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Background

You are required to apply Usability theory and practice to the design of digital exhibits and digital placemaking at your choice of resources at our nearby museums: The National Waterfront Museum, Swansea Museum and the Dylan Thomas Centre. 
The National Waterfront Museum in Swansea opened in 2005. The museum uses interactive technology married with traditional displays to showcase Welsh industrial history.    
Swnasea Museum is the oldest museum in Wales, completed in 1841. Displays are more traditional and also include the Tramshed and ships docked in Swansea Marina.
The Dylan Thomas Centre is part of the University Campus and contains exhibits on the life and writing of Dylan Thomas.  

Usability Review of two Displays

Select one display from any of the three museums you consider to be an effective design and another display you consider to be less effective. If you select temporary exhibits be mindful of dates.
Give an overview of the displays, including a rough sketch. Outline the information and concepts they are communicating.
Prepare a comparison of the two including the following topics as well as other us any other usability topics you consider relevant:
· Human vision, hearing and touch
· Metaphor
· Affordance
How helpful is it to apply usability applied to the design of general computer systems to these museum exhibits?  
 
Interface Evaluation 

Design a recommended interface evaluation strategy for examples of new interactive exhibits at any of the three Museums. Include evaluation of augmented reality/ digital placemaking exhibits in your strategy and produce an evaluation timeline. Include reference to interface evaluation studies form the literature to justify the two evaluation strategies.  

Guidelines and Accessibility

[bookmark: _GoBack]Analyse the application of usability and accessibility guidelines examples from the museums
Apply a set of general usability guidelines, such as Dix’s. Which guidelines are applicable to the museum exhibits and which are not?
Draw up a set of recommendations for accessibility for museum exhibits such as those at the three museums. To what extent does accessibility advice aimed at Web designers (such as the W3C Web Accessibility Initiative) apply to designers of novel museum exhibits?

Virtual and Augmented Reality

Analyse the background of Virtual Reality (VR) systems, including Sutherland’s vision for the development of VR systems and associated hardware. To what extent to Augmented Reality (AR) systems share the same desired characteristics, such as user immersion?
Propose a VR, AR or digital placemaking exhibit for the one of the three museums helping in the presentation and understanding of an aspect of Welsh heritage. Give an outline of the hardware and software design, including rough sketches. Refer to examples of existing VR, AR and digital placemaking designs to develop your ideas. Include research and industry examples as well as your experience in evaluating an augmented reality game.  
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