atelier is usually once 
a month. 

There are a few that accompany the continuous 
exhibitions at KDH, and there is the Mindfulness 
tour. The Mindfulness tour is in theme of the 
museum’s vision ‘getting closer to art’ as it guides 
you through an individual, reflective journey 
through the museum.

Research activities
The audio tours were evaluated by looking 
through the museum’s app. Specifically the 
Mindfulness tour was of interest, because of its 
relation to the personal art experience (looking 
and thinking about art from one’s personal 
perspective). To see what this tour was about, I 
tried it out myself and took notes.

Results
Regular tours:

 ▶ The audio bites can be listened to in any 
order and at any tempo. This allows visitors 
to wander at their own pace.

 ▶ The tours are made to follow individually. 
 ▶ The audio tours are not commonly used by 

families.

The Mindfulness tour:
 ▶ The Mindfulness tour tells the user to 

focus on themselves and how the art and 
surroundings can help them gain personal 
insight.  

 ▶ The audio bites are not related to art works 
or locations, they encourage the user to 

Research activities
I visited the children’s workspace and spoke with 
two museum teacher. They also told me more 
about the family workshops. When I was there, 
I also observed the interaction between the 
children and teachers.

Results
 ▶ Adults are generally not allowed, it is very 

child-focussed.
 ▶ Parents are not allowed, because they 

tend to steer or rush children, often 
subconsciously. 

 ▶ Child autonomy is encouraged and 
celebrated.

 ▶ Teachers ask children about their ideas and 
crafts. Letting them lead conversation.

 ▶ While the family workshop is obviously a 
more family-focussed activity, the child 
having a good experience is still the main 
goal.

3.5 Museum lessons
KDH offers museum lessons to groups of children. 
This is only done in the context of school visits and 
is taught by one of the museum teachers. There 
are separate lessons for each group (so for ages 4 
to 12). Visiting groups go through the exhibits for 
part of the lesson and assemble at the children’s 
workspace for the rest.
This is so far from my context, that I didn’t look 
into this much further. 
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3.6 Conclusion
I was interested in how engaging and ‘shared’ 
the products were, in general but also in relation 
to one another. Therefore, I concluded the 
observation results with the visual on the right.

First I only drew in the two axes, one measuring 
how shared or individual a product interaction is, 
the other showing if the product is engaging to 
both adults and children, or is mainly targeting 
one of them. This lead to a ‘goal area’ where I 
would want my product to end up.

After filling in the products, however, I found that 
the Chambers of Wonder already fulfilled this 
goal quite well. It engages the whole family and 
encourages collaboration and discussion.
Particular about it is that it is separate from the 
museum. And since the only family activity that 
requires exploration the exhibitions, the Activity 
sheet, turned out to be mostly kid-friendly, this 
seemed like a gap in the product-line for KDH.
Additionally, there is the KDH vision ‘getting closer 
to art’ that inspired the Mindfulness tour. The 
personal experience does not come up much in 
the Chambers of Wonder or the Activity sheet.

From this, it can be concluded that there is 
indeed a gap in the product-line that can be 
filled with a product for the exhibitions that 
concerns the personal art experience.
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the exhibit. Sometimes they rest and will 
be energized enough to go back in another 
exhibit. In this case, the last two phases are 
repeated, but within a shorter time.

With these phases, the average museum family 
visit takes about 1 or 2 hours. Take note, however, 
that the intensive visit, during which most 
engagement and learning is experienced, is only 
25 minutes.

Wants and needs
There are two main groups of family visitors at 
museums:

1. The families that come for a social day out. 
Their main goal is to have fun together and 
create memories. They don’t visit museums 
too regularly.

2. The families that want to learn something. 
Here, the parents are often art enthusiasts 
or otherwise fan of museums. They are more 
familiar with it. They look for something 
to tell their kids about and share their 
knowledge and interest.

Children mainly want to have fun at museums. 
They gravitate toward more active and physical 
activities, like feeling something or playing a 
game.
Adults want their children to be entertained. 
Most of their attention during a museum visit 
goes toward making sure the children are okay.

youngest child that influences the length of the 
visit the most. Because of this, family visits are 
generally not that long. The length is greatly 
influenced by the breaks the family takes, the 
child’s interest in the museum, the museum’s 
efforts to engage the child, and much more. 
Without intervention, a family visit goes through 
the following phases (de Hartog & Remmelink):

1. Orientation (8-10 minutes)
2. Intensive visit (25-30 minutes) The family is 

attentively looking at the exhibit content. In 
this phase, the attention is high, information 
is absorbed well and the mood is focussed 
and calm.

3. ‘Zapping’ (30-40 minutes) The attention 
and energy start to dwindle. The family 
looks at the exhibit content at a much higher 
pace. They start skipping content that 
doesn’t immediately catch their attention. 
Conversation is less about the content, and 
more about the family.

4. Leaving (5-10 minutes) The family leaves 

4.1 Families in museums
Families are a common visitor group for 
museums. Because of school and work, families 
often visit either during the weekend or during 
vacation time.

Families can be difficult to design for because 
of varying ages within the same group. Most 
families have multiple children which all visit the 
same content. To design for them, it is important 
to target each subgroup: adults, teens (12-16), 
children (8-11), and young children (5-7).

Special children’s museums are (not surprisingly) 
most visited by the target group. More often 
than not, these children’s museums are focussed 
on science or history, rather than art. 

Length of the visit
Children have a limited amount of energy and 
attention. The younger the child, the smaller this 
amount usually is. 
When the family visits together, it is often the 

4. Families at the museum
Since families have long been an important target group for museums in general, 
there seemed to be a lot of insight into the topic already. A little booklet called A 
family friendly museum (de Hartog & Remmelink) describes a lot of things to keep in 
mind when designing a museum experience for families. 
The museum staff offers valuable empirical knowledge, as well, so an interview with 
the head of child and family at KDH was arranged.
Using these sources, this chapter sheds light on families in museums, families 
specifically at KDH and the differences in how adult and child experience art.
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Behaviour and cognition
Children tend to be drawn toward details. 
Partially because they are often literally closer 
by, but also because they are good at noticing 
them. They also ask a lot of surprising questions, 
motivated by their curiosity and the newness of 
most things. The younger the child, the stronger 
this shows.

There is a big difference between how 7-year-olds 
view art compared to 10-year-olds. A younger 
child tends to see their opinion as a collective 
one (‘what I think, everyone thinks) and tends to 
fantasise what they see. They will create their 
own stories behind the art. Older children are 
more aware of the artists’ possible motivations 
and get that their opinion is their own. This 

Benefits of engagement
Now we have spoken about family engagement 
as if the child is the only one that needs to be 
engaged. Unfortunately, this seems to be the 
tactic of many museums. They will offer games or 
activities for the child and the adult will help the 
child with those things, but they will not always 
play an actual part in the interaction.
Engaging adults can turn out to be a challenge, 
because of their tendency to focus all their 
attention on the children. They might not realise 
they are allowed to be engaged themselves, let 
alone it being beneficial to be.

The visual on the right shows why it is ideal to 
focus on the adult as well as the child. These 
insights are based on clustering of literature 
sources and observing families in the museum. 

4.2 Families and art viewing
Children and adults look at art in different ways. 
This has to do with a combination of physical and  
cognitive differences. The visual on the next page 
lists some of the most influential characteristics.

The impact simple things as view angle can have 
is often overlooked. A family friendly museum 
tells the story of a family visiting a large war 
painting at the Rijksmuseum. The young girl burst 
out crying, because unlike her parents, she was 
standing at eye-height with the dead bodies on 
the ground below the victorious general.

Reasons why mutual engagement during family visits is important

affects how and what art is enjoyed by these 
age-groups (Van Heusden et al., 2016).

Like said before, adults tend to talk about what 
they know more. They explain things. They tend to 
read information signs to relay that information 
back to their children afterwards.
They also tend to be more aware of ‘museum 
etiquette’. Being silent, calm and generally non-
disruptive to other visitors. This is one reason 
to be so focussed on entertaining the children, 
in fear of them overstepping these boundaries 
when bored. It can also make them uncertain 
about ‘fitting in’ at a museum. A lot of parents 
are afraid of not knowing enough to visit with 
their children, according to Iris Beljaars.
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Characteristics in adults and children that influence how they look at and understand art. As you can see, they compliment each other in many ways.

4.3 Families at Kunstmuseum Den Haag
At KDH, most visiting families will do (at least) one 
of three things:

1. Visit the Chambers of Wonder. This is a very 
popular activity and what many families 
specifically come to KDH for. Most visit it 
directly from the info desk and often go 
home after, since the game is quite long. 
Sometimes they have lunch and visit the 
rest of the museum after.

2. Visit the exhibits with an Activity sheet. 
Activity sheets are advertised at the info 
desk so most families will take it with them. 

3. Go to the Free Children/Family workshop. 
Most families doing this are regulars. Their 
children go every Sunday. When children 
are left at the workshop, adults go visit the 
museum by themselves.

Family targeting
Like many other museums, KDH targets families 
by mostly just targeting the child. This is reflected 
in the fact that, despite the name, the education 
department ‘child and family’ concerns children 
visiting with family, rather than the family as a 
whole. As opposed to children visiting with school.
Nevertheless, it needs to be said that the 
Chambers of Wonder are an exception and do in 
fact target the family very well.
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Conclusion 
Project brief

The personal experience
Providing visitors with a personal experience of 
art is an important goal for the museum. This is 
apparent through the new vision ‘getting closer 
to art’, and the recently designed Mindfulness 
audio tour. The museum’s product line is lacking 
a product for families that concerns this topic. 

Mutual engagement
Research shows a few reasons why it is important 
to engage the whole family during museum 
visits. Fun and togetherness are valued highly by 
families, both of which are increased by mutual 
engagement. Engagement seems to create 
better understanding of the exhibits for both 
adult and child. And non-engaged adults or 
children may stand in the way of the intended 
experience.

Currently, the museum’s focus regarding the 
target group ‘families’ is mainly on the child. This 
is noticeable when looking at the products. For 
this project, it is important to target the family 
as a whole, rather than predominantly the child.

Differences in art experience
Adults and children experience art very differently. 
Both on a cognitive and a physical level. Because 
of this, they also take away different meanings 
and insights from art, which, when shared, could 
enrich the art experience for the whole family. 
Therefore, the product should encourage adults 
and children to use their differences when looking 
at art, as well as promote sharing insight.

Visiting exhibitions
The family products (or activities) the museum 
offers are often separate from the exhibitions. If 
not, they focus on predetermined artworks, rather 
than support an independent or spontaneous 
museum visit. There is an opportunity for a 
product that can be used in any exhibit.

Non-linear
The museum is designed to resemble a labyrinth 
and pushes the visitor to wander around instead 
of following a strict path through the building 
and exhibitions. Therefore, a design that affords 
a non-linear navigation fits best.

Effective with different art styles
The museum features a large variation of art 
pieces. To be suited for Kunstmuseum Den Haag, 
the design needs to be equally effective for these 
different types of art.

Short interaction
Children have a limited attention span. Because 
of this, family visits are often relatively short. 
While product intervention can change this, it is 
nonetheless convenient if the product allows for 
a short interaction.

Language limitations
When dealing with children, especially young 
ones, it is obvious there will be a language barrier. 
Appropriate language should be used as to not 
hinder children to use the product.

In this chapter, the most important insights to come from the context research are 
presented. These are all things to keep in mind and aim for as the project continues. 

They also lead to a more specific project brief, which is written on the next page.
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Research for next part
Now, there are two main topics that I have not 
researched yet, which are:

1. Mutual engagement
2. The personal art experience

Both of these have to do with experience and 
behaviour, so I will be researching with the target 
group more for the next part.

For both topics I will try to distil a couple design 
principles to use further in my design project.

Defined Design brief

“Design a mutually engaging experience for 
families visiting the exhibitions of KDH, that 
helps them view and discuss art together 
in a more personal way, ultimately creating 
understanding between them and enjoyment 
of art on a deeper level.”



05  Mutual engagement
Conclusion:  4 Ways to engagement

06  The personal art experience
07  Testing first theories

Conclusion:  4 Ways to the personal experience

Part 2
Field Research
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5.5 Challenge encourages collaboration
In the Chambers with the family, it was clear 
that challenging activities that offered multiple 
interaction points (the tablet ánd a screen, 
for example) brought about collaboration the 
easiest. This was when adult and child both felt 
challenged and had to discuss to solve the puzzle. 
Multiple interaction points also played into this 
by giving family members their own tasks.

5.3 Kids like holding things
The tablets at the Chambers, the Activity sheets 
and even the tools at the workshop. They’re all 
examples of things children very much liked to 
hold by themselves. The tablet often even caused 
jealousy between siblings about who’s turn it 
was to hold it. The younger the child, the more 
important this seemed.
It seemed to represent autonomy, but also some 
kind of leadership position. 

5.4 Novel tech
The cool, new technologies in the Chambers 
of Wonder spiked engagement every time. 
However, it also caused confusion in many 
parents, provoking them to take over from the 
children to ‘figure it out’ (unsurprisingly, this was 
often the dad). 
It also caused general distraction from the game 
as children would play with the tech for a while, 
before continuing.

5.1 Children and rewards
As seen in the children’s workshop, the Chambers 
of Wonder and with the Activity sheet, children 
always like getting a representation of 
accomplishment. The reward itself it important, 
but also the anticipation towards receiving it 
and showing it off. In the Chambers of Wonder, 
there is such a moment of ‘showing off the room 
kids made. It caused multiple children to be 
disappointed, when it turned out this moment 
was very short and not many other people got to 
see their accomplishment ‘reward’.

During the observation of the school children 
in the Chamber of Wonders, the points system 
caused high engagement, but also created 
competitiveness between groups, distracting 
from the game.

5.2 Releasing energy
With the school class as well as the family, children 
were very excited by the Chambers of Wonder 
labyrinth. They always ran around for a while 
first, before calming down and refocussing on 
the game. This seemed to power them up again 
somehow.

5. Mutual engagement
During the observations, conversations and readings I did for the first part of the 
research (mainly described in chapter 3), I found a lot of insights on how design affects 
engagement in the museum. In this chapter, I will shed light on a few important 
insights, leading to the conclusion of four design principles on the next page.
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Appropriate novelty and challenge
Novelty in a game can cause excitement about 
exploring it. Challenge excites people by creating 
the wish to beat it.
Puzzle elements and novel technology are good 
examples of this heightening engagement.

However, like the other principles, novelty and 
challenge should not take over the game.
If visitors get too engrossed in puzzles or cool 
technology, they get distracted from the 
experience itself.

Facilitation of varied energy levels
Lastly, it is important to offer visitors the 
opportunity to express various energy levels. This 
is especially relevant for children.
Children will lose their attention more quickly 
than adults. This often results in a change from a 
calm energy to a more boisterous one. 

If the design allows children to release this higher 
energy once in a while as part of the experience, 
the children can keep their attention for longer 
over all.

Role-play and autonomy
If there is a leading role in a game or something 
like it, children seem to really want that role. It 
shows autonomy and makes them feel special. 
It also noticeably creates engagement through 
this created wish in the child.
If there is only one role that is perceived as above 
the others (like a leading role), children become 
envious of the leader and the experience turns 
negative. If there are more roles, the wish of 
the child wanting autonomy in their tasks is still 
granted, but this fighting over who is the leader 
is not as big of an issue. 

Roles can also heighten engagement with adults, 
by not allowing them to be a by-stander, but 
instead include them in the game on an equal 
level as the child.

Anticipation and reward
This insight is not very surprising. It is proven time 
and again that adding a form of reward to a 
game will increase the engagement of it. 
Anticipation to receive that award can be just as 
useful however.

Rewards do also have a negative side. It can 
cause a game to only be about winning the 
reward and avert focus from the experience of 
the game itself (or in this context, avert from 
the art viewing). There needs to be a balance 
between engagement and competition.

Conclusion How to create engagement through design.

Appropriate 
novelty and 

challenge

Facilitation of 
varied energy

levels

Anticiption and
reward

Role-play and
autonomy
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Feelings of personal connection were also 
often associated with the term, but since these 
ultimately fall within the previous definition, this 
way felt most complete.

So what kinds of thoughts, feelings or perceptions 
are to be expected? And is there a difference 
within these? Can one be more personal than the 
other, for example?

Triggers for personal experiences
Every artwork triggers personal thoughts, 
feelings and perceptions. Sometimes positive, 
sometimes negative. The intensity can also differ. 
You might feel stronger about one artwork than 
another. And you might notice one more in the 
same way. 
From the brainstorm session it became clear that 
what triggers strong personal experiences differs 
greatly per person and per artwork. Though, it 
was concluded that it mainly depends on these 
four factors: 

 ▶ One’s living context and values,
 ▶ One’s memories and emotional experiences,
 ▶ One’s interests and knowledge,
 ▶ The perceived opinion of others: person 

A’s opinion on certain art combined with 
person B’s opinion of A, will reflect B’s opinion 
on the art.

Though it is likely not the only way, discussing 
the personal experience is often done by asking 

Though ‘the personal experience’ might not be 
the universal term, it seems to be something 
familiar in the context of art (or to people who 
often visit art, at least). I spoke with multiple 
different people about this term to create a 
clear definition and to get an idea of what these 
experiences could be in practice.  

I first set up a brainstorm with three fellow design 
students (see appendix C). Through mind maps 
and a few How To’s (Tassoul, 2006), we discussed 
three things:

1. What do people qualify as a personal art 
experience? 

2. How can it be different for children and 
adults? 

3. How can we affect it?

Later, upon recommendation of my mentor at 
the museum, I visited the Kröller Müller museum 
and spoke with Sandra Boks. 
Kröller Müller is a Dutch art museum which has 
had the personal experience as a main focus for 
the last years.  Sandra is part of their education 
department, manages their Philosophising with 
Children programs, and oversees the design 

Having determined that the personal art experience is something valuable for a 
family to share, we now need to define exactly what this experience entails and how 
we can enhance it. 
In this chapter, we find this out by discussing the topic with peers and an expert 
from the Kröller Müller museum.

6. The personal art experience

of their educative products. As someone who 
has been working there for 9 years, she can 
be regarded as an expert on the personal art 
experience with families. 
With her, I mainly discussed:

1. How do the different products at Kröller 
Müller relate to the personal experience?

2. How is the personal experience different for  
children and adults?

I also observed visitors in the museum and tried 
out one of their products, The Museum Dice game, 
which seemed most similar to this project’s 
design goals.

In the next paragraphs, I will describe the results 
from these discussions.

6.1 What is a personal art experience?
One main definition for the personal art 
experience came up:

“Anything you think, feel or perceive 
regarding an artwork, that is different 
from other people and is therefore an 
individual experience.”
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questions. This is true for the Kröller Müller 
products and it came up as a logical method 
during the brainstorm.
By testing and reflecting on the products, the 
visual below came to be. It visualises the possible 
types of answers to game questions and how 
they relate to the personal experience. 

Exploring and sharing the personal experience
An artwork by itself is not always enough to 
be triggered through one of these factors. 
Sometimes extra information on the art or 
background can do that instead. This is of course 
why museums offer signs storytelling throughout 
exhibitions, but this is not the only way to get 
there. Visiting together can offer the same. 

A visualisation of what 
answers to game questions 
would be defined as a 
‘personal experience’.

This is where exploring and sharing the personal 
experience become important. 
Exploring an artwork via different methods will 
help with discovering the (strong) triggers and 
define the thoughts, feelings and perceptions.
Sharing is in turn important to have a shared 
experience, firstly, but also to possibly trigger 
other people again.
Through exploration and sharing, the collective 
personal experience can be deepened.

6.2 Deepening versus Broadening
The various products Kröller Müller owns show an 
interesting distinction in how they relate to the 
personal experience. I will use two examples to 
explain this: Philosophising with Children and The 
Museum Dice game.
Both ways can work towards a personal 
experience but make use of different methods. 

Philosophising with Children (Deepening)
This product is actually a collection of lesson 
packets for school classes. The children and 
teacher get workbooks that discusses a few 
specific artworks at Kröller Müller. Each artwork 
has it’s own topic to philosophise about. The 
workbook offers information, explanation, 
starting and deepening questions.
The goal of this product is to go really deep into 
abstract topics and relate the discussions back 
to the art. The conversations are long and very 
specific to the work.



25

The Museum Dice game (Broadening) 
This product is designed for families and is much 
more broad in the way it relates to the personal 
experience.
The game has a large list of questions divided  
into different sections (‘imagine’, ‘search with 
me’, ‘what do you think?’, etc). Players roll a die 
to decide what section to choose from and 
then answer one of those questions together. 
The questions always concern the entirety of a 
museum room (E.g., ‘How many ears can you find 
in this room’).
Because each question is unrelated and starts 
a new ‘round’ of the game, the game doesn’t 
encourage deepening of topics that much. It 
focusses more on looking at a lot of art and 
comparing them. In other words, broadening.

6.3 Differences between adult and child
There are a few important differences in how 
adults and children deal with the personal 
experience. 
An obvious one is that children are likely less 
aware of the experience. Like mentioned before 
(§4.2), the sense of self is not fully developed yet 
(especially with younger children). They tend to 
assume other people think the same things as 
them. Therefore, children might not regard the 
personal experience as personal. 
If they do, they might have trouble putting it into 
words and sharing it. The language barriere is 
another thing to keep in mind. Above: The Museum Dice game, below: Philosophising with Children

Adults have their own difficulties. As Sandra Boks 
says:

“Children always feel like the expert 
and will look at art without worry or 
judgement. Adults think they need to be 
an expert, this is their barriere.”

The product needs to distract or comfort the adult 
in a way, as to make sure they don’t get in the 
way of their own experience. They also will need 
to accept that a personal experience is always 
valid, instead of worrying about interpreting art 
in the ‘right’ way.

Finally, Sandra mentions how their products 
always have a mix of quiz-like, fact-based 
questions and open questions that lead to 
more personal answers. This is because families 
have different needs. Some are intimidated or 
confused by open questions and might need 
some more lead-in. Quiz-like questions can help 
make people feel at ease and more confident.
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7.1 Learning from The Museum Dice game
In the previous chapter, I briefly discussed this 
game and how it works. It serves a very similar 
purpose as to the one I aim for in this project, 
so to make sure not to make the exact same 
product, I tried out the product and observed it 
in use by others.

Positive aspects to use as inspiration
The game shows how my project goals are valid 
and can create a positive family experience that 
feels more personal to people. In an online review, 
a user says:

“Never before was a museum visit so 
happy and really together. Much more fun 
than the slightly arrogant ‘search that one 
object because I as curator find that the 
most important for you to see’ approach.” 
– Astrid Poot (lekkersamenklooien.nl)

The game can be described as ‘fun and easy’ and 
definitely causes more in depth conversations 
about art, often about topic you would not 

Like I said did we also do some ideation during 
the brainstorm with peers mentioned in the 
previous chapter. I prepared How To’s (Tassoul, 
2006) on two of the mutual engagement insights 
and two personal experience theories:

 ▶ How to explore the personal experience?
 ▶ How to share the personal experience?
 ▶ How to play with roles and autonomy?
 ▶ How to facilitate varying energy levels?

The other mutual engagement insights 
(‘Anticipation and reward’ and ‘Sufficient novelty 
and challenge’) seemed to speak for itself so were 
left out of the brainstorm. For the full results, see 
appendix C.

I then formed three early ideas from combining 
interesting brainstorm results, and discussed 
these with Sandra Boks at Kröller Müller (again, 
see chapter 6). There, I was also introduced to the 
similar game The Museum Dice game produced 
by Kröller Müller. In this chapter, I will go a little 
more into relevant aspects of this game and how 
it influenced my own design.

7. Testing first theories
During the brainstorm with peers, design solutions for the mutual engagement 
insights and the first personal experience theories were thought up. With the help 
of Sandra Boks from Kröller Müller, a first design to test was chosen. This first design 
was used to research the personal experience further, now with the actual target 
group involved.
This chapter describes some of the relevant decisions made during this phase, the 
tested design and important results of the test. 

discuss otherwise. The experience is memorable 
and creates a feeling of togetherness with other 
players. It is nice to be able to decide where you 
go yourself, like the online user also says.

Negative aspects to avoid
Because the game questions always concern an 
entire room, the game is not suited for rooms 
where there is only one artwork. It also becomes 
much more boring when the entire room is by 
one artist. 

Sometimes the questions do not suit the artworks  
in the room. The answer to the question might 
feel too easy and not inspire conversation. Then 
the game can quickly fall flat. 
Answering only one question per artwork makes 
this more common and feel tedious (since you 
have to roll again and choose a new work for a 
new ‘chance’ at an interesting question)

The single die and shared question cause envy in 
(especially young) children over who can ‘lead’.

7.2 Design 1: Family exhibit curator team
The design chosen from the ideas discussed with 
Sandra is presented on the next page. I chose to 
go with a role-play card game (see appendix D). 
The roles aspect gives every family member their 
own task. It can also call upon different skill sets in 
adults and children.
Rules were kept as simple as possible.
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1. This game has four roles that are divided 
up over the family members. With less than 
four players, some will have two roles.

The Philosopher 
The Philosopher uses the most 
classic way of discussing one’s 
personal art experience, by directly 
asking for an opinion or emotion.
It also has questions that ask the 
users to associate the work with 
people and things they know.

The Detective 
Children like searching for details, so 
that’s what this role  is all about. 
Adults are encouraged to copy 
the children’s way of looking at art 
when playing this role.
Besides searching for details, the 
questions also (indirectly) ask for 
favourite and least favourite parts.

The Artist 
The Artist brings an active compo-
nent to the game, by encouraging 
users to translate the art into a new 
medium.
This engages children by offering 
variation in activity and pushes 
adults to act playful like kids do.

The Historian 
The Historian gives adults the opportunity to tell 
the children what they know about the art.

At the same time, the children can use their 
imagination to make up answers they don’t 
know.

2. The family chooses an artwork 
to discuss and answer a 
question from each role-card. 

3. Afterwards, based on the 
given answers, they decide if 
the artwork fits in their ‘Family 
exhibit’. 

4. Then, the role-cards are 
rotated so everyone has a 
different role again. 

To add a physical component to the 
game that shows ownership, each 
role-card has an complimentary 
button.

Each role has a different theme 
and therefore uses different ways 
of discussing the personal art 
experience. The Historian and 
Philosopher roles are more heavily 
inspired by what adults like and 
are good at. The Detective and 
Artist roles are that for children. By 
rotating the roles each round, the 
family members try out each other’s 
‘strengths’ and are made aware of 
the different interpretations each 
person has.
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up facts than family A. This often initiated 
funny storytelling. The family discussed about 5 
artworks.
Since she could not read by herself, the youngest 
did not participate the whole time. With help 
from her mom, she was able to play the Detective 
card for one artwork.
She also walked around the exhibition holding 
the Detective button like a looking glass. The 
physicality of the button seemed to resonate 
with her, causing her to role-play. 

The lengthy discussions caused the children to 
get distracted when they were not presenting 
their role. This lowered engagement, but also 
had a positive effect. It created side bars where 
life stories seemed to naturally come up, which 
were then connected to the art again.
The longer interaction also caused the teenage 
son to notice more, to his own excitement:

“The longer you look, the more you see.” - 
Son B (14)

Overall the family, especially the mother, was 
enthusiastic about the game. They would have 
liked to play it more often.

Family C
A father and son (8) tried out the game, but had 
been at the museum for a long time already, 
so they were quite tired. We stayed seated in 

7.3 Testing the first game design
I printed out the game and approached visiting 
families in the museum. I spoke with five families, 
four of which tried out the game.
My research questions were:

1. How clear is the game in use?
2. How effective is the game at enhancing the 

personal experience?
3. How mutually engaging is the game?
4. How enjoyable is the game?

Continuing in this report , this test will be referred 
to as T1. See appendix E for the full reference 
table.

Though it was not my intention, all families 
answered every question on the role-card they 
had, instead of just one. The design seemed to 
motivate this. This made them discuss every 
painting at length and rather thoroughly. 

Family A
The first family consisted of a mother, father and 
a boy of around 10. They played three rounds (so 
three paintings).
Both parents quickly assumed they got the 
rules and started playing without reading the 
questions well. They mostly went off the role 
names and made some incorrect assumptions 
on the purpose of each role. This steered the 
game away from personal answers. 

“You are the ‘Artist’, so you are supposed 
to be Mondriaan.” - Father A

The son did read the questions and played the 
game as intended. 
The parents were too focussed on saying the 
factual thing, which was detrimental to the 
personal experience. Afterwards, the mother said 
she wanted to tell her son everything she knew.
Their was visible excitement when something 
new was spotted or there was a difference in 
what people saw. The parents seemed positively 
surprised by the son’s interpretations of the art. In 
the end, he had the most fun and novel insights.
The family enjoyed the game, though it was a bit 
long at times according to the son.

Family B
The second family was five people: a mother, 
grandmother, a son (14) and two daughters 
(8 and 5). This family had less trouble making Blossoming apple tree by Piet Mondriaan

“I see a bird, 
but I don’t 

know if 
that’s what 
Mondriaan 
intended.” - 

Mother A
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exhibition, so the Historian question ‘Who 
painted this art piece?’ became very repetitive. 
I encouraged them to make up their own ‘facts’ 
for the Historian answers. This turned out to be 
much more conducive to the personal experience.
It caused the family to create stories for each 
artwork that would continue across roles (see 
quotes and photos below). 
The adults could also more easily let go of their 
need to be the expert, now that they were 
challenged to ‘lie’. They were playful with the 
children. Additionally, they would reference their 
own life, likes and such more, since they used it as 
inspiration for answers.
When the children made up ‘facts’, they often were 

quite weird (like the son deciding a painting was 
made by a chicken). This weirdness introduced 
hilarity and was very memorable. It also made 
the family look at the art anew, because the 
weird answer was still inspired by something that 
player saw in the art. The family made an effort 
to understand it, which in turn added to the 
collective personal experience.

Afterwards, the mother mentioned how their 
conversations were much profound with the 
game. Normally, they would not say more 
than: “look at this!”, before continuing. However, 
they also were not able to discuss many works, 
because it took so long.

the museum ‘Tuinzaal’ (cafeteria space) and 
discussed the hanging sculpture there.
Because of the low energy, the boy was not 
enthused by most of the game. Surprisingly, the 
Artist role was the one that got him actively 
playing the game and thinking more deeply 
about the artwork. The challenging aspect of  
the role seemed the most likely reason.

Family D
The final family consisted of a mother, father, 
daughter (9 or 10) and son (6 or 7). They played 
for as long as they said they would ever want to, 
which was 8 paintings, each role two times.
They played the game in a Walter Swennen 

“No kiwi’s 
anymore! Buy 
apples and 
pears!” - Family 
D together

Family D plays the Family exhibit curator game. Everyone has a 
button and a role-card. They are discussing a painting by Walter 
Swennen.

The Artist asks to act out 
the painting. The players 
continue their story about 
the protesting fruits that they 
created with the Historian 
questions.

A painting by Walter 
Swennen that family D 
discussed. When asked 

by the Historian card, the 
younger son declared it 

was painted by a chicken.
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game suitable for children younger than 7, going 
forward. 
The Detective role already seems to be 
understandable for them. More roles like that 
can be added.
Physical components also resonated strongly. 

Fact versus fiction
The Historian role prompted way more factual 

answering than I anticipated. This will need to 
change, as it was proven to be much more fun 
when ‘facts’ are fabricated rather than true. 

Creative energy
The Artist role added a lot of activity and 
engagement to the game. Not only though 
physical activity, but also by creative challenges. 
It’s something to keep in the design.

7.4 Conclusions
From the tests came a few interesting conclusions 
on the design and the theories. The main 
conclusions on the latter are presented on the 
next page. I will focus on the design and other 
insights in this paragraph.

One question card per role
All families understood from the design that they 
had to answer every question on the role card 
for each painting. This was not my intention and 
it created an interaction that was too long and 
detrimental to the engagement. To avoid this, a 
design iteration needs to be made.

More or less questions?
Asking more questions per artwork can   
significantly deepen the personal insights. 
Unfortunately, it also makes for less art 
pieces discussed over time. It is important to 
find a balance in this and see what fits the 
Kunstmuseum.

Working with younger children
From the test it became clear that, when working  
with families, it is inevitable that there are 
multiple children with different ages involved. 
It was nice to see that the 14-year-old from family 
B enjoyed the game and  seemed to benefit from 
it, too. The 5-year-old had trouble joining the 
game, however. 
It’s a good idea to work towards making the The tested prototype of  the first game design: Family Exhibit Curator Team
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Asking the right questions
A question that leads to interesting thoughts for 
one work of art, can lead to very obvious ‘right’ 
answers for another piece. 
To get to the more challenging and novel answers, 
the questions need to be specific enough to the 
art.

Relatability to one’s own life
A way to quickly make any topic more personal, is 
to relate it to your own life. Relating to memories, 
cultural background, lifestyle, even norms and 
value. Questions should encourage this if possible.

This is shown to happen on its own already. 
People (though admittedly, some more than 
others) have the natural tendency to relate with 
what they see and compare it with things from 
their own life. 
Conversations about these topics often start in 
the moments in-between questions, as side-
tracks. They always lead the conversation to a 
deeper level.

Pushing and challenging behaviour
When family members are challenged to behave 
differently from how they usually do during a 
museum visit, they try out new ways to look at 
art and sometimes surprise themselves or the 
others with what they find. 

It also helps with getting adults past the phase of 
wanting to do or say the ‘right’ thing. They often 
feel like they need to be experts in the museum. 
Challenging them with questions that they don’t 
know the answer to anyway, can push them into 
a more carefree, playful mood. 

Active and creative tasks (like dancing, poetry and 
theatre) are often regarded as more difficult, but 
also help with getting in a playful mood.

Novelty and weirdness
From testing, it is clear that novel and weird 
answers lead to the most fun. It makes people 
laugh and it causes surprising, memorable 
moments. Therefore, it is important to encourage 
these answers and the playful mood that inspires 
them.

Here, the benefit of surprise becomes very clear. 
Surprise is both a sign of people sharing the 
personal experience, as a motivator to keep doing 
so. During moments of surprise, family members 
learn about each other’s varying experience and 
get to see how that can be a lot of fun.

Conclusion How to stimulate the personal art experience.

Novelty and 
weirdness

Pushing and 
challenging 
behaviour

Asking the right 
questions

Relatability to 
one’s own life



08  Second round of tests
09  Design experiments

Part 3
Design iteration

With the design principles now gathered, 
we can really start going into the design 
part of the project. In this part we will 
review some critical steps that lead to the 

final design. Some are small and made by 
either just me or with the help of experts, 
others are more extensive product tests 
with families.
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but with realistic art more fantasy is needed.
Objects are obviously usable, while flat art is 
generally for viewing only. Questions needs to 
be able to relate to objects in that multi-sensory 
context. 

8.2 Main design revisions
The first game design turned out to check most 
of my boxes already in terms of project goals. 
Therefore, the main goal and method of that 
game (using role-play to represent various ways 
of enhancing the personal experience) were kept 
the same going forward.
The main revisions had to do with the design 
detailing and interaction duration. Sketches  and 
concept drawings leading to these choices can 
be found in appendix F.

Adult family members can choose
When offered a choice, it is often rather obvious 
which question is the ‘better’ one. As stated 
in chapter 4, adults are context-sensitive and 
knowledgeable. I can use this to my advantage.

Abstract versus realistic, object versus flat
The biggest differences in the type of questions 
came up between abstract and realistic art, and 
object art (furniture, clothing, etc) and flat art 
(paintings, drawings, etc).
With abstract art, what one sees can be novel, 

8.1 Asking the right questions
From the first tests, I gathered the importance of 
asking the right questions to get to the personal 
experience. This concerns not only suitable 
language, but also if it fits the artwork it is asking 
about. 
I wanted a clearer idea of what would be the right 
questions for the art, so I toured the museum and 
asked myself: 

 ▶ What sort of questions lead to interesting 
answers regarding certain artworks? 

 ▶ And what sort of questions lead to obvious 
or boring answers?

I also looked into the Kröller Müller products 
again for inspiration. Mainly the Philosophising 
with Children workbooks.
The visual below shows some artworks with 
their ‘good’ questions. Two main things were 
concluded from this.

8. Second round of tests
With the design insights gathered about mutual engagement and the personal 
experience, we will now iterate upon the first quick design that was tested in chapter 
7. In this chapter, I will shortly go into some decisions made while going from theory 
to design, as well as the process of detailing and testing the second design.

Artworks from KDH with ‘good’ questions. Asking a question from 
one work about another can lead to results that fall flat and/or are 
too obvious. There are notable differences in the type of questions 

between flat vs. object and abstract vs. realistic art.
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How to play:
1. Every player chooses a role-booklet.
2. The wayfinding board is spun to decide on 

an artwork to discuss.
3. Everyone opens their booklets and answers 

their presented question.
4. When everyone has had their turn, booklets 

are exchanged and a new work is chosen.

Additional roles
Lastly, it was decided to expand the role selection 
from four to seven roles. Families larger than four 
people are not uncommon, according to Irma, 
and it is ideal if every family member can play.
Appendix G shows the role-name brainstorm.

8.3 Design 2: Family game: the Curators

Role-booklets
The role-cards were changed to role-booklets: 
separate question cards bound into a little book. 
This was for two reasons: 

 ▶ Through talking with Irma Benliyan from 
the museum, it was determined that a 
broadening interaction (§6.2) suited KDH 
better than a deepening one. KDH aims to 
make visitors wander and discover new art.

 ▶ The role-card was misinterpreted and 
caused the interaction to be too long. 
Separate question cards resolve this issue.

A bound deck was chosen, because a loose deck 
falling on the ground in a museum would be very 
annoying.

Repeating interaction
It was an option to go the route of storytelling 
over multiple artworks. This way an interaction 
can be broadening and quick, but deepening as 
well. This option was not chosen, because of the 
target group. 
The short attention span of children makes it 
preferable to go with a repeating interaction, so 
the family can stop whenever they want and feel 
the same satisfaction of completing a game.

Wayfinding
The aspect of wayfinding was added to make the 
game more interesting between works as well. 
As well as to make better use of KDH’s non-linear 
building and ‘wandering’ ideology. All components of the second design Family game: the Curators. The rules, seven role-booklets and the wayfinding board.
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the arrow. This way the text blurred (see the lower 
picture) and the anticipation of seeing what it 
would land on built up much more.

8.4 Testing
When planning the second round of tests, 
the museums were closed because of COVID. 
Therefore, I decided to plan a test I could do at 
home with the participants. The full test plan can 
be found in appendix H.

I printed ten works of art on A3 paper, five 
paintings and five design objects all taken from 
the KDH online collection archive. I chose pieces 
that vary in style, to represent the variety the 
museum shows and to test how well the game 
adapts to these different artworks. These A3 
prints were placed around the house to form a 
‘fake museum’ at home.

Besides comparing results on engagement and 
enhancement of the personal experience with 
test 1, I had the following research questions:

1. What do the participants expect from 
the roles? Do the role-names match the 
expectations?

2. How clear is the language? Also for younger 
children?

3. How fluent is the game? How is the transition 
between game steps?

4. How fun is the game? What questions and 
roles are most fun?

The Artist and Detective roles are pretty much the 
same as from the first version (§7.2). The Friend 
and Vlogger are derivatives from the Philosopher. 
The Expert comes from the Historian but now 
only focusses on fabrication rather than facts.
Two completely new roles were added, the 
Dreamer and the Looker. 
The Looker was created as role suitable for 
younger children (under 7), additionally to 
the Detective role. It focusses on physically 
experimenting with ways of looking. In that way 
it also builds upon the success of the active Artist 
role.
The Dreamer focusses mainly on fantasizing. This 
role is slightly more complex than many others, 
because it features choice cards, where the 
player must determine if the artwork in question 
is a flat or 3D piece. This was necessary only for 
this role, because the abstractness of the fantasy 
questions needed more introduction and the 
introduction had to fit the type of art (see the 
upper picture).

The new wayfinding board stimulates users to 
choose artwork based on prompts like ‘the largest 
artwork’ or ‘the weirdest artwork’, etcetera. The 
family can still choose the artwork themselves 
in the end, but the prompts challenge them to 
choose ones they might not discuss or regard 
otherwise.
During prototyping, it became clear that it was 
actually more fun to spin the board rather than 

On top: One of the choice cards from the Dreamer role. The player 
chooses which question is most suitable. 
Below: The blurriness makes it less predictable what it will land on.
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Shortly, the test plan was as follows:
 ▶ First we would sit down to ask some 

questions about expectations.
 ▶ Then play for 30-45 minutes.
 ▶ Afterwards, we would talk again, now 

looking back at the expectation and other 
things that happened in the test.

In the end, I tested with three families. This test 
will be referred to as T2 (see appendix E).

Family E 
The first family I tested with consisted of a 
mother, a daughter (9) and a son (6). They played 
the game for 40 minutes, in which they discussed 
5 works of art. The first 3 were discussed for 
longer than the last 2. The family visits museums 
quite often. They seemed to enjoy looking at and 
talking about art.

Family F
The second consisted of a mother, father, and 
two sons of 9 and 11. They played the game for 
20 minutes, in which they discussed 3 works of art 
and 2 household objects. The family doesn’t visit 
art museums that often. The sons mentioned not 
liking art much in general, which the test reflected 
by lack of enthusiasm. 

Family G
The last family consisted of two mothers, a son 
(9) and a daughter (9). They played the game for 

30 minutes, in which they discussed 8 works of 
art. The family visits museums quite often. They 
seemed to enjoy looking at and talking about art.

Though it luckily did not matter too much, 
testing from home had a few limitations. Firstly, 

The ‘fake museum’ set-up with some paintings taped to the wall. Testing at home effected the concentration sometimes. 

the wayfinding board was hardly as exciting 
with two rooms to choose from. Secondly, the 
children were quickly distracted by the couch 
and familiarity caused some early dwindling of 
attention (see below). Still, they managed to play 
for quite long, though.
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and be lost in thought. The name also suggests 
a focus on thinking-based questions, so adults 
liked this.
The choice cards in the booklet were not clear 
enough. Choices were skipped or caused 
confusion.  

Vlogger
The Vlogger was a booklet that was never first 
choice, but often second. Both adults and children 
liked this one. 
This role has questions that are quite different 
from each other. Some are quite direct, others 
more associative. It differed which questions 
resonated with the family. 

“Vlogger was one of my favourites. It has 
a bit of everything.” - Daughter G (9)

Artist
To my surprise, the Artist was not populair during 
choosing the roles. Family F mentioned not really 
being able to guess what the role would be. 
Afterwards, it was declared very fun because of 
it’s activeness, much like the Looker.  

Friend
The Friend was a role chosen by kids and adults, 
much like the Vlogger. Slightly more by adults, 
though.
A few questions were very good, but generally 
this role was a bit boring.

8.5 Results
In this test, I gained a lot of insights on the 
specific roles and other components of the 
game. Therefore I will present those shortly per 
component rather than per family.

General insights
 ▶ Compared to the first version of the game, 

there are some key differences:
 ▶ Players tend to keep one role for the entire 

game. Since they don’t finish the booklet 
with one artwork, there is no need to 
exchange so often. People even forget to do 
so.

 ▶ It is very uncommon, now, that the same 
role is done by multiple people. This takes 
away some of the comparison moments 
between different ways of answering the 
same question.

 ▶ The interaction is much quicker and more 
artworks are discussed.

 ▶ There is more replayability and surprise, 
since most questions will stay a surprise, 
even after playing it before.

Detective
The Detective was among the children’s first 
choice for every family. Children often choose 
it because they think detectives are cool. Those 
expectations weren’t always met by the role, 
though. Children expected more searching for 
clues.

“I didn’t get the question about how 
much money it was worth.. Why would 
a detective ask that? Unless a thief had 
actually visited!” - Son G (9)

Expert
The expert was the other child favourite. It 
was also first chose for every family. People 
associated the name with being smart. 
Mother E found this one to be one of her 
favourites for playing with her younger son. She 
found the questions simple but creating fun 
conversations.

Looker (or Watcher)
While the Looker wasn’t chosen as first choice 
by anyone, it was a favourite afterwards. The 
role-name did not convey the type of questions 
to expect. Mainly parents were very enthusiastic 
about this one, because of its simplicity and 
silliness. It seemed very suited for younger ages.
Since this role is more active, it helped with 
variation of energy (Ch.5). Family members 
always joined the Looker in their challenges. 

“I am sure that after [that], Son E (6) will 
want to see every painting upside down.” 
- Mother E

Dreamer
This was the favourite role of the parents. They 
resonated with the idea of fantasising about art 
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Memorable questions 
A final interesting thing she mentioned was how 
loosely they played the game for the second 
time. They were kind of familiar with the roles and 
questions now. The son (6) even remembered his 
favourite questions from the first time they played 
and kept repeating them for every artwork. This 
shows how simple and memorable the questions 
are. It also introduces an interesting version of 
playing where one compares artworks by asking 
the same question for each one. It turned out to 
be very educational, according to Mother E.

Other people make proud
Though it was sometimes awkward if there were 
a lot of people around, in the end it also created 
pride. Strangers would ask the children what they 
were doing and even play along, which made the 
kids feel cool.

Museum story reflected in the game
Mother E told an anecdote that goes with the 
picture below. The wayfinding board prompted 
to find the most colourful work. The kids had 
just seen a video on how many shades of yellow 
this Van Gogh contained so they decided this 
painting was the most colourful, even though 
other paintings arguably had more different 
colours. The museum’s storytelling was reflected 
in the game, which is very nice to see.

Wayfinding board
The addition of this component did a lot for the 
game. Children found spinning it very fun and 
wanted to do it all the time. It seemed to heighten 
engagement in the times in between artworks, 
but like said before, this was hard to test fully in 
the home situation. 
The board does need a redesign at least, since 
the arrow shape makes that the obvious choice 
for spinning, while we want to spin the board 
instead.

8.6 Family goes testing without me
After test 2, I got the opportunity to loan the 
prototype to Family E. They would take it to a 
museum, without me there, test it for a second 
time, and then do an interview with me.
It was very interesting to learn how differently 
they experienced it in this different situation. 
Some very valuable insights came from this. This 
is referenced as test 3.

Wayfinding board makes proud
The first thing mother E mentioned was how 
different it was to use the wayfinding board in 
the museum. First of all, it was indeed much more 
engaging, as I had hoped. Second, it created 
some moments of pride. The prompts were often 
interpreted as challenges, where the children 
would compete on who found the ‘best’ painting 
for the prompt.

Family E being proud 
and happy about having 
found ‘the most colourful 

painting’
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9.1 Conclusion
In short, they preferred the  
Key words over the long pieces 
of text, however, they like the 
short sentence that gave some 
personality to the role.

Even though I gave them a bag 
to put all the booklets and the 
rules in, the mother ended up 
holding everything in her hands 
awkwardly. Afterwards, when 
asked why, she said:

“I want to see all the 
options I can choose from 
when changing roles.”

Remarkably they both pointed 
out the Inventor and Explorer 
as their first choice. The name 
change might have helped with 
that, though it is hard to say 
with only two participants.

I did these design experiments (referenced as 
test 4) with Family H: a mother and her 9-year-
old daughter.
There were two main things I changed for these 
design experiments:

1. The Artist and Looker were misinterpreted 
or underestimated and therefore had a 
disadvantage during the first choice. Since 
people don’t seem to switch roles so often, 
this is important to fix. The roles need to be 
more equally desirable. I tried to think of 
new names to see if this would fix the issue. 

2. The text on the front of the booklets was not 
read often. In test 2, Mother G mentioned 
their being too much text and it being 
demotivating to read. Family F felt the 
same. I made a different version that only 
used key words and compared them with 
the participants.

The images on the left show the design variations 
I presented them, as well as them discussing the 
design.

9. Design experiments
Test 2 and 3 left me with some minor uncertainties about the final 
design for the role-booklet fronts. To remedy this, I organised a final 
testing with a family at KDH where I showed three slightly different 
versions of the front design. I also brought an option for product 
storage while walking around the museum.

On top: Family  H looks at the design variations. 
Below: The key word version of the booklet front design. 
Also note the new names for Looker (Explorer now) and 

Artist (Inventor now)
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10.1 How to play
The game uses role-booklets with themed 
questions to discuss  the personal experience of 
art pieces as a family. The family discusses one 
artwork at a time and can stop playing at any 
time they want (§8.2).

How to play:
1. Each family member chooses a role-booklet 

from a selection of six different ones. 
2. They spin the Wayfinding board to decide 

on an artwork to discuss. 
3. Arrived at an artwork, the family members 

all open up their role-booklets and answer 
the question on the revealed card. 

4. When everyone has had their turn, the 
family spins the Wayfinding board again for 
the next work. Roles can be (ex)changed if 
the players so wish.

The game can be comfortably taken into the 
museum with the accompanying bag.

10. The final design

The final design prototype and all its components

In this chapter I will show the final design of the game. First, I will describe the 
general ‘how to play’ and explain the components included. Then I will go further 
into each component separately. I have included references to previous chapters 
and paragraphs after each insight to show where it came from. See appendix K for 
the full card sets.
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Role-names
The names were chosen to connect with 
children as well as adults. They mostly had to be 
words children understood and could visualise. 
Research also showed the impact of association 
with desirable attributes (T2, §8.5) (Detectives 
are cool and Experts are smart for example), so 
role-names were chosen to be equally desirable 
in that way.

more room for a clear question and design, more 
curiosity towards the next questions and less 
tendency to answer multiple questions in a row 
(T1). The binding keeps all the questions together 
nicely, minimizing the risk of a whole deck of cards 
falling on the ground in the museum. It also keeps 
the role cards organised in the right deck during 
storage.

10.2 Game components
The game consists of the following components:

 ▶ 6 different role-booklets
 ▶ 1 Wayfinding board
 ▶ 1 ‘How to play’ card
 ▶ 1 custom bag
 ▶ 1 game packaging

Each role has a different focus on how to explore 
and discuss the art. Some are more inspired by 
adults, while others are inspired by children (§7.2). 
All roles can be played by all ages.
All the roles have a front page that describes the 
role with a short sentence and two key words (T4).

Amount of roles
There are six roles to choose from. This was 
estimated to be a good amount (not too little, 
not too many), because larger family visitor 
groups are not too uncommon and it is ideal if all 
family members participate (§8.2).
The amount of roles should also help with replay-
ability, since there is more content to explore 
(§8.5). Lastly, it heightens the possibility of users 
finding a role they relate to. Relatability can help 
with enthusiasm early on in the game (T2).

Booklets
It was decided to go for role booklets rather than 
one large role card or a role deck of cards (§8.2).
With every question on a separate card, there is 

The six roles. Each role has a short phrase and two key words describing how one explores and discusses the art using that role. 
In order: the Inventor, the Detective, the Dreamer, the Vlogger, the Expert and the Explorer
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The Inventor
This role’s name was changed 
from ‘Artist’ to be of more 
equal desirability to the other 
names. During test 4, this role 
was favoured over the previous 
consistent favourites (Detective, 
Expert and Dreamer) by the 
two participants, so that is a 
possible hint to the effectiveness 
of the change (§9.1)

The key words are ‘Moving’ and 
‘Being creative’. Though not 
all questions require physical 
activity, they do encourage 
something other than just 

The Explorer
Like the Inventor, this role’s name was changed to 
be more descriptive and associative. ‘Looker’ (or 
‘Watcher’) was too general and not often chosen 
because of it (T2). 

The questions are all physical experiments to look 
at art differently: change the angle, duration of 
looking or try to memorize the art. That is why the 
key words are ‘Moving’ and ‘Thoroughly looking’.

On the front, the role states it is well-suited for 
children younger than seven. Together with the 
Detective, these roles make good use of simple 
ways of viewing art that young children can 
understand and connect with. Testing showed 
evidence of Explorer questions being enjoyed 

talking about the art.  
Testing showed these questions to often 
automatically involve the whole family rather 
than only the asker. The questions pose a 
creativity challenge which causes family 
members to compete or build upon each other’s 
answers (T1, T2).

This role can be very memorable and funny, but 
possibly a little awkward if the museum is very 
busy. This depends on the carefreeness of the 
players. Extroverted players seemed to like this 
challenging aspect more than introverts (T2).

Finally, this role relates to the personal experience 
by asking after personal interpretation and 
translation.

and well-remembered by 5- 
and 6-year-olds (T3). As well as 
picked as ‘most likely to play 
again’ by parents of younger 
children (T2, T3).

The personal experience is 
explored by introducing new 
ways to look at art and sharing 
and comparing what one sees 
with others. It also specifically 
plays with exchanging ‘adult 
and child viewing’, like asking an 
adult to hunch down to child-
eye-level, or challenging a child 
to look silently for 20 seconds, 
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The Vlogger
The Vlogger booklet contains a mix of questions 
concerning ‘Feeling’ and ‘Finding (opinions)’. 
Some are more directly asking for emotions in or 
about art, or opinions on the work. Others are 
more associative about how art relates to the 
player themselves. 

Testing showed that families resonate with 
different types of questions. Some families could 
answer the direct questions more easily (“What 
emotions does it make you feel?”), while others 
had more fun with the associative questions 
(“What would make this more sad?”) (T2, T3)
The ‘art and my family’ questions originate from 
an integrated role: the ‘Family friend’.  These 

The Detective
This role has been a constant 
favourite for children through-
out the many tests (T1, T2, T3). It 
plays into the natural way most 
children look at art, which is look 
for details and study the work 
closely. The role is well-suited for 
children under seven (T1).

Earlier on, Detective questions 
were more about pointing out 
different details the player 
thinks are somehow specific. 
This turned out not to satisfy 
the  wish for finding a ‘correct’ 
solution of some kind (T2), and 
didn’t match the expectations 

children had when choosing the role. 
Therefore, questions were added that felt more 
like search challenges, while still keeping them 
open for interpretation. For example, “find pairs 
in the work” makes it possible for one person to 
label a dog and cat as a ‘pair of animals’, another 
to match the cat with a boat because ‘they are 
the same colour’, and for both to feel like they 
solved the challenge. With the addition of these 
questions, the key words became ‘Thoroughly 
looking’ and ‘Comparing’.

This role explores the personal experience by 
discussing what players notice and find relevant. 
It also connects the art to family life, encouraging 
personal stories.

help with relating the art to 
the user’s own life (Ch.7) in a 
way that is doable for all ages. 
It not only discusses the art, 
but also the family members 
themselves, often leading to 
funny conversations. (T2)

The personal experience is 
often quite literally discussed 
with Vlogger questions. If not, it 
encourages reflective thought 
about the (possible) effects of 
art, and how people can see this 
differently from one another.
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The Expert
The Expert focusses on 
‘Fabricating’ and ‘Changing’. 
All questions take a part of the 
art work and ask the player to 
change or add to it. This role 
highlights the idea that ‘all 
answers are right answers’, by 
infusing the questions with the 
playful attitude of knowing 
better than the other players, 
the museum and even the 
artist.
The name was popular 
during testing, because of the 
association with being smart 
(T2).

The Dreamer
This role also uses ‘Fabrication’ to get to a more 
personal experience, but instead of altering the 
work that is there, it focusses on ‘Fantasising’ 
about what is not there.

The qualities associated with the role’s name 
were popular with the adults, so this role was 
often chosen by them. However, it also interested 
some children (T2). 
During play, both enjoyed the role a lot. The 
thought experiments provoke other family 
members to give their insight or idea additional 
to what the asker answers.

Dreamer questions are often quite abstract 
and have longer introductions than the other 
roles. To keep them clear enough for players, it 

In the first iteration, this role had a more factual 
focus, to give adults the opportunity to flaunt 
their knowledge (§4.1). It was decided to alter 
this to fabrication rather than fact, because the 
former produced more fun and humour during 
the game (T2). However, the current questions 
still offer this opportunity with questions like 
“What would you write on the information sign to 
go with this art?”.

The personal experience is explored by 
encouraging out-loud association and the 
generation of novel ideas on the art’s topics. 
Incidentally, it also brings preference and 
attraction to the conversation, because players 

was important to specify if the 
art to be discussed is flat (i.e. 
painting) or 3D (i.e. applied art). 
The design for these questions 
is slightly different, as shown on 
the right. This design came to 
be through multiple iterations 
(T2), and now seems to be 
confusion-free (T4).

Like mentioned above, the way 
this role enhances the personal 
experience is very similar to the 
Expert, though there’s even 
more focus on the generation 
of novel ideas and association.
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The Wayfinding board
This spinning board shows the players the way 
in between discussing the art works. It contains 
12 different prompts: 7 specific characteristics, 
3 options where a specific person chooses an 
artwork, and 2 options where the players spin the 
board again to have it point out a person who 
can choose or a direction to walk in.
The board offers a change of activity between 
discussions (Ch.5, T2, T3, T4). It’s inspired by the 
non-linear building (§2.1).

Testing showed the board’s ability to introduce 
challenge and pride into the game (T3). 
Daring to ask a guard for help made players 
proud and was a memorable experience (T3, 
T4). The “most colourful painting” caused a fun 
colour-counting competition (T3).
Because of this positive effect, it was chosen to 
add more prompts that were quantitative to 
replace subjective ones (i.e. ‘most beautiful’).

The board spins, rather than an arrow on top. 
The spinning is more exciting this way. The text is 
unreadable while spinning, making it impossible 
to see what it will land on (§8.3). The design was 
iterated upon to make clear how to spin it.

Children (especially the very young ones) liked 
spinning the board a lot (T2, T3, Fam G, E). 
Sometimes this caused some jealousy between 
children (T2).

The board can be held from the underside, where there is a little handle.
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The custom bag and storage
The game has two main storage situations: at 
home and in use at the museum. The second 
is important, because there are no convenient 
place to leave stuff in the exhibits, and the game 
has quite a lot of components to hold at the 
same time (T4).

During testing, it was found that users wanted 
to be able to see all the role booklets when 
choosing or exchanging them (T4). Therefore, a 
closed bag was not ideal. Instead a fabric folding 

map of sorts was designed to have place for all 
six booklets to be in sight and easily accessible. 
See appendix J for the sketches leading to this 
design.
This bag also has a pocket that can hold the 
Wayfinding board, would the family want to put 
it away. 
An extra pocket is added for the ‘How to play’ 
card and a possible Activity sheet.

Because this bag can hold all components neatly 
together in one packet, these can be easily 

handed out at the information desk or ‘museum 
friends’ desk. This will be a free offer, like the 
Activity sheets, provided that the family returns 
the bag at the end of their visit. The game can 
then be bought at the museum shop.

In the shop, the game will be stored in a box, for 
better protection and easier stacking (in a closet 
for example).
When bringing the game to the museum from 
home, the family can leave the box at home or 
with the coats in a locker.
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usually quickly done with exhibits themselves, 
but enjoyed it for longer, now (mother D (T1) and 
mother H (T4)). 
The average of 25 minutes of engagement during 
a museum visit stated in §4.1 is by far exceeded 
with this game. Families actively played between 
45 minutes and an hour.

One trend I noticed, was that some parents had 
the tendency to direct their own questions to 
the children first, before answering themselves 
(mostly mothers G and E, who are both teachers). 
One the one hand, this can be good because it 
does not mean the parents don’t participate. 
They still do and even encourage more active 
discussion this way.
On the other hand, this means that parents still 
regard their answers as less important than the 
children’s. This could lead to a shift towards child-
centered engagement, which isn’t the desired 
outcome.

An example of this being a possible problem came 
up in the interview about family E playing for the 
second time (test 3). The mother described to sit 
out of the round and prefer to watch the children 
play. Though this was only one family and one 
occasion, there is the chance that parents would 
choose to sit out more often when free to do so. 
This would be a shame and definitely something 
that would have to be discouraged in a future 
iteration.

I believe the final product creates the shared 
experience through the discussing and exploring 
the art experience together. 

Some components of the game might contribute 
more directly to this shared experience than 
others. However, it must be said that what 
contributes varies for each family, which is the 
main reason for not taking out the supposedly 
less effective parts.

 ▶ Questions that encourage multiple family 
members to answer the question and 
create discussion are most effective for the 
shared experience. 

 ▶ Challenges posed by the Wayfinding board 
can also greatly contribute, when the family 
feels like they complete the challenge 
together, as was seen in tests 3 and 4. 

11.2 Mutual engagement
First off, I think the product targets the entire 
family effectively. Some components are 
purposefully more targeted at either the adult or 
child, while others are more in the middle. In the 
end it is about equal.

In tests 1, 2 and 4 (where I was present) adults 
and children participated equally and seemed 
engaged, as well. 
In every test, adults mentioned children being able 
to stay attentive for much longer than without 
the game. Some even mentioned they were 

In this chapter, the final product is reflected upon 
in terms of the overarching project goals that 
were set at the beginning of the project.
In the brief, there were three things of most 
importance:

1. Does the product create a shared experience 
for families?

2. Does the product engage adult and child 
equally?

3. Does the product help explore and discuss 
the personal art experience?

11.1 Shared experience
At the start of the project, a ‘shared experience’ 
was defined as an experience one has together 
with another, physically and mentally. I inter-
preted the mental togetherness as being on the 
same page and understanding one another. 

Both physical and mental togetherness could be 
seen throughout the project in different tests.
The active roles (Artist, Looker, Inventor, Explorer) 
caused closeness by dancing or moving together. 
Sometimes both participating in the same 
action, but also many times collaborating. 
Mental togetherness was strong during test 1, 
when family D made up elaborate stories about 
art together. And again during other tests when 
weirdness was introduced more. Family members 
would try to understand each other’s personal 
experiences, which strengthened the shared 
experience as well.

11. Product evaluation
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11.3 Personal art experience
Finally, the personal art experience. 
In chapter 10, I discussed this for each final game 
component already. Each role has a different way 
of enhancing the personal experience.

Evaluating the whole, I think the influence of the 
game depends a lot on the attitude of the family 
and their interest in the art itself. Kids that are 
uninterested in art, will not suddenly start to like it 
by playing the game (as seen in test 2 with family 
F). The game requires a starting excitement to 
want to explore and discuss the art together. 
Tests 1 and 2 also showed how playfulness is 
important in the same way. More playfulness 
allows for more silliness and creativity, enhancing 
the personal experience. 

That said, the game makes reaching a personal 
experience with art a lot easier for people who 
do have this excitement. The game seems suited 
for inexperienced museum visitors, according to 
mother D. The questions are simple and open to 
interpretation in a way that one can not do much 
wrong. If this belief would be proven to be true 
with further development of the product, this 
could also fit Kunstmuseum Den Haag rather well, 
in their position as the ‘museum for everybody’.

All in all, I believe the game definitely enhances 
the personal experience.

Comparing to the similar visual in chapter 3, the new product fills the gap in the museum product line.

11.4 Fitting the museum
Looking at the goal and interaction of the game, 
I think the product fits the museum pretty well. 
Players explore a lot of art, not only during the 
discussions, but also during the wayfinding 
challenges. In test 4 as well as during the filming 

of the video, players were comparing and looking 
around constantly.
The aesthetic follows the basic graphic style of 
the museum.
And when compared to the other products in the 
museum product line, it fills the gap nicely. 
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12.2 Themes to keep in mind
Even if KDH doesn’t continue with the presented 
product, there are some overarching themes I 
would recommend KDH to keep looking into.

Enhancing the personal experience (in four 
ways)
I recommend looking further into the four ways I 
found to enhance the personal experience: 

 ▶ Relatability to one’s own life, 
 ▶ Challenging behaviour, 
 ▶ Encouraging novelty and weirdness, 
 ▶ Asking the right questions. 

Throughout the many iterations and tests, these 
themes kept coming back in different forms and 
kept proving themselves to be effective. 

While it is fine to choose one of four as the main 
inspiration for a product, it is best to keep all four 
included in at least some way. 
This is because they complement each other, but 
also because families will resonate with different 
methods of enhancing the personal experience. 

Engaging the whole family (visiting the 
exhibitions)
When looking at families in the museum, I think 
mutual engagement should be looked into 
further. 
The Chambers of Wonder do a wonderful job at 
engaging the whole family downstairs, however, 
the Activity Sheets are still mostly focussed on 

Playful choice and wayfinding 
An aspect that added a lot to the game was the 
wayfinding aspect. This added variation in the 
activity, going from mostly talking to walking 
and looking around. It also made choosing the 
art more playful and sometimes even a fun 
challenge.

Wayfinding also fits the museum very well. 
It makes sure visitors get to know all kinds of 
different art works, of which KDH has many, and 
it highlights the labyrinth-like building and its 
non-linear exhibits. 

Because of these reasons, I recommend KDH to 
look into keeping a version of this wayfinding 
mechanic in a future product.

Few rules: openness for personalisation
Family game: The Curators has a few components 
but is kept rather open on how to use them. This 
allows families to personalise the game to their 
needs. 
It shouldn’t be a surprise that personalisation 
works well when enhancing the personal 
experience, but especially the family that 
played the game a second time confirmed 
the effectiveness of this. It allowed for more 
engagement and a game better suited for the 
people and ages involved.

12.1 Essentials for future design
If Kunstmuseum Den Haag wants to continue 
with the design of Family game: The Curators, 
three things are essential to keep. 

Variation in every aspect
Including variation within every aspect of a 
product is one of the most important parts to 
designing an effective family experience. After 
speaking with the education department, it is 
clear to me that this is already well-known by the 
museum. However, they can work on including it 
more on the topic of the personal art experience.

Because of the great diversity within the target 
group, what proves effective can be rather 
unpredictable. Therefore, it is recommended to 
play different angles and let the families decide 
what works best for them. 
Variation also makes it possible to compare 
different experiences and explore new ones. 

For Family game: The Curators, this means that the 
varying questions is the most important aspect 
to keep. It matters less in what way the questions 
are divided into roles, as long as different ways of 
discussing and exploring the personal experience 
are included. Think of variation in:

 ▶ Needed energy and concentration levels,
 ▶ Types of skills needed,
 ▶ Difficulty level,
 ▶ Group dynamics.

12. Recommendations
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Examples could be:
 ▶ Loose cards instead of booklets, allowing 

for personalised decks.
 ▶ Mixed booklets focussed on variation within 

each time playing, rather than role division.
 ▶ Booklets separated by way of exploring and 

discussing art, allowing families to choose 
the appropriate one for the art in question.

In appendix L, the ideas above are discussed a bit 
more in depth, including possible consequences.

More testing with different families
By coincidence and availability, I mostly tested 
with parents who work as elementary school 
teachers. This significantly affects how they 
handle children, which in turn affects how the 
game plays out in terms of conversation fluency, 
engagement and group dynamics.
To balance out these possibly skewed results and 
to have a more diverse test group in general, it 
is recommended to test the product with more 
families of varying backgrounds.

Parent engagement
As mentioned in the previous chapter, test 4 
showed a possible risk of parents choosing to not 
fully participate in the game. If this would turn 
out to be a more common choice for parents, this 
would diminish the goal of mutual engagement. 
Therefore, it is important to test more thoroughly 
what parents tend to do when given total 
freedom to play the game as they wish to.

engaging the child. This could either be improved 
upon, or a new product could be introduced to 
be offered besides the Activity Sheets that strictly 
targets the family as a whole.

Encouraging critical thinking in visitors
Finally (and a bit more idealistic), I personally think 
families will enjoy art more if they get reminded 
once in a while that they are allowed to have 
their own opinion on the art and that all opinions 
are equally valid. If KDH wants to inspire personal 
connection with art more in the future, this might 
be an interesting thing to look into: ‘How can the 
museum encourage people to believe in their own 
opinion? Would it be possible for the museum to 
learn as much from their visitors, as the visitors 
learn from the museum?’
At the very least, I recommend this idea to be 
infused into a future product concerning the 
personal art experience. 

12.3 Opportunities for further research
There are also a few things that I think could be 
interesting, but were beyond the scope of my 
project.

Different versions of the game
During the project, choices were made about 
the way questions were structured into roles 
and themes. Changing this up could change the 
game significantly. 

KDH can also look further into how to engage 
adults specifically. It will help with achieving 
mutual engagement in the end.

Anticipation and reward
During testing, it came up that some families 
might have more need for a clear component of 
reward in the game. This did not fit in the current 
game, but it could be interesting to explore how 
one could combine the topic of the personal art 
experience with components of anticipation and 
reward.
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1. Als je dit werk 100 jaar terug in de tijd zou plaatsen, zou het er dan anders uit zien? 
Wat is er anders? Wat is juist hetzelfde? 

 

 

2. Stel je eens voor dat je dit werk uitzoomt en je nu de dingen kan zien die buiten de 
randen vallen. Wat zou je dan nu nog meer kunnen zien? 

 

 

3. Wat denk je dat het werk voorstelt? Waar zie je dat aan? Is de rest het met je eens of 
denken zij wat anders? 

 

1. Is het werk vies? Wat zou het werk viezer maken? 

 
 

2. Kan je iets noemen wat jij en het werk gemeen hebben? Op welke manier zijn jullie 

hetzelfde? Het kan ook maar een klein stukje van het werk zijn! 

 



28 
 



29 
 



30 
 

 



31 
 



32 
 



33 
 

 



34 
 



35 
 



36 
 



37 
 



38 
 



39 
 



40 
 



41 
 


