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User
Who is the target audience? 

People who are lower in cultural capital
People who are more tech savvy 
People who are not aware of what the museum has to offer
People who are not aware of their interests 
People who want to increase their cultural capital 
People who want to explore 
People who want to be engaged 



Need
What is needed?
How can technology engage the user with the gallery?
How can it create a bridge between the already existing museum 
culture and a new age of visitors?
The museum culture can be an intimidating one, in which those 
who are aware of what they are in search for are capable of 
surviving, but those who are new to the culture are clueless and 
need engagement. Technology is an increasingly commonplace 
factor in daily life. The museum needs to be able to upgrade the 
culture that exists in order to be able to stay relevant. 



Tracker
As you go around the galleries, the app tracks the 
path you take.

Tacker
When you slow down in front a piece or you linger 
your head towards a piece for longer, the app tacks 
that piece as one of interest. It will then suggest 
pieces of similarity in CMOA and external galleries.



Facial Recognition
When the user faces the piece of art, the sensor 
near the art work will scan the user’s face. The 
facial recognition will categorize the user as either 
interested or just casually browsing.



Spotter
As the interested user stares at the piece, it will 
track where the eye flows. This part is the game 
to see if the user can spot the important aspect of 
the piece. Removal of the artist’s name will peak 
curiosity.

Learner
When the user spots the key point, and audio of who 
the artist is and why the piece is well known will be 
played. In addition, a projection will highlight the 
important aspect in order to further emphasize.
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What Now?
How can technology be combined with the physical world in order to engage 
the user? 
The what if --
What if the future could create a seamless transition between what you see on 
a screen and what you see in front of you? 
In order to bring in a crowd that is not attracted to the quiet atmosphere 
of a museum, there needs to be some sort of engagement. A game is a 
way to encourage a novice museum visitor into coming again and again. In 
addition, the app will suggest similar work within the Carnegie Museums and 
other galleries in Pittsburgh. This offers as a good networking partnership 
opportunity for CMOA. Not only would the museum connect with other 
galleries, but it would also foster a community within.

Further exploration: What could the data from the map routes be used for?


