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Prepared by:
Kylie Pine, Erin Milbeck, Jaisa Halls, Julie Dougherty, Alex Curio

Exhibit 
Introduction   

During the 2009 Spring Quarter (March 30 - June 12), thirteen students in the University of Washington Museology Graduate Program were given the opportunity to take a course entitled Social Technologies/Exhibits 2.0.  The class was led by Nina K. Simon, exhibit designer and author of the blog Museum 2.0, and focused on incorporating and encouraging participatory experiences in museums.  

In addition to individually reading course texts, contributing to a class blog, and developing a social media plan for a client institution in the Seattle area, students were required to collaboratively develop, design, and implement a participatory exhibit that revolved around visitor interaction rather than objects or other traditional content.  The only stipulation was that the exhibit should "get strangers to talk to each other."  The finished exhibit, Advice, was displayed on University of Washington campus in the Husky Union Building (HUB) from Saturday, June 6, 2009, to Monday, June 8, 2009, and was open from 9 AM to 6 PM.  This time period coincided with graduation activities occurring adjacent to the exhibit space (a small "art gallery" equipped with wall-mounted glass cases and seating which served as a hallway between highly active public spaces).

While experiencing Advice, visitors and off-site participants were given the opportunity to engage content at various levels of participation, intersecting several passive and active components.  These components included:

· a display of visual advice in the form of photographs of bumper stickers, allegorical pictures, comics, and other visual manifestations of advice as submitted to the exhibit Flickr group or found by students.

· a button-making station where visitors could supply parts of speech for inclusion on a free, Mad-Libs-inspired button 

· a space designated for visitors to both respond to a selection of "classic questions" using sticky notes
a space designated for visitors to pose their own "burning questions" and respond to others' "burning questions" using sticky notes 

· a "Free Advice" booth where self-proclaimed and self-described "advice experts" offered counsel to visitors 

· a continuously-played soundtrack of recorded, spoken advice of participants, interspersed with "advice-themed" songs 

· a simulated bathroom stall door on which visitors could write or draw advice 

· a Twitter account which both broadcast to, and received advice from, off-site participants using a hashtag 

· a Flickr group to which off-site participants could submit images of advice and comment on the images of others 

· a Simple Voice Box account which off-site participants could call and leave a recorded message containing advice 

· a Gmail account to which off-site participants could submit advice in text, photograph, video, or audio form

· a Tumblr website where select participant content and all exhibit-related Twitter activity was displayed

Data indicates that while Advice was indeed successful in facilitating interaction between strangers, both within the exhibit's physical space and within its virtual space, most stranger interaction was asynchronous and limited in duration and depth.  The exhibit components most successful in garnering visitor and off-site participant interaction were the button maker interactive, the space designated for visitor response to pre-selected "classic question" prompts; the exhibit Twitter, Gmail, and Voice Box accounts were also successful in generating off-site participant contributions.  The "Free Advice" booth interactive and the space designated for visitors own questions and responses to others' questions were less successful in soliciting visitor interaction, and off-site participation on the social tagging service Delicious and external blogs was low.  While survey data indicate that the rate of active visitor interaction was relatively low, this is consistent with the general nature of participatory experiences: a small percentage of a group of participants may actively contribute, while a large percentage may passively spectate, but may engage with content nonetheless.   

Exhibit Creation Process

In order to structure and facilitate the exhibit creation process - which would be completed in six weeks and within a budget of $300 - Simon provided the class with a project plan which included seven phases: concept development, content development, graphic design, interaction design, fabrication, installation, and evaluation.  Each of the seven phases was accompanied by a target date for completion, and a list of suggested activities and required deliverables.  Students self-selected to work on at least two phases, with one student assuming leadership of each phase.   Other student roles included project manager, wiki "gardener," university liaison, money manager, and web manager.

The development of the exhibit began during the fifth week of the quarter with several rounds of brainstorming and discussion by the entire class.  Several strong ideas were put forth, but eventually the students voted that "advice" be the exhibit's structuring concept.  The concept team further refined the theme, and after several brainstorming sessions, the phrase "Give it.  Get it.  Flip it.  Fuck  it.  Advice." was instituted as the exhibit's "big idea."  

The main idea was to express actions associated with the giving and receiving of advice: "give it" refers to the giving or sharing of advice, and the perception of authority of those who give it; "get it" refers to the receiving of advice, solicited or unsolicited, either actively sought or passively received; "flip it" refers to the ways of using advice, adapting it to suit one's needs, mixing it up, or playing with it; and "fuck it" refers to the rejection or rating of advice, sorting good advice from bad advice, or simply ignoring advice.  Each imperative was chosen for its flexible but specific connotation.  The inclusion of "fuck it" in the big idea was also carefully considered, and was deemed appropriate both in regards to its meaning and to its intended primary audience of undergraduate college students.

Once the exhibit's concept and "big idea" were created by the concept development team, the content development and interaction design teams began interpreting the structuring notion of advice.  While the content development team focused on what intellectual materials would be available to visitors in the exhibit, the interaction design team focused on creating interactive elements that would foster participatory consumption of content.  Working with a matrix designed by the concept development team to ensure accessibility of interactives, the content development team developed material in the areas of aural advice, visual advice, stock advice, advice prompts, and expert advice.  This team also developed a comprehensive marketing plan (which included development and utilization of standard press release and email messaging, mailing lists, and flyering) and a web presence plan (including a Tumblr web site and Twitter, Flickr, Gmail, Facebook, and Simple Voice Box accounts).

Interaction Team – to be added when submitted on wiki
The graphic design team collaborated to create the look and feel, as well as signage for the Advice Exhibit. After the Concept team decided on a Big Idea the Graphic Design brainstormed then narrowed down look and feel ideas to three concepts: Carnival, Navigational, New Yorker Cartoon.

 

Each concept was roughly developed and presented to the class for review.  Then the class voted for a concept that would best represent our Big Idea and allow for modification during a mid-exhibition evaluation. The New Yorker Cartoon was chosen and worked with the Content Team to design our tumblr masthead, buttons, fliers, banners, and labels for the exhibit.

 

For the exhibit, Graphic Design broke the fabrication of print materials down into tasks relating to theme.  For example, one person on the graphic design team designed all the labels and another person designed the banners.  This ensured design consistency through out the five interactives.

 

Because a “cartoony” look and feel was chosen, it was easy to amend the exhibit labels with sharpies and sticky notes after the class evaluated which interactive were working and which could use better direction.  Additionally, a cartoony script helped imply that the “voice of authority” was less authoritative and more collaborative; this was intended to lower the barrier to participation

The fabrication portion of the Advice Exhibition was fairly straightforward.  With all the members of the fabrication team deeply involved in other elements of the design process, we were able to craft a good idea of what class members wanted in the space and how these ideas could work within the restrictions of the space. Working with other teams we were able to get a floor plan together and a list of items/materials that needed to be purchased or fabricated. This list was then divided up into fabrication duty and graphic design duty, which was then handled by the graphic design team with class help. With this list we were able to sequentially track and buy items that we needed prior to the fabrication date.  After meeting to go over design for the crafting of built interactives, the materials were purchased and components built and installed over a one week period. Purchased items were brought to the Museology student center to be kept with other graphic design and gallery attendant items and the fabricated pieces were transported to the site on the install date.
The exhibit was installed in one three-hour session the day prior to opening.  Installation included placing pre-gathered materials into the art gallery space at the HUB and assembling free-standing components of the exhibit. Students were challenged with conforming to the guidelines put forth by the HUB facility managers that included keeping aisles clear and not securing items to walls.  

Planning for exhibit evaluation started several weeks before the exhibit opened.  The team identified an evaluation goal based upon the task given to us by Nina Simon, determining if the exhibit did in fact get strangers to talk to each other.  The team identified several methods for measuring this interaction including quantitative and qualitative methods of counting and surveys with exhibit visitors and staff.


 Explanation of Physical Components 
Ambient Advice 

Rationale: Most advice is given face-to-face in conversation. You hear it (whether or not you heed it). This component was intended to appeal to our aurally inclined visitors. It also provided a way for those visitors “just passing through” to absorb and engage with content.  This content also helps us to fulfill our passive component needs.

Description: Recorded, spoken advice was solicited via Twitter, email, and word of mouth.  Participants were instructed to call a number linked to the exhibit's Simple Voice Box account and leave a message containing advice.  This advice was then edited together, along with select "advice-themed" songs, and played in a continuous loop during the exhibit's hours of operation. 

Visual Advice 

Rationale: From warning labels to bumper stickers to street signs, our world is full of visually communicated advice.  The visual advice helped break up the text heavy components of the exhibit.

Description: Visual advice in the form of photographs was solicited via Twitter, email, and word of mouth.  A Flickr group dedicated to the exhibit was created, and housed some of the visual advice submissions.  Other visual advice was stored in the exhibit Gmail account.  Select visual advice submissions were uploaded to the exhibit Tumblr, with credit line.  All those visual advice submissions uploaded to the exhibit Tumblr were also printed and mounted in a portion of the exhibit space's glass cases.  Credit lines and source of submission were written on sticky notes and posted next to the corresponding photograph.  

"Expert" Advice Booth 

Rationale: One must consider the source of the advice one gets. What relevant experience do they bring to back up this advice?

Description:  This component was a free-standing plywood booth painted with the words "Free Advice."  During the course of the exhibit, self-proclaimed "advice experts," who were solicited and scheduled in advance, intermittently occupied the booth and answered all questions posed by visitors.  All advice-givers were invited to describe themselves and their areas of "expertise" on a small whiteboard which was affixed to the booth's exterior.  "Advice experts" were also encouraged to record observations, thoughts, and questions answered in a notebook.  

Button Maker 

Rationale:  Offering visitors a free, take-home piece from the exhibit is highly desirable.  In addition, the game-like, Mad-Libs inspired button-making process corresponds with the "flip it" portion of the exhibit's "big idea," necessarily requires interaction with a stranger, and offers a fun, highly engaging level of interaction while keeping the barrier to participation low.

Description: A folding table was covered with a cloth to which a printed sign reading "Advice-Libs" was affixed.  A gallery attendant was stationed at the table, which was furnished with a 1 1/4" button press, button parts, writing implements, a ten-sided die, and pre-cut, pre-printed paper circles bearing common adages with key parts of speech replaced by blanks. A total of 10 adages were used, and each circle was labeled with a number from one to ten and placed face-down. Visitors were offered the opportunity to roll the die and provide missing parts of speech for the paper circle that corresponded to the number rolled.  The gallery attendant then wrote the supplied parts of speech in the adage's blanks, pressed the button, and gave the button to the visitor. 

Bathroom Wall 

Rationale: Visitors will write advice to the masses onto either a real or contrived "bathroom wall" - basically what people do on normal bathroom walls. 

Description: A free-standing, simulated bathroom stall door constructed from ply-wood and painted to resemble metal was available for visitors to write or draw on as they wished.  A printed sign reading "Bathroom Wall" was hung above the structure.  A sharpie marker was tethered to the door handle, and small printed sign was affixed to the supports and encouraged visitors to write, cross out, or "re-mix" advice directly on the door.

Something to Go On 

Rationale:  Visitors should be able to participate in the exhibit by making requests for advice and responding to others' requests.

Description: Several printed signs bearing a small exhibit logo and a large white field were posted behind the glass panels of cases lining the exhibit space's wall.  The signs also bore text instructing visitors to post requests for advice, and responses to others' requests, on the exterior of the cases.  Sticky notes of varying colors and sizes as well as writing implements were available for visitors' use. Only exhibit attendants werepermitted to to remove/delete questions. 

Questions for the Ages 

Rationale:  Visitors should be able to participate in the exhibit by supplying personal advice to relevant questions and commenting on others' advice.

Description:  Several printed signs bearing a small exhibit logo and pre-selected questions that would be relevant to a wide population were posted behind the glass panels of cases lining the exhibit space's wall.  Several small printed signs bore text instructing visitors to post advice, and responses to others' advice, on the exterior of the cases.  Sticky notes of varying colors and sizes as well as writing implements were available for visitors' use. Only exhibit attendants were permitted to to remove/delete questions.

Exhibit Goals   
· Visitors will give, receive and exchange advise with strangers in a variety of media. 

· Visitors will share past advice, relevant, irrelevant, controversial and comical. 

· Visitors will evaluate advice from different sources, and consider the relation of source/authority to this process (i.e. professional vs. colloquial, friendly vs. unfriendly, for entertainment vs. serious). 

· Visitors will 'remix,' 'flip' or edit advice furnished by others in the exhibit, transforming individual exchanges into socially mitigated ones. 

Evaluation
 Evaluation Overview 

The evaluation team hopes to create an evaluation report that will be of assistance to the Social Technologies class responsible for the planning and implementation of the exhibit, as well as members of the larger museum field.  The undertaking of an exhibit that relies entirely on user-generated content and that encourages interactions between strangers is a significant challenge.  It is our hopes that our experience, as described through this evaluation, will assist future teams attempting a similar exhibit.  

The evaluation team was composed of five self-selected members taken from the larger class.  Evaluation team members were also involved in other aspects of the exhibit such as: concept development, planning interactives, fabrication, installation, de-installation, etc.   

This exhibit evaluation has two components: external and internal.  For the internal portion, class participants were asked to complete an online survey.  This survey was intended to provide information regarding class perceptions of the exhibit, including reflections on and observations of the exhibit as well as suggestions for the improvement of this and other future exhibits. The specific questions on the survey are described in further detail in the Methodologies section below. In addition, the evaluation relies on supplementary comments contributed to various logbooks.  These written comments were gathered from “expert” advice givers, gallery attendants, and visitors to the exhibit. 

The external portion of the evaluation includes an assessment of the number of interactions that transpired at each interactive component of the exhibit.  It also includes interviews with exhibit visitors.  Counting interactions demonstrate the popularity, and to some degree the success, of different elements while interviews give insight into how different visitors interacted with the exhibit.  

The exhibit was open for three days: Saturday, June 6 through Monday, June 8 with evaluation taking place on each of the three days.  Interview data was collected each of the three days, while internal survey data was gathered Sunday through Tuesday.  The number of interactions for each element was collected on Tuesday, as the exhibit was being de-installed.  These numbers were collected on the last day to ensure that all interactions were recorded only once. 

As with any evaluation, there were certain limitations in assessing this exhibit.  Perhaps the most significant limitations pertain to time and manpower.  Each of the evaluators who performed interviews was also serving as a gallery attendant while the exhibit was open.  As both the exhibit and evaluation took place during finals week, when class members were involved in a number of activities (including social technologies client projects for the same class), timing and tracking were eliminated as feasible research methods because of their time commitment and labor-intensive.  Having an exhibit open for such a short amount of time with limited evaluation staff set limitations not only on the type of data we were able to collect, but also on the validity of the data, as sample size was small and evaluators' focus pulled in many directions. 

Evaluation Question 

Our main research question is: did strangers interact?  

Methodology 

To analyze all aspects of the exhibit, three methods of data collection were implemented: collecting evidence of interaction (Post-it notes, logbook entries, photographs of bathroom wall), interviews, and surveys.  We decided to collect most of the data at the end of the exhibition, except for the interviews, which were done during the exhibit.  This would help avoid double counting interactions.  We decided that an "interaction" would be defined as any mention of or any contribution made during the exhibit.  Anything qualifying as an "interaction" would have a visible or auditory presence. 

Evidence of Interaction 

At the end of the exhibition all of the post-it notes were collected and counted.  These served as tangible evidence of visitors' interaction with the Something to Go On and Questions for the Ages components of the exhibit.  The number of buttons made during the exhibit was counted by subtracting the number of materials remaining from number of materials ordered.  The number of interactions with the bathroom wall was assessed and recorded.  This proved to be somewhat challenging because of the nature of the interaction, i.e. much of the text and drawings overlapped or covered each other.

Online interactions were also recorded by similar methods.  At the end of the exhibit, the number of Twitter @ replies and use of the #strangemuse hashtag were counted, and a Tumblarity statistics were collected from the Tumblr site.  Photographs uploaded to Flickr were counted, as were text, photographic, video, audio advice contributions sent to the Advice Gmail account.  Finally, the number of "fans" to the Advice Exhibit Facebook profile was assessed, as was the number of times the Advice Exhibit Tumblr site and the class website, "How to Talk to Strangers," were tagged using the social tagging service Delicious.

The number of advice booth participants was determined by counting the number of questions recorded in the "Advice Expert" Log by each "advice expert."  This logbook yielded rich data about the quality of interaction between visitors and the advice expert.  A Guest Comment Book collected a few positive reactions from visitors that were counted and recorded.  There was also an Exhibit Log where class members made observations about the exhibit while serving as gallery attendants and also noted frequent, interesting, or anomalous visitor interactions.   

Interviews
Interviews questions were designed to determine whether or not visitors were interacting with strangers during the exhibit.  These interactions include realtime interaction with advice experts and other visitors, or written or visual advice posted and viewed by visitors asynchronously.  We were also hoping to find out if the online portion of the exhibit was being shared by either visitors or off-site participants.  We planned to approach every third participant to enter the exhibit in order to ensure a random sampling, but due to time and manpower constraints we asked as many participants as we possibly could during the short time the exhibit was open.  If subjects had been to the exhibit more than once, we asked only about their most recent trip through the exhibit.  There were no visitors who refused to participate in an interview.  The questions asked during the interview are below:  

1) How did you hear about the exhibit? 

2) Did you talk with a stranger while in the exhibit? Is there anything you'd like to share about your interaction? 

3) Did you solicit, contribute, or comment on any advice in the exhibit? 

4) What, if anything, about this exhibit are you likely to share with someone else? 

5) Is there anything else you would like to share? 

Survey 

We emailed an online survey to members of the Social Technologies/Exhibits 2.0 class to generate self-reflective information about the successes and weaknesses of the exhibit.  This survey was meant to focus on the exhibit process solely, and not on the class as a whole.  The survey was distributed on Sunday, June 7 and was closed to submissions Tuesday, June 9 at noon.  The questions asked in the survey are below:   

1) What was the best part of the exhibit and why? 

2) In what ways do you think the exhibit was successful in getting strangers to talk to each other? In what was it not successful? 

3) If you were to mount this exhibit again, what would you change to improve visitor experience? 

4) What parts of this exhibit could be incorporated into a museum setting? What parts could not be incorporated? 

5) Did you observe anything noteworthy regarding visitor interaction?   

6) Do you have any other reflections on this experience? 

Findings/Data 

Use of the term "internal" in the expalanations below indicates a response that was submitted by a member of the Social Technologies/Exhibit 2.0 class while the term "external" indicates a response from an outside visitor.  

Exhibit Log

A total of nine observation entries were made in the Exhibit Log.  Of those, four entries were made on June 6, 2009; three were made on June 7, 2009; and two were made on June 8, 2009.  Note that all entries were made anonymously.  

As a whole, entries indicate that most visitors moved through the exhibit space without stopping.  In addition, the Log entries indicate that some visitors stopped to look at or read exhibit content, and a smaller number contributed content in the form of posting a sticky note or writing on The Bathroom Wall.

Entries also indicate that the Button Maker interactive was relatively popular, and that it attracted the participation of visitors who then later contributed other content.

"Advice Expert" Log

Over the course of the exhibit's three-day run, a total of nine "advice experts" manned the Free Advice Booth.  Advice-giving sessions lasted between 30 minutes to two hours.  Six "advice experts" participated on June 6, 2009; three on June 7, 2009; and two on June 8, 2009.  Two of the "advice experts" manned the exhibit on more than one occasion.

Each "advice expert" was asked to record any thoughts or observations made during their advice-giving session.  They were also asked to record what questions advice-seekers posed, and any advice given in response.

No "advice expert" recorded personal thoughts or observations, though most recorded questions pose by, and advice given to, advice-seekers.  It is not clear whether "advice experts" recorded every question they were asked.  A total of 36 questions were recorded in the "Advice Expert" Notebook, with 25 recorded on June 6, 2009; three on June 7, 2009; and eight on June 8, 2009.

Figure showing number of questions asked for each advice expert
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· A total of four children occupied the "Free Advice" booth during the exhibit.


Figure showing number of questions asked on each day
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Guest Comment Book

A total of seven undated, unsigned entries were made in the exhibit Guest Comment Book.  Of those, four entries were positive responses to the exhibit.  Examples include, "Such a cool idea!  Great Job w/ everything!" and, "WONDERFUL!!"  Other entries include drawings, and a comment that a label reading "Advice Exibit" on the inside cover of the Guest Comment Book be spelled with an "h."  
Post-it 

Questions of the Ages 

A total of nine questions were contributed by class participants.  These nine questions solicited a total of 230 responses on Post-it notes.  A table showing the number of responses for each question is below:  

	Question 
	# of Responses 

	How do you heal a broken heart 
	28 

	How do you break the ice with a stranger 
	22 

	What class should everyone have to take 
	40 

	Where is the best place to take a date 
	30 

	What is your secret to success 
	26 

	What should I invest in 
	30 

	How do you tell a friend something that might hurt their feelings 
	22 

	How do you overcome your fears* 
	19 

	Should I take a job that I love or one that is high paying** 
	10 


*This question was removed on Sunday, June 7 after being in the exhibit for two full days. 

**This question replaced the previous question on Sunday, June 7 and was exhibited for one full day. 
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Sample Responses

Each Questions of the Ages received approximately twenty-five responses.  Each question is listed below and includes sample responses: 

How do you heal a broken heart? 
· (drawing) Heart with a band-aid 

· Grappa & Bessie Smith records

· Who's Bessie Smith

· Uh, only the greatest singer of the 20's 'I need a little sugar in my bowl' 

· Excercise, time, chocolate 

· The trifecta

· Porcine valve replacement

How do you break the ice with a stranger? 
· Whatever you do, don't tell them to smile, they'll think you're a douche bag

· Just fucking talk to them. If you can't handle that, there are numerous methods of less intense interaction (text, facebook, two tin cans + a wire)

· Yeah. Courage

· lol

· Hand them a question on a post-it

· How much does a polar bear weigh? --Enough to break the ice

· I'll use that

What class should everyone have to take?
 
· Not math

· Intermediate Jai Alai

· Genetics. Understand yourself!

· Psychobiology of women! Women/Psych370

· Anything w/ Stan Chernicoff 

Where is the best place to take a date? 

· Your kitchen—cooking together is sexy!

· Love it! (make sure you have a frozen pizza just in case)

· Out back

· Australia 

· Golden Gardens in Ballard/Sunset Hill

· The bedroom...duh

What is your secret to success? 

· Deep Breathing

· I approve

· Know that you already have it in you

· Listen to teacher

· Courage mon petit

· Mais oui! Toujours

· Be a happy stick figure (wiht a drawing of a stick figure)

What should I invest in? 

· Boeing stock
 
· Wrong my friend

· Gold bars

· Duh

· Health

· Get lots of sleep 

· In a volitile economy the only stable investment is PORN - Avenue Q 

· Terraforming Mars or the Moon- more land!

How do you tell a friend something that might hurt their feelings? 

· At the end of a very long, passive-aggressive letter. Sign it 'anon' 

· With compassion 

· On facebook

· Text message breakup

· Nah tweet em!

· I'm afraid this might hurt your feelings but... 

How do you overcome your fears? 

· Feel the fear, do it anyway

· Head on 

· Do it!

· Ooh, I like it

· Watch a child who has overcome their fears and then join in.


Should I take a job that I love or one that is high paying? 

· Why work? 

· Bad question, false choice, doesn't have to be either/or. 

· If you *heart* what you do you'll never work a day in your life. 

· High paying – food is too good

Something Go On 

A total of 28 questions were contributed by visitors to the exhibit.  These 28 questions solicited a total of 145 responses.  A table showing the number of responses for each question is shown below: 

	Question 
	# of Responses 

	See these photos, videos, and more.. 
	1 

	What kind of robot should I build 
	5 

	What is the best way to cure a hangover 
	16 

	Should a 17 year old going to college in the fall have a curfew 
	9 

	I've got three weeks in Sept., what should I do 
	16 

	Should I stay in a relationship if I feel controlled 
	5 

	Am I wasting my time 
	9 

	If you had a blank stickey and a sharpie, what would you draw 
	5 

	How do I get my cat to stop scratching up furniture 
	7 

	What should my thesis topic be 
	3 

	I have a huge yard and I can never get my yard work done to enjoy it.  This makes me sad.  What can I do? 
	2  

	Cave man (drawing) 
	2 

	Looking for a good brunch place in Seattle 
	8 

	How do I know when I'm ready for the big leagues 
	4 

	Should I start an acoustic punk/grindcore band 
	6 

	Kan du Yorsta suenska? Shalla? 
	1 

	What's a good neighborhood close to campus, but quiet 
	6 

	What's the best way to get rid of this burning sensation 
	6 

	I live in an old building with old pipes.  How do I know if my water is safe to drink? 
	2 

	What is the best way to straighten my effing curly fuzzy hair 
	6 

	If this exhibit cost 300 where did the other $290 go 
	0 

	Should I get a bad ass tattoo 
	8 

	What is the best way to go about learning the banjo 
	4 

	What is mangosteen?  Will it burn? 
	5 

	Is it mean to be annoyed by friends newly in love 
	2 

	I have a hard time being professional yet friendly at work.  How do you hit that balance 
	7 

	Barefoot man w/ cat on fire (drawing) 
	2 


  

Bathroom Wall 

A total of 67 interactions were contributed.  Contributions took the form of written advice and drawings.  If a contribution was drawn and crossed out, it was recorded as two interactions.  This element was somewhat difficult to determine an exact figure as it was not always obvious whether initial drawings had been added to (which would have constituted additional interactions).   

Button Maker 

A total of 121 buttons were made.  This figure was determined by subtracting the amount of materials left over from the amount of materials ordered. 

Advice Booth 

A total of 36 questions were recorded by "advice experts" in the "Advice Expert" log.  This figure does not represent the total questions posed to "advice experts" by advice-seekers during the exhibit, as several "advice experts" did not record any questions though were indeed asked questions. 

Emails 

Contributions were received via email.  Of the 210 emails received, seventy-four were internal contributions and 136 were external.  Of these 210 emails, twenty were uploaded to the tumblr: 10 from internal contributors, 10 from external contributors. 

Total Emails Received 

	Category 
	Total 
	Internal 
	External 

	Logistical 
	14 
	14 
	0 

	Updates 
	39 
	39 
	0 

	Twitter 
	106 
	6 
	100 

	Video 
	8 
	6 
	2 

	Text 
	37 
	6 
	31 

	Pictures 
	6 
	3 
	3 

	  
	210 
	74 
	136 


  

Tumblr 

  

Tumblarity   
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Technorati

We searched Technorati for blog posts referencing the exhibit.  Six posts were identified as having referenced the exhibit:

· Museumtwo.blogspot.com (2 references) 

· Hankblog.wordpress.com (1 reference) 

· Dailyuw.com (1 reference) 

· Scienceblogs.com (1 reference) 

· Thinkingshift.wordpress.com (1 reference) 

Terms searched on Technorati 

	· Advice Exhibit 

	· Advice Exhibit - University of Washington 

	· Advice Museology 

	· Advice - University of Washington 

	· Museology - University of Washington 

	· Strangemuse 


  

Facebook 

Of forty-three total fans, ten were internal and thirty-three were external.   

	# of fans 
	Internal fans 
	External fans 

	43 
	10 
	33 


  

Flickr 

Of eighteen Flickr group members, five contributed twenty-three photo entries.   

	# of Members 
	# of Entries 
	# of Contributors 

	18 
	23 
	5 


  

Twitter   

	@ Advice Exhibit Tweets 
	Posts Used Strangemuse Hashtags 
	Internal Updates 

	38 
	41 
	110 


  

Delicious 

There were fifteen total tags referencing the Advice exhibit.  Of those fifteen, eight referenced the website and five referenced the tumblr. 

Website 

Of eight tags referencing the website, six were internal contributions and two were external contributions. 

	Total 
	Internal Tags 
	External Tags 

	8 
	6 
	2 


Tumblr 

Of five tags referencing the tumblr, three were internal contributions and two were external. 

	Total 
	Internal tags 
	External Tags 

	5 
	3 
	2 


  

Interpretation 

So did this exhibit suceed in getting strangers to talk to each other?  The data suggests that the exhibit did, in fact, promote some form of communication between strangers, although the volume and nature of this communication varies between the different features of the exhibit.  Qualitative responses to surveys give insight as to the quality of these stranger interactions and suggests ways for improving exhibit features to further encourage commnication. 

Our findings clearly show that strangers did exchange information with each other as a result of this exhibit, although this exchange may not have fallen in to the traditional definition of face-to-face, synchronous "talking."  Several different types of stranger communication were documented in the arenas we chose to measure.  These include: 

· traditional, face to face conversations (measured by Team member conversations with visitor) 

· Asynchronous communication through written responses to external stimuli 

· Broadcasting of information for  others to view and potentially respond 

· Sharing of information with exhibit team

These categories are fluid and not necessarily mutually exclusive.  However, they each do show a type of potential stranger communication.  It should be noted that it was impractical for this evaluation project to measure levels of acquaintance for each individual interaction within the exhibit context.  Therefore we will be measuring the potential for stranger communication rather than the execution of it and will note known instances of acquaintances communicating through this exhibit as we can.  Although we also suggest that communication with an anonymous person or with a forum run by a group of people must, by definition, be considered communication with a stranger. 

Traditional, synchronous, face-to-face converations with strangers inside this exhibit occured.  Concrete evidence of these interactions can be found in measurement of visitor interactions with gallery attendents and expert advice givers at the Button Making and Advice Both interactive stations.  Expert Advice givers logged answering 36 questions posed by exhibit visitors in the three day run of the exhibit.  Similarly, 127 face to face conversations were generated when visitors made buttons as people recieving buttons were required to interact with the gallery attendent in order to make a button. While not all of these were necessarily stranger-to-stranger conversations, many were as evidenced by the answers to the visitor survey question.  Of the ten people surveyed, four identifed button makers as strangers they talked to in the exhibit.  

Asynchronous communication also occured between strangers within the exhibit space.  In the "Question of the Ages" section of th exhibit, visitors created 230 discreet written and drawn responses to nine questions created by the exhibit team.  The exhibit team did "seed" these responses with a few prewritten responses, but the rest of these answers came from individuals responding to anonymously authored questions.  In the "Give me Something to Go On" section, a total of 147 responses to 28 visitor -generated questions, which further justifies a claim that asynchornous communication between strangers was happening on a signficant level.  

The "Bathroom Wall" in the exhibit shows a different type of stranger communication, where visitors were encouraged to broacast information for strangers to read.  Sixty-seven times individuals made a choice to communicate something in a public space that was then read by an unmeasured number of visitors.  Strangers also broadcasted information for other stranger through digital contributions to the exhibit.  The gmail account run to collect content for this exhibit logged 136 submissions of text, tweets, videos and pictures from individuals not affiliated with the exhibit development team.  Each of these emails consists of communication between outside sources and the exhibit team of information intended to be broadcasted to wide and unknown public.  Similarly, the exhibit website was tagged twice by individuals not affiliated with the exhibit for virtual sharing with other unaffiliated member on Delicious and four blogposts were generated to communicate to the unknown public. 

It is clear that the exhibit did prompt stranger communication.  The data also gives some insight into which exhibit features generated a greater frequency of audience participation and, logically, stranger interaction.  The Questions for the Ages section generally prompted a greater response rate than the user generated questions in the Give Me Something to Go On Section, by a five to one margin. 
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Similarly, the button making seems to have promoted more face-to-face conversations than the Advice Booth (127 versus 36 reorded conversations).  Although the true number of conversations may be a little skewed due to recording techiques. The interviews suggests that button, advice booth and general gallery attendent  conversations were actively solicited and dealt with subjects outside of the scope of the exhibit.  Generally, response from strangers for contributing information to the exhibit was high (136), while social tagging and inclusion in the blogosphere was much more limited (2 external delicious tags and four blog posts found through Technorati). 

Despite the evidence of stranger interaction, levels of contribution to the exhibit by visitors appear to have been relatively low.  In the small survey sample just over fifty percent of visitors (6) claimed to have contributed or intending to contribute to the exhibit space.  This trend is congruent with generalized categories of participation with social media illustrated in our class cirriculum.  Contributers are only a part of the communication spectrum.  Spectators make up another important group of strangers participating in this exhibit that was not accounted for in this evaluation process.   

Challenges and Limitations 
· The exhibit was only open for three days. 

· The location of the exhibit was in a hallway which was not the most ideal place for an exhibit. 

· The nature of the exhibit and the location made it difficult to conduct interviews. 

· The sample size for interviews and interaction was low. 

· Only eight students completed and submitted the internal survey. 

· There was no definite way to determine between internally generated "seed" comments and those submitted by external visitors in the exhibit 

· The nature of many of the interactions made it difficult to differentiate between commentators, i.e. some overlapped or were crossed out.  

Suggestions 

For the exhibit itself: 

· Make it clearer that visitors can take a turn in the advice booth when there are no experts around. 

· Implementing the (*) and (x) system earlier on to let people know how to rate. 

· Emphasize the ways that visitors can participate. 

· Spread out the photographs, so there is more room to post comments about visual advice. 

· Examine the ways that gallery attendants can further promote interaction between visitors. 

For the exhibit development: 

· Exhibit development should start earlier in the quarter, to allow for more time planning, implementing and installing. 

· Better, and clearer communication with the hosting venue about limitations and rules.  

· Have a clearer determination of what is expected for every group. 

· Do not make changes in the middle of such a short-term exhibit. 

For future evaluations on similar exhibits, we would suggest the following if possible: 

· Mark or note seeded posts so that we distinguish internal participants from external contributers. 

· Do not make formative changes in such a short exhibit, especially because there was no way to measure changes in such a short time. 

· Extend the duration of the exhibit (or just keep the weekend open) for trackings and timings of visitors. 

· Develop a better method for intercepting visitors and a better environment for conducting interviews. 

Appendix 1: Responses from Class Evaluation of Exhibit

What was the Best Part of the Exhibit and Why? 

· Reading and seeing the range of questions and answers that visitors left behind. 

· The advice booth. It was mostly successful and necessitated strangers talking to each other. It was also super cute. 

· Seeing people in the exhibit playing with the exhibit in ways we hadn't quite anticipated. 

· Seeing the creative and interesting ways people have used the exhibit. It exceeded my expectations in many ways. 

· Buttons. It necessitated interaction and was a tangible piece of the exhibit that visitors could take - nice promotion piece. 

· The fact that it exists. It came together very nicely with such limited time and budget. 
· The combination of 3-D, free-standing components (booth, wall, buttons) and the sticky notes. This provided several different types of interactions that were tightly integrated and made sense in relationship to one another, but that were also distinct and directed enough to provide variety. 

· I talked to a lot of strangers this weekend, but I initiated it as a part of the exhibit team. I think the most successful part of the interactions were the ones that happened as sticky-note conversations where commented and answered questions, interacting with other sticky note questions and comments. That seemed organic. 

· Real advice left on sticky notes; people asking for and receiving advice at the advice booth (it seemed like the kids were the best draw for that); strangers talking to the button makers. 

In what ways do you think the exhibit was successful in getting strangers to talk to eachother? 
· The talk-back happened with strangers who weren't immediately in the space - i.e. responding to someone who left a question behind; expanding on an image or text left behind on the bathroom wall, etc. 
· Booth and buttons got strangers to talk to us. 

· We were successful in two areas: the advice booth and the advice-libs button maker. These interactions are pretty difficult to scale up in terms of time-investment. From what I noticed, strangers occasionally spoke to each other outside of these two interactives. 

· Yes, mostly asynchronously, but talk they did. 

· Through observation, it seemed as though most of the interaction were visitors asking the attendants what the exhibit was about. 

· If you count text-to-text interaction and drawing as talking to one another, yes. 

· I think it was very successful, as our definition of "talking" included the kind of asynchronous commenting found on the stickies. The fact that visitors not only contributed their own response, but commented on others' responses, at a fairly high rate tells me it was successful. I also overheard visitors making comments to other visitors who they did not appear to know on several occasions. 

· I talked to a lot of strangers this weekend, but I initiated it as a part of the exhibit team. I think the most successful part of the interactions were the ones that happened as sticky-note conversations where commented and answered questions, interacting with other sticky note questions and comments. That seemed organic. 

· Real advice left on sticky notes; people asking for and receiving advice at the advice booth (it seemed like the kids were the best draw for that); strangers talking to the button makers. 

In what ways was it not successful? 

· The audio was inaudible when the exhibition was full of people. Some of the questions elicited responses that were too pithy and brief. Some of the questions elicited little to no reflection. The face-out seating did not seem to add anything to interaction. 

· Post-its didn't really make strangers talk to each other in real time. 

· I'm not sure if this actually happened, but I didn't see visitors volunteer to man the advice booth. 

· The space is so dead. It's hard to get participation when we were not able to accurately predict the traffic flow. A lot of experts went lonley. 

· The space and time of year made it unlikely that two strangers would be in close proximity (close enough to talk) at the same time. 

· It seemed like most of the interactions happened between gallery attendants and visitors, there wasn't really much face-to-face stranger interaction. The asynchronous nature of the "talking" (leaving a sticky, waiting for a response, coming back) constrained how sustained or deep visitors' "talking" in the exhibit could be. I would say the exhibit got strangers to "chat," but did not facilitate strangers having a "conversation." However, that was not the goal of the exhibit. 

· It was hard to draw people into the space. I found that if I initiated a conversation to draw people in, they would warm up and start engaging with others in the space. But it didn't seem to me as if strangers were drawn into the space and then began randomly talking to eachother. 

· For the virtual version, the concept was exciting but the question was too general and people froze up when asked to share best or worst advice. We needed a specific advice question like in the exhibit. The either or question in the exhibit also didn't really seem to work. Some of the technology access points were challenging. Not enough lead up time to really publicize and get participation. Not enough signage outside the physical space to draw people in. 

If you were to mount this exhibit again, what would you change to improve visitor experience? 

· To improve the appearance and variety of visuals/textures, in lieu of writing credits on post-its for the visual advice, I might pre-print nametags or labels with the information, so that not everything looked so home-grown. 

· Change the visual advice to be more interactive. Get more audio advice and make it louder. 

· Flow. The connected chairs created quite a substantial barrier between the interactives on the cases and the social interactions at the booth and button-maker. Larger main exhibit titles in more prominent places. 

· Different more social space, possibly where people commonly wait (in line for coffee, at a bus stop etc). 

· I would mount this exhibit in a place that does not resemble a hallway and would place stools around the room that people could move if they wished to have something to sit on. 
· I think I would have put the exhibit in another place where visitors could settle down instead of just passing through. 
· I would leave the exhibit up much longer. I think that an exhibit like Advice only gets stronger and more compelling with age; that is to say, I feel visitors' experience would be enhanced by seeing the advice of others as posted and altered over a period of months or weeks, not days. I would also avoid mounting the exhibit in a hallway that is both relatively short and that connects to extremely high-traffic areas. A hallway is both good and bad, because on the one hand it guarantees traffic, but on the other hand it is not a stopping and looking space. In this case, I think that visitors were intrigued by what they saw, but were conditioned to move through the space quickly. They might also have been conditioned to expect different or changing content in the space, and so perhaps were not as interested. 

· I would move the button maker table and the advice booth table so that they both faced the entrance, maybe in a v-shape so that the GA's could more easily draw folks into the space through conversation. 

· Clearer and bigger signage outside and as you enter. Less chairs around the advice booth-- kind of blocked visibility and access. Frame better questions online. More connection between online and physical space. 

What parts of this exhibit could be incorporated into a museum setting? 

· The bathroom wall concept as a talk-back device and document of visitor feedback and imagination. Buttons as take-aways. A live person/docent with whom visitors could engage and ask questions. Listening station with audio - I suggest headphones as an enhancement 

· I think you could do post-it notes in a very controlled environment. Sort of like choosing favorites or writing comments. 

· All, in fact, I think this exhibit would function more successfully in a museum or gallery space where visitors are expecting more of an experience, rather than just passing by and being surprised. 

· Certainly the post-its. I think allowing visitors to 'tag' and 'ask' on site is great. Most people will not go home and look up information they may have been curious about in an exhibit space, but they will listen or participate if the asking and answering happens in the space itself. It's a lower barrier activity. 
· Directly asking for audience participation. Having physical and virtual elements of the exhibit that somewhat mirror each other. 

· I think the post-it and talkback walls are already incorporated somewhat into a lot of museums, but I think our exhibit shows that this can be taken to another level where visitors can be invited to respond to what others say or ask. 
· Invite visitors to ask questions about the exhibit. 

· I think the idea of asking for pre-event submissions of content could work really well into a traditional museum setting. Bring more engagement and provide more scope. 

· Almost all of it, I feel. 

· All of it 

What parts could not be incorporated into a museum setting? 

· I would imagine that everything would need to likely be done in pencil in a museum, vs. with sharpies or pens given the possibility for graffiti to other parts of an exhibition or space. 

· The booth would be too staff intensive. The bathroom wall would probably offer too many options for inappropriateness. 

· Other than the question of sharpies in a gallery space, I see this exhibit easily incorporated into a museum. 

· I'm guessing that the advice booth might be a hard sell. 

· The haste in which this exhibit was envisioned, created and installed. Burnout among the employees would be too high. 

· I think having an 'advice booth' or a live-expert in an exhibition would be cool, but on the scale of a real museum exhibition, it wouldn't be feasible. 

· Perhaps not the profanity. I loved the bathroom wall, but I feel the idea of a bathroom wall prompts visitors to contribute content that is racier. Not all museums would be comfortable with priming their audience to contribute in this way. Many museums would not be comfortable arming their visitors with permanent markers in a gallery space. 

· I think it would be hard to incorporate the same scope of sticky note action without some really big tie-in to the content of the museum. It worked in this setting because the theme was advice, but I'm not sure it would work in an exhibit about dinosaurs as well. Its funny, because MOHAI has a big exhibit feature in their permanent exhibits that use post-it notes on a large timeline, and I just don't think it works as well as it did in our concentrated exhibit space. Maybe too, because the questions that people are asked to answer there are not too compelling. 

· None of it 
Did you observe anything noteworthy regarding visitor interaction? 

· Just a lot of delight and interest. The advice booth seemed to be a big hit. 

· Most people really liked it, whether or not they participated. They were surprised because it was very different than what is usually in that space. 

· People were generally quite creative with their responses, drawings, questions and they seemed to be smiling and enjoying themselves. Some visitors took their time to examine the entire exhibit and others even returned for more. 

· So many things: 
· People arguing about and collaborating on answers 
· People laughing when reading other responses 
· People creating long chains of comments that clearly indicated that the person had returned 
· People 'one-upping' our questions on the Questions of the Ages wall 
· Incredible humor in some of the responses 
· People drawing, making pictoral advice. 
· Adults taking an 8-year-old's advice seriously, because it was actually good advice 
· People clarifying other people's questions 
· conversations being started as strangers read the same advice and laughed about it 
· People spontaneously re-arranging other people's answers 
· I was very surprised at the number of people who stopped to look at the exhibit, thought they would walk right through. Even custodial staff stopped to participate. 

· People would come for the button and then stay to get advice and then they would actually look at the stuff on the wall, not the other way around. 

· I noticed several visitors (women in late teens, early twenties) entering the space, contributing content on post-its, leaving for a period of 20 minutes, and returning to participate again. I observed an older (40-50) gentleman recording the content for "What class should everyone take?" in his personal notebook. I observed two men (late 20s early 30s) reading the advice post-its. I offered them a button but they declined. They asked "what is this [exhibit]?" and I explained the Exhibits 2.0 class and our concept. They remarked that $300 was "not a lot of green". A woman (40s) also asked me to explain what the exhibit "was," as did a man (20s). 

· When we, as a class, were in the space and looking at things, passer-bys started to copy our behaviour and look at stuff too. Something terribly alluring about a crowd. 

· Generally positive responses, people seemed excited about the concept. Since it was a pass through space, it was important to have the people inviting participation at the advice booth and the button machine. 

Do you have any other reflection on this experience? 

· A longer planning, implementation, and installation period would have allowed for more time to troubleshoot and refine. 
· The HUB seemed like a good place to have the show, given the built-in traffic and audience that resulted from grad-related activities, but the administrative support/communication with HUB staff seemed challenging (we did not appear on their master schedule, obtaining keys from staff, moving items out of the space that did not belong there, etc). 

· It was a lot of work in a very short amount of time. Starting earlier on the exhibit would have helped. 

· It was mostly a good one. I don't think I knew that it was going to be this much work going in (a 3 credit CR/NCR class), but it was highly useful and gratifying to do the work and go through the process of taking an exhibit from design to reality. I think in that respect that I was a little frustrated that not all of my classmates were willing to give as much fo their time-- we are all busy people, and sometimes you just have to pitch in even if it means not sleeping or a serious pain in the ____. If we had been able to choose the site/dates of the exhibit I think it would have been markedly better, but that was beyond our control. 

· Would have been a better project if it had opened earlier in the quarter, not coincided with the social tech plan. I would like to encourage instructors in the program to consider that decisions made by the students were done so with great care and thought and that it's not necessary to undo/redo student decisions (loudness of audio, positioning of the chairs at the opening, insisting that a question be changed with one day left in the exhibit). Sometimes it's better to ask for opinions as to whether things should be altered instead of assuming they were not properly thought out. 

· I would strongly recommend that the class start working on and planning the exhibit during the first week of the quarter, not the fourth week. I would recommend that roles and expectations be delineated more clearly during registration and at the beginning of the class, as certain class members did not step up to the plate when needed. This experience was intensely stressful at times but ultimately very rewarding. 
· It reinforced to me the importance of the personal ask. When we talk about fundraising, the catch phrase has been that people give to people not institutions or causes. I think that was an important part of this experience, whether it was the questions we asked in the cases or the advice givers at the table. People responded in richer ways when there was something human behind the ask. 

� This question solicited an additional question by audience members:  What class should everyone have to take? This additional question received four responses.


� This question solicited an additional question by audience members: Where should we eat dinner tonight?  This additional question received two responses.


� This response was crossed out by a audience member who responded with Wrong my friend.





