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▪ The concept of enjoyment as seen by psychologists and its application to the museum visit, 

Colette Dufresne-Tassé, Université de Montréal, Montréal, Canada 

▪ Enjoyment in guided tours for adults: The museum guides’ perceptions of their aims and 

methods in guided tours, Inga Specht, Franziska Loreit, Johannes Wahl, Leibniz Institute for 

the Analysis of Biodiversity Change, Museum Koenig, Bonn, Bonn, Germany 

Keywords: guided tours, docents, qualitative research, aims, methods 
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Museums in Turkey, Ibrahim Turan, IUC Buyukcekmece Yerleskesi, Istanbul, Turkey 

Keywords: InnoMade project, cultural creative industries, digitalization, COVID-19, museum 

 

Keywords: audience, joyful visits, museum definition, experience 

Visiting a museum is typically a leisure activity and thus (hopefully) freely chosen. Would they 

come if expecting a boring visit or an unpleasant time? Would they come back if they did not 

like their former visit? Certainly not. They expect an agreeable time, for some sort of pleasure 

during the visit, for outstanding objects and interesting information. In other words, they 

come to the museum to enjoy themselves. It may not be their sole reason, but it surely is one 

of the most powerful motivations to the visit and a common expectation of audiences. 

Enjoyment: the word is still in the new museum definition, so it must be an important one. 

The term “enjoyment” is both the result (the pleasure felt) and the cause, the satisfaction of 

the moment, however fleeting. It may be an emotion, or the way satisfaction is felt. It may be 

a positive feeling or the reaction to an expectation that is fulfilled or exceeded. Pleasure(s), 

"delight", amusement, the joy felt, happiness in an exhibition, all this is included in the topic 

of enjoyment 

What is it that turns a visit into a pleasant experience, what is it that makes it so enjoyable? 

And what do the audiences themselves say about having fun in the museum, enjoying 

themselves in the exhibitions, using the different programs that museum educators have 

prepared for them? Though enjoyment has not often been the direct object of audience 

research, it is worth diving into the corpus of visitor studies caried out in the last few years. 
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We’ll find useful hints about enjoyment, satisfaction, behavior and the way those notions are 

intertwined. We’ll find some clues about aspects that foster enjoyment and aspects that 

inhibit it. And most of all, we’ll hear in their own words what visitors say made their visit 

experience enjoyable. 

 

The intention of the idea of listening to the exhibition visitors is to consider that their 

happiness in the exhibition is closely linked to their experience, to their reception context, in 

addition to the intentions already formulated by the exhibition teams and idealizations that 

reduce the possible interpretations of the public experience.  

How to listen to the exhibition's audience and, consequently, re-examine the teams' practices, 

in their relationship with visitors, so that the experience is great! 

By placing himself in the position of listener and observer of the public, of himself and his 

peers, professionals of the exhibition, the educator, curator or manager is able to raise new 

hypotheses, seek work logics and unimaginable ways of operating until hear them (allowing 

yourself to hear them). 

The word happiness is in closely linked to the fertile word, “PHYO” and one of the premises 

that contributes to this environment of production and love within the museum is the 

consideration of all people being listened to, having the freedom to build their knowledge and 

that if the environment is strange to them, he/she can speak, express yourself, suggest and 

create possible worlds for the museum. As the artist Grada Kilomba inspires us: Only when 

they reconfigure power structures can the many marginalized identities also, finally, 

reconfigure the notion of knowledge: Who knows? Who can know? Know what? And whose 

knowledge? For me, as I said, there was nothing more urgent than going out, in order to learn 

a new language. [free translation] 

Otherwise, we will continue to carry out actions based on our idealizations about the other 

and what seems best in the face of the restricted repertoire of the exhibitors, disregarding the 

rich range of ideas and needs of the public. 

 

Literally, enjoyment means having joy. But contemporary psychologists see enjoyment in a 

much more complex way. Indeed, they conceive it as a pleasant psychological state that 

appears when performing an activity for which the person feels competent and closely related 

to the "other", i.e., to the unfamiliar subject he or she is exploring. 

Enjoyment has two components: a pleasure component and a joy component. The proposed 

presentation explores both components and their implications for the museum visit through 

examples drawn from empirical research on the meaning-making and the immersive 

experience of adult visitors. 

Note: Logistical support for this research was provided by the Université de Montréal and the 

financial one, by the Social Sciences and Humanities Research Council of Canada (SSHRC) 
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Keywords: guided tours, docents, qualitative research, aims, methods 

Person-led guided tours are one of the most frequent and most common educational 

programs in museums, especially for adults (Institut für Museumsforschung, 2018; Sachatello-

Sawyer et al., 2002). They fulfil the key functions of delivering information and interpretive 

content, and mediating interaction between visitors and artefacts (Tran & King, 2007; Tinio, 

Smith, & Potts, 2010). However, even though they are frequently conducted, they have been 

little researched so far (Best, 2012). This presentation contributes to the empirical knowledge 

about guided tours by answering the following questions: 1) Which methods are used from 

guides to actively involve adult visitors in a guided tour in museums? 2) What aims underlies 

the (non-)use of methods? This article presents research relating to how guides perceive their 

role, identity, and practice. The research study utilized a qualitative inquiry. The data are based 

on a total of 40 guided interviews with guides conducted in four different types of museums 

(art museums, science and technology museums, natural history/science museums, and 

cultural-history museums) in 2019. Guides are on average 52 years old (SD = 11.61), have been 

giving tours for an average of 16 years (SD = 12.26; 13 (33%) guides less than 10 years), and 

57% (n = 23) guide daily or several times a week. The interview transcripts were analyzed using 

the focused interview analysis (Kuckartz & Rädiker, 2020). We categorize different docents’ 

aims that can be associated to different methods used. Findings from this study also indicate 

that guides use methods not arbitrarily. Moreover, guides from different museum types have 

a similar understanding of their practice, nevertheless used methods varies. 

 

Keywords: InnoMade project, cultural creative industries, digitalization, COVID-19, museum 

European Commission’s Creative Europe framework program highlights the potential of 

creative economies. In this context, the status of museums as a core part of the creative 

economy has been studied across Europe by the Network of European Museum Organization 

(NEMO) in 2015 and 2017. This research on museums and the creative industries shows that 

museums’ role in the context of creative industries across Continental Europe has only been 

vaguely recognized. Even though collaboration with other creative industries was seen as 

advantageous, such partnerships were not top of the agenda for museum governing bodies. 

NEMO also investigated the impact of the COVID-19 situation on museums in Europe in 2020. 

Unfortunately, these studies conducted by NEMO do not include museums in Turkey. 

According to the data of the Ministry of Culture, there are total of 494 museums in Turkey in 

2021, of which 205 are public and 289 are private. This research, carried out within the 

framework of the project titled Innovative Museums for a Digital Europe (INNOMADE), aims 

to examine both how museums in our country are affected by the COVID-19 pandemic and 

the potential of our museums to cooperate with the creative and cultural industries in a 

digitalized Europe. The data required for the research will be obtained by using a 25-item 

questionnaire developed by the researchers based on the relevant literature and expert 
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opinions. Within the scope of the research, it is aimed to reach all public and private museums 

operating in Turkey, which constitute the research population, using an online questionnaire. 

Analysis of the survey data will reveal the cultural creative industries, digitalization capacities 

of museums in Turkey, and their level of resilience to the adverse conditions of the COVID-19 

pandemic.  

 

All presentations in this panel:  

▪ Healing children is also a bit of art, Sofie Vermeiren, M Leuven, Leuven, Belgium 

Keywords: wellbeing and enjoyment, power of art and creativity, sustainability, strong 

partnership 

▪ Case study - The Atelier, Monika Holzer-Kernbichler, Universalmuseum Joanneum, Graz, 

Austria 

Keywords: health, art therapy, art education, wellbeing, selfcare 

▪ Radio Bart - Look differently and see more with Radio Bart, Carmen Willems, Royal 

Museum of Fine Arts Antwerp, Antwerp, Belgium  

Keywords: look differently and see more, dialogue and interaction, visually impaired and 

blind, socially relevant, innovative 

▪ Enjoyment playing Barbie dolls at the Science and Technology Museum, Ana Daldon, 

Technisches Museum Wien, Wien, Austria  

Keywords: Barbie dolls, sexism, standardization, science and technology museum, playing 

▪ Museums and Dementia – Dementia friendly City and Culture, Linn Wittendorff, Aarhus 

Municipality, Denmark 

Keywords: cross-cutting partnerships with civil society, inclusion, power of art and creativity, 

identity, wellbeing, social communities 

 

Keywords: wellbeing and enjoyment, power of art and creativity, sustainability, strong 

partnership  

"Healing children is also a bit of art". These words were written by Art, a ten-year-old boy 

afflicted with a persistent rheumatic disease. This moving statement expressed a long-

standing awareness that healing requires more than excellent medical and paramedical care. 

It is therefore not surprising that M Leuven and UZ Leuven have joined forces. The role that 

art, creativity and enjoyment can play in a hospital and in the healing process of children is 

significant. In 2013, this led to the establishment of the Art for Children's Hospital Fund at KU 

Leuven University Hospital. The idea was to develop a sustainable art project together. With 

the arrival of the new children's hospital, a place was created where the children could relax 

and develop their creativity. The aim of this “Muse Room” is to allow the patients to escape 

from the harsh everyday reality for a while. The offer ranges from thematic exhibitions to 

meetings with artists and visual workshops. It is here, too, that M makes its contribution.  The 
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patients in the children's hospital may not be able to come to M Leuven, but we want to give 

them the opportunity to experience exhibitions. Based on themes and M's collection pieces, 

we bring exhibitions to the Children's Hospital Muse Room. Small exhibitions that run for 

about three months, include print versions of some of the works of art from M's collection. It 

is not the real thing that is hanging or standing there, but it does give you an idea. Current 

themes, such as the seasons, are discussed. And for these exhibitions, search games and 

assignments are made so that the young patients and their families can experience art in a 

creative way. We also organize workshops in this exhibition for the patients and their families.  

During this lecture, we would like to share with the audience our experiences of this project, 

in which wellbeing, enjoyment, art and creativity go hand in hand. 

 

Keywords: health, art therapy, art education, wellbeing, selfcare 

Project in cooperation with the art therapy department of LKH 2, location South. The 

connection between art therapy and art education began with the idea of founding a "Living 

Museum" in Graz. After many years of organizing creative projects for children, young people 

and adults in the education department of “New Gallery Graz”, we started the pilot project 

DAS ATELIER in 2018. Together with our partner, the art therapists of the LKH 2, providing long 

experience in clinical art therapy, we created a safe space for creative development outside of 

the hospital environment. The art education department of the “New Gallery Graz” seemed 

to be the perfect location for the project. 

Now, once a week, the studio becomes a location for DAS ATELIER – representing a physical 

and psychological space for stability as well as freedom, creativity and diverse impulses. DAS 

ATELIER creates a space for art-interested adults who suffered from mental illness. After they 

have been released from psychiatric treatment, they can express themselves in visually 

creating art with different materials. In that way we give them the opportunity to stay in touch 

with a community as well. The location in a public museum is a central aspect of the project, 

putting the focus on the artistic process, rather than focusing on illness or weakness. Including 

the exhibition, the visual work can be experienced from both sides: the actual artwork and 

own interpretations or personal expression in the studio. The process is professionally 

accompanied by art therapists and mediators. Over a longer period that combination triggers 

the participants to develop creatively by being in touch with art on a regular basis and at the 

same time building relationships within the group. 

"...and I am glad that it is not a hospital, not a therapy room, but simply a studio." (THE ATELIER 

participant) 

Further information in German: https://www.museum-joanneum.at/blog/das-atelier/  

 

 

https://www.museum-joanneum.at/blog/das-atelier/
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Keywords: look differently and see more, dialogue and interaction, visually impaired and blind, socially 

relevant, innovative 

Radio Bart - Look differently and see more with Radio Bart. The KMSKA wants to give every 

visitor a warm and stimulating museum experience. We amaze, enrich and connect across 

generations and cultures. Starting from everyone's individuality, we provide tools to 

experience the collection and make the visit personally relevant.  Bart Van Peer has worked at 

the KMSKA since 1992. As a visually impaired operator, he manned the reception desk. Bart 

slowly became blind but did not sit still: he presents at a local radio station and recites poetry. 

After Bart became completely blind it was necessary to revise his job description. That is how 

Radio Bart was born. A blind or visually impaired presenter takes place in a mobile studio in 

one of our museum rooms. The host starts a dialogue with the visitor. He asks stimulating 

questions and guides the visitor in looking at a work of art. This creates a different way of 

looking and seeing. How do you describe a brushstroke or color to someone who cannot see?  

Radio Bart gives the museum visit an extra dimension: looking at a work of art together with 

a blind person. At the end of the interaction, the visitor is left with a good feeling. The project 

is innovative because the blind and visually impaired form a bridge between the visitor and 

the fine arts collection. The presenters are fully-fledged mediators. Blind or visually impaired 

people are not approached because of their disability but based on their special talent: the 

talent to make 'a sighted person' see better.   Radio Bart reaches several types of visitors: 

those who enter a dialogue with Bart, the listener in the room, the art lover and the layman.  

Radio Bart has given a new, valuable turn to Bart's professional career. The museum wants to 

make the project sustainable. Other blind and visually impaired people will be trained as 

presenters. This makes Radio Bart a socially relevant and experimental project with enormous 

growth potential. 

 

Keywords: Barbie dolls, sexism, standardization, science and technology museum, playing 

The objects you would expect to see in the science and technology museum are right in front 

of you: the steam engine, airplanes, ships, the telegraph, mass production machines or, if the 

museum also focuses on technology used in the home, washing machines and fridges, but also 

a state-of-the-art technology such as a robot, we are not surprised if it greets us at the 

reception desk or is in some vitrine. Already seeing the toy as a technical object is less usual, 

but if it really is a game, then a construction game such as Lego or Matador. Or games 

representing technical themes such as models of power stations or atomic power stations or 

even models of model trains. Less usual still today are the - feminine connotations - dolls, 

occasionally entered to represent work, such as washerwomen or for their material or 

technical characteristics. Even less usual is to acquire dolls for their manifestation of today's 

socio-technical cultures or body canons. In this area Barbie plays an outstanding role. Working 

in different formats - be it exhibition or communication event, even playful ones - with certain 

types of Barbie dolls can promote an understanding of the society of standardization also with 

respect to the body, but also to sexism, and make even groups of children reflect on the 

unrealistic convictions. Playing with a selection of Barbies or Barbie-like Dolls, both historical 
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and contemporary, such as Barbie Fashionista with prothesis, the Lammily-doll, the Barbie 

Experimentierkasten, the Barbie Inspiring Women (all in the Vienna Museum of Technology-

Collection), etc., makes it possible to propose themes resulting from socio-technical studies, 

disability studies, fat studies, or gender studies to an audience of children and young girls, 

already offering an opportunity for in-depth study and reflection, and thus also protection 

from exposure to certain types of canons and social pressures. It is a joyful way, which can 

lead to individual and collective well-being. 

 

Keywords: cross-cutting partnerships with civil society, inclusion, power of art and creativity, identity, 

wellbeing, social communities 

People suffering from dementia have a great desire to be able to maintain the familiar 

everyday life, where you can continue to live the life, you have lived until the diagnosis. 

How can cultural institutions make a special difference for people with dementia and their 

relatives? 

Dementia Friendly City of Aarhus aims to spread awareness of dementia and support the city 

to become dementia friendly, so that people with dementia can continue to live an active life 

with meaningful activities. Aarhus stands together for dementia – volunteers, business, 

citizens of Aarhus, cultural institutions – We stand together to create a city where everyone 

can live a safe and dignified life. In 2017 Aarhus started the movement towards becoming a 

dementia friendly society. The movement requires a strong focus on cross-cutting 

partnerships, and there has been close cooperation in the field of culture, as art and culture 

can play a very special role for people with dementia. 

When dementia strikes, many senses are affected, and it becomes difficult to continue an 

active meaningful life. However, art and culture can do something special in the life of people 

with dementia and their relatives. Art is not one-sided and correct; perspectives are equal and 

give everyone equal opportunities. When cultural institutions get knowledge on dementia and 

what role the cultural institution can have in supporting people with dementia and create a 

space for equality, social communities, and a dementia friendly community. 

 

 



 14 | 42 

 

 

All presentations in this panel: 

▪ WORKSHOP Proximity and distance between mediators and visitor groups in digital 

museum tours, Jussi Ängeslevä, Moritz Skowronski, ART+COM AG, Berlin, Germany 

Keywords: guided museum tour, digital visit, mediation, hybrid communication, interactive 

workshop 

▪ Engaging landscapes - Reimagining the Connection Between Moesgaard Museum and its 

Surrounding Landscape, Zeynep Yılmaztürk, Antonio Caruso, Universitet Aarhus, Aarhus, 

Denmark  

Keywords: Memoryscape, multivocality, user experience design, audience engagement, 

edutainment 

 

Keywords: guided museum tour, digital visit, mediation, hybrid communication, interactive workshop 

What unique qualities can a digital visit have that otherwise would not be possible? How 

should the setting in live and digital mediation formats look like so that everyone can 

participate in the same way, and what are the limits of this communication? What effects does 

the digital space have on proximity and distance between art and cultural mediators and the 

audience group they are engaging with? This interactive workshop wants to address these 

questions and inspire conversations about the potentials of digitalization for mediation and 

education in the museum context. During the first part of the workshop, we exchange 

strategies and approaches to engage on-site audience in a guided tour form. The insights are 

then evaluated against digital participation using the prototypes and tools we have developed 

as a part of the research project NuForm. The research project NuForm, funded by Germany’s 

Federal Ministry of Education and Research, is focusing on interpersonal encounters and 

communication between physical and virtual museum spaces. Together with Berlin’s Natural 

History Museum, Art+Com Studios developed new formats for communication and interaction 

via various prototypes and experiments. By actively trying out our prototypes and 

technological solutions for remote guided tours the participants will slip into the roles of a 

museum tour guide and the visitor group, online or onsite in all iterations. Using the museum 

space as a playground, we quickly iterate different hybrid visit scenarios to build intuition what 

kind of dialogue in space transcends to digital, spatial experience. Finally, we reflect together 

how applicable the different strategies are, and how we can create a sense of togetherness in 

hybrid, guided museum tours.  
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Keywords: Memoryscape, multivocality, user experience design, audience engagement, edutainment 

In recent years, there has been a shift in the role and function of museums from being solely 

informative to being more dialogical and engaging. As Stine Høholt says in The Art Museum 

Today: Participation as a Strategic Tool “Museums have fundamentally changed their focus 

from objects to visitors.”. In order to comply with the needs of this shift, museums need to 

adapt and practice alternative ways of communicating knowledge. The aim of the presentation 

is to discuss new ways to engage museums and systems of locality through the exposure of 

the specific case of Moesgaard Museum and the relation with its surrounding landscape, 

constantly reshaped by people. It is based on a creative exhibition plan called Memories of 

Moesgaard developed as a university project by four students from Aarhus University. The 

exhibition focuses on the awe-inspiring landscape setting of Moesgaard Museum and its many 

possibilities to engage visitors in an explicit interconnection between its interior and exterior 

settings. The exhibiting plan includes the introduction of new landscape narratives based on 

shared knowledge mainly from locals, as well as scholars. This is proposed to be conducted in 

the framework of memoryscape theory, including several contextual changes, both physical 

and liminal such as street signs and brochures, treasure hunt maps and QR codes distributed 

through the already existing Prehistoric Trail and its features. These provide new narratives by 

including the locals in the exhibition design process communicating knowledge, stories, 

memories or rumors that enlarge narratives of Moesgaard. These suggestions hold the 

potential of a long-term multifaceted experience, encouraging visitors to enjoy the full 

experience of Moesgaard and its landscapes by deepening their knowledge with different 

perspectives. The presentation will suggest a potential experience design integrated into the 

Museum's existing good practices and as mediator for the social and natural setting. 

 
 

 

        
Vegetarian lunch and refreshments at Moesgaard Café 

 

     
Photo with all Conference participants at the museum’s central staircase    

 

        
Coffee, tea, water and cakes in front of the conference rooms  
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All presentations in this panel: 

▪ The power of making together, Sanna Valoranta-Saltikoff, The National Museum of Finland, 

Helsinki, Finland 

Keywords: the right to one's own culture, power of making together, giving power to decide 

to the children, accessibility through hybrid format events, joy of making together 

▪ Bringing Museums Close to the Elderly, Lila Heinola, Museum Centre Vapriikki, Tampere, 

Finland  

Keywords: outreach, elderly people, engagement, interaction, wellbeing 

▪ Beetle on a Needle – authentic objects in children’s engagement, Karsten Madsen, Mia 

Lindegaard Pedersen, Natural History Museum of Denmark, Copenhagen, Denmark 

Keywords: children’s enjoyment, use of authentic object, use of scientific methods 

▪ “Come, grab a cup of coffee” - The story about lucky accidents, Jelena Marković, Art district, 

Kraljevo, Serbia 

Keywords: audience engagement, intergenerational knowledge transfer, mediation, analog 

approach, hospitality 

▪ Takeover – Street Art & Skateboarding: Opening the museum to playful interactions, 

Christine Koblitz, Wien Museum, Vienna, Austria 

Keywords: participation, interactive, open space, audience engagement 

▪ The magic bike which brings art to the very young, Stéphanie Masuy, Ixelles Museum, 

Brussels, Belgium 

Keywords: playful educational project for young kids, outside the museum walls, co-creation 

guides and dancers, multisensorial approach of art, crowdfunding 

 

 

Keywords: the right to one's own culture, power of making together, giving power to decide to the children, 

accessibility through hybrid format events, joy of making together 

Why it is – not only important – but joyful to give the power to decide to children? The National 

Museum of Finland started collaborative process – a totally open-ended format – with Sámi 

school class which led to the Sámi National Day celebrations in hybrid format that reached 

almost 10 000 people around Finland and Europe. The National Day celebrations consisted of 

one-hour live-stream celebration hosted by the Sámi class pupils, excursions to the exhibition 

for the entire comprehensive school’s 650 pupils and video greetings by pupils and the 

Minister of Education in Finland. The project strengthened the participation of young people 

in cultural heritage and supported the cultural identity of Sámi children living outside the Sámi 

area. The event helped the National Museum reach school children and their families who, 
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despite a distance of only 3 km, had never visited the museum. The project brought children 

pride of their own culture, joy and enjoyment for the children and their families, but also to 

museum staff. The Sámi National Day celebrations was on the one hand one small micro 

program inside of the Mäccmõš, maccâm, máhccan – The Homecoming exhibition program on 

the other it was enjoyment and accessibility! It was from children to children, from Sámi 

culture to the whole world – no matter who or where you are. The National Museum of Finland 

opened exhibition Mäccmõš, maccâm, máhccan – The Homecoming in cooperation with Sámi 

Museum Siida in 2021. The National Museum of Finland returned over 2,000 Sámi artefacts 

from its collections to the Sámi community and Sámi Museum Siida. The exhibition celebrated 

this repatriation. The Sámi are the only indigenous people within the European Union Area. 

The Sámi Area called Sápmi, is the Northern region the Sámi inhabit within four countries. The 

National Museum of Finland is in Helsinki. The worlds southernmost Sámi school class is in 

Pasila just 3 km from museum.  

 

Keywords: outreach, elderly people, engagement, interaction, wellbeing 

In Tampere Museums we have 10 years of experience of producing outreach museum services 

for elderly people and how they affect the elderly.  I´ll demonstrate our highly designed 

products by practical examples and colorful photos. The products are museum packages for 

lending out (especially Sound Museum), Car Trunk Museum and Museum Moments via video 

calls. We have produced museum packages for lending out and marketed them well.  They 

bring variety and increase interaction at care homes. Sharing memories together reinforces a 

sense of togetherness and safety among the elderly. We have compiled several themed 

packages from the handling collections and photo archives. The elderly are interested in local 

history and old photos, changes to professions, old coffee cups and textiles, public art and a 

woman’s purse in the 1960s.  Our most popular products are the Sound Museums and the 

Moment in Nature. These materials are packaged in briefcases, and they contain sounds of 

animals, nature and human activities, music, the voices of Finnish radio hosts and actors. The 

Car Trunk Museum Exhibition is our specialty. We assemble exhibits from the items of handling 

collection and photos and place them in the trunk of a car. Each year we go on a tour and visit 

the yards of elderly care homes across the city. People are delighted by the special visit and 

share memories with each other. We produce Museum Moments directly in the homes of the 

elderly via video calls. During the Museum Moment the participants discuss and share 

thoughts with each other. We utilize museum exhibits and items from handling collections. 

The experience of participation and interaction with other humans is important for people of 

all ages, and with the museum moments we strive to specifically reduce the feelings of 

loneliness and detachment in the elderly. 
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Keywords: children’s enjoyment, use of authentic object, use of scientific methods 

Beetle on a Needle – authentic objects in children’s engagement At the Zoological Museum (a 

part of the Natural History Museum of Denmark) we display a small part of the museums 

extensive collection. The specimens are often, displayed out of reach and behind glass, to keep 

them safe. Sensory and hands-on experiences is a key part when children become interested 

in a subject, there for a visit without these experiences can be a barrier for children’s 

enjoyment and learning at the museum.   Beetle on a Needle is an example of an activity at 

the museum where children use real specimens (beetles) and authentic methods in mounting, 

identifying, and displaying to experience the sensory thrill of handling insects and becoming 

collection managers. By bringing home their creation a link is formed between museum, 

research, and the everyday experiences of children. We will present the Beetle on a needle 

concept and the several layers of enjoyment experienced by the participants, and how this 

activity contributes to their curiosity and understanding of the scientific process and role of 

the museum.  At the Zoological Museum we use “Beetle on a Needle” as an integrated part of 

the Birthday Expedition the concept aimed at children aged 6-12. 

 

Keywords: audience engagement, intergenerational knowledge transfer, mediation, analog approach, 

hospitality 

This presentation shows the pains and gains of planning and executing the workshop "Come, 

have a cup of coffee" in the National Museum Kraljevo in May 2019. that will be revived in 

September 2022. This workshop targeted high schoolers aged 15 to 18 to explore the nature 

of young people's attitudes towards heritage so it could prevent losing the connection with it 

as well as create a new bond. The initial idea was simple, design an inclusive, enjoyable, safe 

space for exploring the youth's thoughts. The coffee culture in Serbia seemed like a suitable 

context that the youth could fit into without feeling pressured to attend. The author of the 

workshop created a usable collection so that the participants could have a tactile experience 

during the workshop. The author tried to get participants to feel welcomed, get them in a 

relaxed homelike state, and ease the knowledge transfer process. They would grind the coffee, 

brew it in the "Balkan way," drink it and eat traditional homemade cookies.  The workshop's 

topic was the origins of coffee consumption in the Balkans, what behavioral patterns it creates, 

and how it affects our day-to-day life. However, participants gradually opened different topics, 

such as conversations about applied arts, feminism, religion, and even the economy.  Through 

the lucky mishap of having the workshop within the exhibiting room, museum personnel and 

visitors felt invited to come over for a chat or a cookie, so participants had an opportunity to 

hear some unique stories. Inspired attendees from the Highschool of Economics in Kraljevo 

backed up this observation by recreating the entire workshop independently, without any help 

from the museum, for the students and active and retired professors. Which showed the 

potential of this method for bridging the gap between the youth and tradition and the 

generational gap among museum visitors, leaving an open space for knowledge transfer in an 

enjoyable and informal setting. 
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Keywords: participation, interactive, open space, audience engagement  

When the old Wien Museum opened its doors for the last time in summer 2019, the galleries 

had been emptied for the renovation and expansion project, affording unprecedented 

opportunities for interaction. More than 20,000 ft2 were turned into a playground for street 

art and skateboarding – two subcultures that appropriate unused areas and challenge our 

understanding of participation in public space. We invited prominent protagonists to 

transform the museum, allowing everyone the opportunity to discover the scenes in entirely 

new ways. The building was split into two zones: on the ground floor, it was DIY; on the first 

floor, there was a "Hall of Fame." Vienna was the focus. More than 30 artists – all stalwarts of 

Vienna’s Street art scene – took possession of the museum’s walls. Old exhibition furniture 

was turned into a skate park using concrete. There was much to discover and much to do – 

from guided tours to workshops on various street art techniques to concerts, breakdancing, 

art-fairs and lots of other events.  It turned out to be a unique experience and huge success. 

Located right in the city center it became a meeting place for senior citizens and young people 

alike. Children dragging their parents to the museum, groups enjoying painting sessions and 

artists constantly adding new pieces to the walls. Being neither a typical exhibition nor an 

abandoned space, but an urban playground for creativity.  

https://www.wienmuseum.at/en/exhibitions/exhibition-archive/detail/takeover-street-art-

skateboarding  

 

Keywords: playful educational project for young kids, outside the museum walls, co-creation guides and 

dancers, multisensorial approach of art, crowdfunding 

You’re never too young to gaze in wonder! That’s why, during its closure due to renovation 

works, the Ixelles Museum’s (Brussels, Belgium) guides are getting in the saddle and heading 

to nursery and primary classes (3- to 7-year-olds) with Wheelie, the museum’s electric cargo 

bike. Its box is full to brimming with fun things, like games, musical instruments and 

reproductions of works from the collections. A range of five educational activities related to 

five different artworks have been designed to give children a varied introduction to art. The 

little ones are invited to discover the collections of the Ixelles Museum with a mix of wild 

dances, mysterious magic formulas, colorful and intriguing paintings.... The animations were 

co-created by guides and dancers and emphasize a multi-sensory approach. This project is also 

a good way to reach teachers who are not so familiar with museum visits to encourage them 

to return when the institution will reopen. Its realization was supported by a successful 

crowdfunding campaign. 

 

  

https://www.wienmuseum.at/en/exhibitions/exhibition-archive/detail/takeover-street-art-skateboarding
https://www.wienmuseum.at/en/exhibitions/exhibition-archive/detail/takeover-street-art-skateboarding
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All presentations in this panel: 

▪ Accessibility to Place and Works of Art through Multisensory Experience, Karen Bergman, 

Solomon R. Guggenheim Museum, New York, USA 

Keywords: accessibility, inclusion, design, community 

▪ The Science of Enjoyment, Niels Kristian Egense Møller, Moesgaard Museum, Højbjerg, 

Denmark 

Keywords: brain, manipulation, motivation, learning, fun 

 

Keywords: accessibility, inclusion, design, community 

Toward the aim of increasing accessibility, this workshop will provide tools for designing and 

developing programs, content, and experiences for inclusion. Through the lens of the Mind’s 

Eye program for participants who are blind or have low vision, which began at the Guggenheim 

Museum in 2008, we’ll explore together how to build content with and for specific audiences 

with disabilities. Examples will be given for better serving various audiences through both in-

person and virtual programs and learnings that took place while hosting programs on various 

platforms during the pandemic and beyond. Additionally, we’ll discuss designing museum 

content for visitors with disabilities that empowers individualized experience in museums, 

including through audio tracks such as verbal descriptions of collection work as well as the 

audio project “Mind’s Eye: A Sensory Guide to the Guggenheim New York.” We’ll also touch 

on hands-on responsive interpretive spaces, and, above all, how inclusive and human-

centered design benefits everyone. 

 

Keywords: brain, manipulation, motivation, learning, fun 

The brain is a wonderful machine, and like all machines it can be manipulated. From 

pedagogues to demagogues the human brain and, in part, human feelings have been targets 

for manipulation, misuse, and abuse. The science of HOW this happens has its root in both 

pseudo-science and real, but with increased funding from governments, universities, and 

marketing departments, knowledge of the brain, and research in it, has spread further afield. 

Now psychologists have hard science to back up their findings and results. Pedagogues have 

proof of inner workings. Educators knows what makes students motivated. There is still a 

multitude of problems and puzzlements with and about the brain, and we still don’t know all 

its secrets, but we know what makes it feel good! 

During this talk museum educator Niels Kristian E. Moeller will take you through a full range 

of discoveries and tools to facilitate fun, fear, and learning in students, visitors, and co-workers 

alike! 
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Keywords: engagement, co-determination, visitor-control, selfie-friendliness, Instagram-moment 

Although some may scoff at the idea of this self-centered approach, it really misses the point. 

Because if a museum curates hash-taggable content and selfie-friendly images, then the 

conversation does not restrict itself to attendees alone and it can begin to have an impact on 

the wider public discourse. So, it is not a question of lowering expectations or playing to a 

public with an ever-decreasing attention span. It is more about offering something enticing 

that gets people talking and sharing online instead. After all, social media is the new word-of-

mouth.  And can you think of a better, easier and affordable way for educational actors, to 

become more accessible and help people to think about often serious subject matter in new 

ways? Let’s think about the Getty Challenge, which is mentioned in over 65,000 Instagram 

posts or the success of pop-up museum in recent years. What can we learn from this?   In our 

workshop, museum professionals dive into the world of social media friendly cultural 

experiences. Not only will trending social media content be presented and analyzed; groups 

will create the unforgettable Instagram moment for this CECA Conference! 

 

Keywords: mental wellbeing, open up, mindfulness, interaction/exchange, creative tools 

With this program our museum aims to contribute to an open dialogue on mental health, 

based on Vincent’s life story and art. With him as a starting point, we also aim to foster 

enjoyment, offer creative tools, and embrace diversity. ‘Open up with Vincent’ features a 

range of activities at the museum, on location at healthcare institutions and online, such as 

mindfulness sessions, painting workshops and online lessons for schools. All the activities have 

been developed in collaboration with young adults, associations and professionals specialized 

in mental health.  In our workshop, we will share our research and process for the program. 

We will also demonstrate our latest activities and talk about what we learned from the young 

contributors to our program. During our workshop the participants will be able to experience 

a mindfulness session, a drawing exercise and an interactive lesson. 
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All presentations in this panel: 

▪ Teddy bear taxonomy – identifying new species from the nursery, Anne Katrine Gjerløff, 

Mogens Trolle, Natural History Museum of Denmark, Copenhagen, Denmark 

Keywords: engagement, informal learning, scientific concepts, children's culture, zoological 

taxonomy 

▪ Making a children’s exhibition: the ordinary is extraordinary, Sophie Giroux, Museé de la 

Civilisation, Québec, Canada 

Keywords: free play, wonder and joy, object-based learning, feeling at home at the museum 

▪ Release your inner child: creativity, joy and healing during the Nightwatch Museum Take 

Over at FOMU, Naomi Vandenbroeck, Leonie Delaey, Fotomuseum Antwerp – FOMU, 

Antwerp, The Netherlands 

Keywords: participation, playfulness, creativity, museum take over, challenging the status 

quo 

▪ The Learning Universe of H.C.Andersen’s Hus and Ville Vau, Mette Kronborg Vedel 

Kiilerich, Cecilie Horup Skøtt, H.C.Andersen’s Hus, Odense, Denmark 

Keywords: teaching, Hans Christian Andersen, children, philosophy, play 

 

Keywords: engagement, informal learning, scientific concepts, children's culture, zoological taxonomy 

Nurseries and children’s rooms are stuffed with animal toys and a teddy bear is often the 

child’s best friend. How can we build on these strong relations between child and animal to 

communicate key parts of science to our youngest visitors?  Taxonomy is a fundamental part 

of biological research and collection but is notoriously difficult to explain to both adult and 

young visitors.  In a series of Teddy Bear Taxonomy events, we invited our visitors to bring 

their stuffed toy of all kinds to the Zoological Museum to meet the Teddy Bear Zoologists and 

to learn the species name and taxonomic classification of their favorite stuffed toy. As a part 

of the event all the toy specimens got a handwritten and stamped identification tag for the 

child to take home, as a souvenir of the museum experience.  Through individual dialogue 

between museum staff and the children we created a personal and emotional interest in 

knowing about taxonomy: how can I know what species my toy is? What is its scientific name 

and what does this mean?  With Teddy Bear Taxonomy we brought a complex scientific 

concept down to earth and created an informal and fun way of talking about animals and 

science, where both the children and the staff activated their expert knowledge about the 

specimens. The events also revealed an insight into the biodiversity of nurseries as well as 
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identifications of entirely new “species”, and as such was a joyful experience to both visitors 

and museums staff. We will present the concept and experiences of The Teddy Bear Taxonomy 

events to inspire others not to be afraid of alternative, non-scientific and informal methods in 

museum engagement. 

 

Keywords: free play, wonder and joy, object-based learning, feeling at home at the museum 

It is a given: for children to feel welcome in museums, they need a space where they can play 

around. When renewing its children’s space, the Musée de la civilisation started out with an 

idea: what if this space became an actual exhibition? An exhibition with real artifacts, just like 

any adult can enjoy. The creation of this brand-new exhibition, “Ma maison” (“My Place”), was 

an exercise in experimentation: can artifacts from our collections foster a sense of wonder in 

our young visitors? Can children be allowed to play and explore freely, without any specific 

instructions? Will they be able to both learn and enjoy themselves?  

At the beginning, one fact was obvious: children learn better when they are happy and 

interested in what they encounter. Fortunately, they are also great at being naturally curious. 

The slightest spark might become a great storm of discovery and learning. We also know that 

museum artifacts can be just the thing to ignite that spark: we just had to arrange a meeting 

between children and those objects in fun, interactive ways.  

When it comes to being happy, it comes with the territory: when a space is designed with 

children and families in mind, it becomes a natural place to hang out.  

By the end of the presentation, we aim to share the insights and the pedagogical principals 

which guided us in creating “Ma maison” (“My Place”), and how it helps make the whole 

museum (not just the children’s exhibit) more accessible and more enjoyable to children and 

their grownups. 

 

Keywords: participation, playfulness, creativity, museum take over, challenging the status quo 

What happens when 15 young artists release their inner child in a museum? How can 

museums stimulate child-like creativity and playfulness? And what is the effect on its visitors? 

In April ‘22 FOMU Antwerp hosted their annual Nightwatch Museum Take Over. Nightwatch 

is a participatory program: the full organization is in hands of a team of 5 Young Entrepreneurs, 

students and young professionals aspiring to change the narratives in museums today. This 

presentation covers the good practices we take away from the CHILD-ISH museum take over. 

We touch on the participatory foundations of the Nightwatch program, the importance of co-

creating with young talents and their networks, the value of bringing playfulness inside your 

exhibitions and events, and the necessity of representation and safe(r) spaces within the 

museum walls. The theme of Nightwatch ’22: CHILD-ISH. 15 young artists (16-26y) hijacked 

the museum with their creations. During a creative coaching program of 2 months these 



 24 | 42 

 

upcoming talents created new work to present during the CHILD-ISH museum take over. The 

guidelines were: forget everything you know about exhibitions and museums, draw outside 

the lines, let your inner child free!  The result: an out-of-the-box museum experience including 

an automated skipping rope, a sculpture made of teddy bears, a painting built on 15 oranges, 

a sleepover party performance, dreamlike paper garlands, poems reminiscing on childhood, a 

bouncing castle, candy necklaces and so much more. Personal and universal takes on what it 

means to child-ish or childlike. Purity, playfulness, wonder, being unrestrained, intuitive and 

free; but for some it’s also associated with childhood trauma, coping mechanisms, naivete or 

immaturity. The CHILD-ISH exhibition included these many different facets of childhood and 

left visitors feeling joyful, carefree, recognized, surprised, touched. Some described their visit 

as a healing experience. 

 

Keywords: teaching, Hans Christian Andersen, children, philosophy, play 

The new Hans Christian Andersen House is not a traditional museum. One of the main 

exhibition concepts is, that we do not only speak about Andersen, but also as Andersen. 

Therefore, the guided learning tours in the teaching department “The Universe of Learning” 

are anything but traditional. The tours are constructed like an Andersen fairy tale, we go into 

dialogue with the students, like Andersen did with his readers, and the activities, in which the 

students participate, are based on Andersens own artistic methods. Hear more about the 

Universe of Learning from curator Mette Kiilerich and communicator Cecilie Skøtt. 

 

 

All presentations in this panel: 

▪ Fill the blanks by leaving them open, Tam Vibberstoft, Artist, Mårslet, Denmark  

Keywords: engagement, performance, awkwardness, uninvited, future 

▪ The Admitted, Sara Heil Jensen, Oslo University, Oslo, Norway 

Keywords: motivation, schools, learning, reasons-to-go 

 

Keywords: engagement, performance, awkwardness, uninvited, future 

From the perspective of the artist Tam Vibberstoft talks about her working method of filling 

the blanks by leaving them open. The method refers to a way of designing experiences with 

space for uncertainty. By leaving blanks in the meeting with an audience one leaves room for 

interaction. It takes courage for the maker to give up control of the experience, but when it’s 

done well, it creates room for the uninvited and heightens the accessibility of the work. 

Producing open-ended experiences will invite the audience to engage and fill the blanks. This 

engagement is a key quality of future society. It’s empowering and gives the audience a sense 

of agency. In this talk Tam will share experiences of working with audience engagement in 
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performing arts and present examples of joyful audience encounters with theoretical 

references. Key points are room for the uninvited and staying with the awkwardness. 

www.tamvibberstoft.dk 

 

Keywords: Motivation, schools, learning, reasons-to-go   

Since Knowledge and Learning are cornerstones in our educational system, it is not surprising 

that many school classes passes through the gates of our museums every year. Most museums 

offer an educational program, has all sorts of educational resources on site and online, and it 

is common in many countries for the government to financially support school visits at 

museums. The museum visit becomes a mandatory visit, with a very specific purpose. The well 

know model from John Falk’s “Museum and the visitor experience“ analyzing museums 

visitors and their motivations, do not describe this large and heterogenic group we call “school 

children”, that most have one thing in common: They are not here by choice! They have been 

admitted to this experience, whether they like it or not. 

It seems that both the schools and the museums have taken upon themselves to define, what 

they believe to be both the goal and motivation for these students.  “Learning goals” is an 

expression often used in both exhibition design and school curriculums, the criteria of success 

is clear - learning- and thus this becomes the motivation. But who’s motivation are we talking 

about? The teachers? The museum educators? Or the students? And are they enjoying 

themselves? Mandatory experiences (jury duty, military duty, taking out the trash ect.) tend 

to be characterized by rather low expectations.  These low expectations are in the risk of being 

transferred to the students’ general attitude towards museum visits, reproducing the 

assumption that museums are “boring”. 

This talk is about the project “de tvangsindlagte” (The Admitted), and about reconsidering our 

motivations and criteria of success behind educational programs. 

 

Keywords: curiosity, creativity, game, interactive 

In the workshop titled "Those Who Are Curious About the Museum", information is given on 

how they can tour the education effectively and comprehensively, and it is aimed to make the 

museum a social part. In the workshop, which starts with an acquaintance event, the 

participants will be divided into groups and construct an interactive exhibition tour and game 

suitable for various age groups with the information and materials given. At the end of this 

workshop, the teams will have the opportunity to make presentations to each other and share 

their intellectual and physical experiences during the production process. This workshop is 

based on interpretation and creativity. It will be possible to support creativity while evaluating 

the works. In this way, they can think about how the works in the museum can be examined 

http://www.tamvibberstoft.dk/


 26 | 42 

 

in different branches by bringing together teamwork, observation, and questioning skills with 

imagination and creativity. 

 

 

Keywords: interactive, inspiring, reflective, practical 

The COVID-19 pandemic posed many challenges as museum closures were necessary for 

several months.  Despite these closures, many museum faculty and staff members began to 

creatively approach the museum’s role in community life by creating a variety of online 

programming options, brainstorming and then implementing ideas on how to use spaces in a 

pandemic safe manner, and reinventing the museum to help their neighbors in need.  

Analyzing the findings from interviews of museum faculty and staff in museums in the United 

States, what can these case studies show us about how to create joy amid stress and difficulty?  

After sharing the case studies from the United States, ICOM participants will be invited to 

share their own experiences to see what programs and online resources were successful 

during the pandemic and how those programs have continued.  Which programs were 

successful in creating joy during the pandemic?  Which were not?  This interactive session will 

be a time to reflect, learn and share experiences.   

 

 

       
Coffee, tea, water and croissants in front of the conference rooms  
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All presentations in this panel:  

▪ Happiness is all about Connecting, Chun-Hui Wang, National Taiwan Museum of Fine Arts, 

Taichung, Taiwan 

Keywords: connections, interactions, creative learning material, museum educator 

▪ Curriculum Based Fun Learning at Rashtrapati Bhavan Museum (President House 

Museum), Shubha Banerji, Rashtrapati Bhavan Museum, New Dehli, India 

Keywords: Rashtrapati Bhavan Museum, fun learning, micro program, students, curriculum 

▪ My Ateneum – distance-learning museum visits for students in the fifth and sixth grades, 

Mari Jalkanen, Inka Yli-Tepsa, Finnish National Gallery, Ateneum Art Museum, Helsinki, 

Finland 

Keywords: long distance learning, program for schools, open-ended discussion, 

participatory, inclusion   

▪ The 10 - Wonder for everyone, Veerle De Meester, Royal Museum of Fine Arts Antwerp, 

Antwerp, Belgium 

Keywords: quest for children, playful and multi-sensory, imagination, original and 

unique/out of the box, visual artist 

▪ Rubber Stamp Stations in an Exhibition-Passport, Christine Brehm, City Museum Erlangen, 

Erlangen, Germany 

Keywords: enjoyment, self-guided, extra track for young visitors, always available 

 

Keywords: connections, interactions, creative learning material, museum educator 

Most adults in Taiwan think of museums as informal educational places which means the main 

goal for visiting museums is to strengthen what their children have learned in schools. In such 

circumstances, it is hard for them to see museums as relaxing and interactive space, no 

mention to improve their wellbeing. In recent years, some museum educators try to flip the 

mission of museum: Is there any possible for museum educator to take actions to modern 

crisis? What else can we provide for audience in the museum? Some museum educators in 

Taiwan try to make the museums become healing and joyful. Museum educators have faith 

on themselves as facilitators who can encourage people to find out something interesting from 

collection. In order to engage various audience, museum educators also make an effort to 

reinterpret objects from the past and reconnect it with current society. From my perspective, 

the priority of enhancing enjoyment in museums is to ignite more interactions with various 

connections. If we, the museum educators, can show how to connect with people, objects, 

spaces in museum, maybe people can be fulfilled and then try to connect and conduct in daily 

life. When people know how to make connections happen everywhere, the interactions 

among society would be frequent and then everyone would be joyful, thankful and mindful.  

My main goal in museums is to make people interact with intimate relatives or indifferent 
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people though exhibitions, events and learning materials. This presentation takes two projects 

I have done in National Museum of History and National Taiwan Museum of Fine Arts to show 

how the museum educator encourage frequent interactions among children and adults with 

innovative methods and make dialogue keep going on. 

 

Keywords: Rashtrapati Bhavan Museum, fun learning, micro program, students, curriculum 

In India, every year, large groups of school children visit few selected museums as part of their 

educational excursion. Most of them don’t have any prior knowledge of museums and simply 

pass through the galleries. Recently, however, things have changed. In metropolitan Indian 

cities, big museums are offering well-planned educational activities where a dedicated 

educational team works on creating engaging sessions. Rashtrapati Bhavan Museum is a newly 

opened museum with limited infrastructure and strict security protocols to consider before 

planning large educational programs. Our strength was that RBM was built to be an interactive 

museum. Interactive technologies like Holograms, VR, AR, multi-touch, multimedia, 

interactive kiosks etc. allow the exhibit content to be highly interactive and engaging. Our 

education team developed educational programming to accompany these interactive sets. 

Since we didn't have a museum website or social media page, it was challenging to inform the 

public about our educational programs. So, we offered our educational programs first to the 

children of the staff members' residing inside the Rashtrapati Bhavan Estate.  Then, we 

contacted schools in the nearby areas of our museum. These schools are only allocated a 

budget for one annual museum visit and allowed only half day excursion. Therefore, we 

created one hour of micro program modules aiming at speed learning. Furthermore, such 

micro programs worked perfectly for us since we didn't have the infrastructure and staff to 

offer elaborate educational programs in our newly opened museum.  The objective of these 

micro programs was to keep the attention of young children and complement their curriculum 

learning in a fun manner. We arranged pre-visit sessions with the teachers and planned 

activities that would appeal to them. Workshops were designed based on the curriculum. My 

presentation will elaborate on the successful micro events which we ran for every month from 

2017 through 2019. 

 

Keywords: long distance learning, program for schools, open-ended discussion, participatory, inclusion   

Museums are key out-of-school learning environments. They have expertise in working with 

children and young people, and teachers know how to use their services. Most people are 

familiar with museums as places where we gather to view art together or to attend a workshop 

in a shared space. What will happen if the physical presence that museums afford, the 

participation and inclusion of children and young people, is pursued virtually? Is it a feasible 

proposition? My Ateneum is a project that investigates how interactive engagement and 

learning can be achieved when a guided tour is conducted virtually in the classroom. Launched 



 29 | 42 

 

in autumn 2021, the project has already succeeded in answering several questions. We now 

know that a lively and in-depth discussion about art is possible even with a large class. We 

have also learned that, instead of a single meeting, it is better to use a structured program 

with alternating classwork and virtual meetings with a guide. We set up a website for the 

project that allows teachers to implement a cross-curricular teaching package that considers 

the needs of different learners. Some of the materials on the website are intended for pupils 

and feature an instructor who is a well-known youtuber popular among the age group.  Of the 

many goals we set for the project, number one was to support inclusion. All content is linked 

to the school pupils’ own sphere of experience. A good example is comparing the image of 

Finland and Finnish culture as it is presented in art history with the pupils’ own observations 

of their environment. Main learning objectives in the project involve grasping the concepts of 

museum and collection and the promotion of visual literacy. For the latter we have used two 

methods in particular: Open-ended discussion method Visual Thinking Strategies (VTS) and 

drawing from observation. 

 

Keywords: quest for children, playful and multi-sensory, imagination, original and unique/out of the box, 

visual artist 

When it reopens in September 2022, the KMSKA will present an adventurous, playful and 

humorous quest, designed for children from 6 to 12 years old. Children and their families 

explore the museum with a booklet full of surprising assignments and challenges that bring 

them closer to the works of art. The goal: a visit to the museum in which children can sing, 

draw and above all fantasize. For the elaboration of the project, we work together with visual 

artist Christophe Coppens. With 'The 10', Christophe gives a personal and inventive view on 

the collection. Christophe selected ten works of art, spread across the museum rooms. Details 

from these paintings formed the basis for his creations. A large fly hiding behind a picture 

frame, a moving hand emerging from the wall, a skull you can crawl into, a poop singing opera 

and six other daring installations are in the room of the artwork they refer to. The ten 

installations are very different and unique and appeal to the children's imagination. It is very 

surprising that the details to be found in the paintings are several meters in size. Unlike the 

works of art in the museum rooms, Christophe's objects can be touched. The design and the 

materials used invite to do so. This creates a multi-sensory experience in which children can 

feel, hear, see, ... For example, a detail of two camels from an altarpiece by Peter Paul Rubens 

is worked out as a velvet sofa in which the heads of the camels are incorporated like teddy 

bears. Children can lie down and cuddle the camels. For the execution of the objects, the artist 

called on the know-how of the scenographers of the Royal Monnaie Theatre. Thus, this project 

became a fine exchange between two major cultural institutions. The original design and 

approach make this project unique. They are visually strong objects but in the choice of details 

and the location of the objects, account was always taken of the other works of art in the 

exhibition rooms. 
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Keywords: enjoyment, self-guided, extra track for young visitors, always available 

Visiting the exhibition:  "Language and Speech Development of German Language" with a 

joyful rubber stamp booklet. The printed colorful booklet appears like an original passport and 

is given gratis to the visitors. It allows to participate in the sophisticated content of the 

exhibition. The stamps imitate the "travelling" of the words through thousands of years. The 

German name is Reise(S)pass. Reisepass means passport - Reise(S)pass can be translated as 

the joy of travelling. It is made for children from the age of 8 and older. Using the passport 

young visitors are offered an extra track to participate and explore.  Every stamp gives a sense 

of achievement - it gives them a real lift! Small groups of children or families can interact while 

gathering stamps in their passports. The passport can be used for single visitors or at museum 

events as a special offer.  A positive experience is created!  The passport did not need to be 

supported or executed by educators it is made from museum educators. Every young visitor 

can do it as quickly or slowly as he or she likes. - The printed booklet allows to communicate 

the exhibition via social media easily. 

 

 

All presentations in this panel:  

▪ Slow-Looking, Visual Inquiry and Personal Discovery: Joyful Experiences with Art, Claire 

Bown, Gundy van Dijk, Thinking Museum, Amstelveen; Van Gogh Museum, Amsterdam, The 

Netherlands 

Keywords: slow looking, visual inquiry, personal discovery, thinking routines, art engagement 

▪ Enjoyment and employment in museums: the benefits of apprenticeships and work-based 

learning, Jenny Pistella, Westminster Adult Education Service, London, United Kingdom  

Keywords: apprenticeships, diversity, workforce, educators 

 

Keywords: slow looking, visual inquiry, personal discovery, thinking routines, art engagement 

Museums are exciting, dynamic spaces full of wonders and curiosities for visitors to 

understand and engage with. However, museums have become very busy over the past 

decade and with the rise of the ‘blockbuster exhibition’ art viewing has become more like 

consumption rather than enjoyment.  Given the opportunity to slow down, participate in 

shared discussions and make connections, visitors of all ages can have deeper and more 

enjoyable experiences in the museum with art. It’s very easy to brush off an artwork with ‘I 

just don’t get it’, but given the opportunity to stay a little longer, look a little harder; visitors 

will ultimately have a more engaging experience. We will begin this workshop by exploring the 

3 foundations for engagement of the Visible Thinking in the Museum method - slow looking, 
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shared visual inquiry and personal discovery. We will explore how to create memorable and 

enjoyable art experiences through creating connections with us, with others, with art and 

ideas. This workshop will explore how to move participants from a passive into an active role, 

happily observing, interpreting and wondering about art.  We will then spend time slowly 

exploring a single artwork with a variety of thinking routines to structure deep, enjoyable 

conversations. There will be time for further reflection, questions and conversation at the end 

of the workshop. Looking at something slowly and carefully is a really rewarding process – the 

more you look, the more you see and the more enjoyable it becomes. 

 

Keywords: apprenticeships, diversity, workforce, educators 

Working in museums can be joyful and wonderful but also stressful and under-resourced. How 

do we encourage a diverse range of young people into the sector to find their own joy and 

passion for working in museums? The museum and heritage sector needs to embrace and 

champion more diverse routes people can take to find work in museums and heritage sites. 

Work-based learning and apprenticeships programs are a great way to diversify our workforce 

and offer opportunities for people to train, whilst working, so they can offer new skills, 

experiences and offer new perspectives of how collections, sites and spaces can be enjoyed 

by all. In this presentation I will talk about the benefits and challenges of work-based learning 

programs, using examples of the courses we run at Westminster Adult Education Service. We 

offer a range of Cultural Heritage apprenticeships and work in partnership with organizations 

like Tate, British Library, National Gallery and the Imperial War Museum. I will talk about how 

it’s important to encourage young people to discover, celebrate and share what they love to 

learn and experience in museums. 

 

Keywords: behind the scenes, exhibition in the making, architecture, AV design, in-house-production 

Moesgaard Museum's Exhibition Design Studio carries out assignments for several Danish and 

international museums. 

Ole Birch Nielsen, head of the studio, will introduce the studio's methodology and then show 

visitors around the studio's workshops. 

To shape the best experience for our audience a continuous dialogue and collaboration 

between the curators, the mediators and exhibition designers is required- how can we ensure 

the best possible framework for such collaboration? 

Get a little sneak peek to our upcoming exhibition “Out of the Chaos”. 
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Keywords: digital, museum, everyone, playful, worldwide 

Micro-Folie is a digital and interactive disposal, which brings together thousands of artworks 

from all over the world. This digital museum places human contact at the heart of its project. 

This tool has been conceived to meet publics with disabilities or deprived of cultural offer. 

Hundreds of Micro-Folies have been implanted worldwide in rural or difficult areas. Some 

mobile versions of Micro-Folie also exist now: they can be moved anywhere! The device has 

been designed with many playful possibilities, and the cultural mediators who use it with 

audiences can develop a very wide range of interactive approaches. A large screen permits 

sharing artworks and associated content while several tablets can be used by the participants. 

Digital is a tool to discover, a way to initiate, and not a purpose or a goal in itself. This hybrid 

disposal - in which technology is at the service of human contact - is a strength. During the 

workshop, we would like to invite the participants to discover the tool and live different 

activities. After which we can discuss the opportunities brought to us by the digitalization of 

art works and its access in museums. We will also share our experiences with varied types of 

audiences (children, adults, seniors, disabled, impeached newcomers and low-income 

earners). We will share games and ideas to bring people together through the art pieces of the 

Micro-Folie and bring up the question of learning through playing at any age.    

 

 

       
Vegetarian lunch and refreshments at Moesgaard Café 

 

   
Stroll through the exhibitions, take a little walk on the museums roof or enjoy the view from the top of the 

museum    

 

       
Coffee, tea, water and cakes in front of the conference rooms  
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All presentations of this panel:  

▪ Power of enjoyment - Best Practices in Finnish museums, Tiina Hero, Tuuli Uusikukka, 

Uusikaupunki, Helsinki, Pedaali ry, Finland  

Keywords: edutainment, interaction, wellbeing, educator, experience 

▪ Museum together, Petra Fuchs-Jebinger, Weltmuseum Wien, Wien, Austria 

▪ Curating Joy- Audience Engagement at Turku Castle, Bengt Selin, Susanna Lahtinen, Turku 

City Museums, Turku, Finland 

Keywords: edutainment, museum education, approachable, engaging 

▪ The Pleasure of Panoramas, Sabine van der Hoorn, Panorama Mont des Arts, ScenoScience, 

Brussels, Belgium 

Keywords: Access to rooftops, long views with surprising images, playful landmarks in public 

spaces, treasures revealed in the collections 

▪ We are a moving company, Wencke Maderbacher, Moesgaard Museum, Højbjerg, Denmark 

Keywords: program development, behind the scenes, team structure, audience engagement 

 

Keywords: edutainment, interaction, wellbeing, educator, experience 

The Finnish Association for Museum Education Pedaali ry would like to bring a collection of 

best practices from the world of Finnish museums in the themes of active and engaging 

museum visits, enhancing wellbeing and social interaction in museums and learning through 

engagement. Most museums are very small and there are no educational or outreach 

departments, but everyone does everything. Finnish museums have very low hierarchies and 

where there is a department for education and mediation, the educators working there have 

a very versatile job description of engaging live and digitally with audiences of all ages. Many 

museums have combined entertainment and education making learning fun and easy. There 

is less of traditional lectures and one-sided guided tours, more of thought-provoking, active, 

audience engaging and co-creative programs, exhibitions and new forms of museum activities 

in Finnish museums.  Pedaali will gather examples from all around the country from small and 

big; history, art and theme museums of the versatile audience engagement that is done to 

increase enjoyment and interaction in museums. The examples include e.g., the newly opened 

Leikki. The museum Leikki is dedicated to childhood, toys and play. The museum offers 

interesting, nostalgic and touching cultural experiences for all ages. Both with its insightful 

temporary exhibitions and with its surprising main exhibition, Laboratory of Play, the museum 

acts as a mirror of childhood in different times. At Leikki visitors can meet their inner child 

through a variety of events and services. Another example will be the European Museum of 

the Year nominee Archipelago Museum Pentala which is located on a beautiful island in the 

Baltic Sea. The museum offers programs for adults combining nature tours and social 

interaction. The playful and educating school day trips with history and nature are very 
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popular. Pedaali will gather a few other examples from other Finnish museums around the 

country. 

 

Dia de los Muertos has been celebrated annually at the Weltmuseum Wien since 2017. In 2017 

& 2018, the celebration was limited to the collaboration with an association, without the 

involvement of cultural mediation, because the organization of the celebration was in the 

department of Event and Marketing. The latter, due to its work processes, preferred to 

organize all activities exclusively with the external association, exclusively on 31.10. From 

2019, the Education Department contributed program and organized thematic tours and 

workshops for adults and families with the Mexican artist Stephany Rodriguez - but at the 

request of the Event Department in advance and not on the day of the festival. In 2021, 

planning a festival was more difficult for the Events Department due to the Corona Pandemic 

- this was taken as an opportunity by the Education Department to make the activities around 

Dia de los Muertos more participatory:  Stephany Rodriguez was commissioned to work with 

a school to create an altar (ofrenda). In the lessons for visual arts, death masks made of papp 

maché and figures for the altar were designed. In the museum there were workshops in 

Spanish for the students on Mesoamerica, the Dia de los muertos and Mexican culture, 

conducted by the cultural education department. The students built the altar together with 

the artist in the museum on October 19. Afterwards, they received a mask dance workshop 

from a staff member of the Mexican Cultural Institute, which they performed in the evening 

for the opening of the altar. The altar was then set up in the museum until Nov. 3, by which 

time numerous children's programs, family programs and vacation programs had taken place, 

carried out by the Cultural Education Department. The project is an example of the fact that it 

is essential to involve cultural education in the planning of events. 

https://www.youtube.com/watch?v=zg_OherbJZM&t=58s  

 

Keywords: edutainment, museum education, approachable, engaging 

Our approach in this presentation is edutainment in audience engagement at Turku Castle. 

Our castle is often seen as a serious place and the most significant cultural heritage site in 

Finland. We have in recent years tried to shake things up, add a little bit of fun and joy. In our 

opinion museums can maintain their reliability and trust even if you try to make the audience 

smile or even laugh. Knowing your subject is key to any good content, whether it is serious or 

fun. The amount of work and research behind a short and easily approachable video or any 

other type of museum content is always as large as when making something more serious, 

even if it might look simple to others.  These are always thoroughly curated museum contents, 

but we sometimes feel like we are also curating happiness. This is sometimes not understood 

even among colleagues in the same organization. It is often harder to make fun contents than 

hiding behind a mask of seriousness.  When doing something light or fun you put yourself out 

on a limb. We like using edutainment, because joy and happiness are vital to learning, and 

learning and visiting museums should be fun. We want to encourage others to try, because 

even if it fails, remember that nobody dies. And you must accept that there will always be 

https://www.youtube.com/watch?v=zg_OherbJZM&t=58s
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those who do not like the idea. In our presentation we show a few examples where we have 

successfully used joyful and engaging elements in our audience engagement. 

 

Keywords: Access to rooftops, long views with surprising images, playful landmarks in public 

spaces, treasures revealed in the collections 
Access to rooftops, long views with surprising images, playful landmarks in public spaces, 

treasures revealed in the collections... The means implemented in the Mont des Arts district 

in Brussels to attract a large public, and more particularly a public less familiar with museums, 

are based on universal pleasures: climbing to the top of a building, culminating the city, looking 

in holes, taking hidden passages... 

Situated on a hill, in the heart of Brussels, the "Mont des Arts" district gathers Belgium's most 

renowned museums, cultural organizations and prestigious buildings. Taking profit from the 

panoramic views of their buildings, main district's institutions decided to organize a common 

event with open-doors, thematic routes and panoramas discovery: the Panorama Mont des 

Arts Festival. During one week, in April 2022, the "Mont des Arts" district was in turmoil. In 

the outer space, thanks to signposted routes with playful markers that linked the institutions, 

in the spirit of a large open-air museum, thousands of passers-by were able to discover the 

Mont des Arts. Sabine van der Hoorn, the project leader, will try to draw the lessons from this 

bustling project which kept its promises for some and not for others. 

 

Keywords: program development, behind the scenes, team structure, audience engagement 

What is the core motivation for the development of our program? What do we want to achieve 

with our audience with our program? Let’s look at the methods, goals and programs of 

Moesgaard Museums program for the audience. The journey starts at different angles: 

meeting and challenging the expectations of our audience, handling quite different types of 

visitors and their needs and interests, finding the right colleagues and creating a vivid team. In 

this presentation we take you to the lessons learned of the past years, trying to develop an 

attractive and exiting program for our museum.  
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All presentations in this panel:  

▪ Digital Object-based learning and wellbeing development for users with ASD: a training 

experience, Antonella Poce, Maria Rosaria Re, Mara Valente, University of Modena and 

Reggio Emilia, Modena, Italy 

Keywords: museum educators, wellbeing, digital object-based learning, heritage, education, 

autism spektrum disorders 

▪ Digital Services and Online Platforms: Creating Sustainable Audience Experience in 

Museums, Zhi Ye, King's College London, London, United Kingdom 

Keywords: digital services, online platforms, audience experience, motivation, pandemic 

▪ Experiencing the Frontiers of the Roman Empire in a game-based way: A digital quest at 

the Lower German Limes, Stephan Quick, LVR-Archaeological Park Xanten, Xanten, 

Germany 

Keywords: Roman history & archaeology, education, learning, families and children, 

gamification 

▪ Art Reflection Method (ARM) - an exploration of the power of befriending art in digital 

formats, Lena Eriksson, Mina Tanaka, Susanna Pettersson, Nationalmuseum Sweden, 

Stockholm, Sweden 

Keywords: facilitating art appreciation, digital explorative development, emotional, focus, 

intercultural collaboration, aging population 

▪ The Impacts of Museums Online Action in Visitors Physical Engagement - Portugal's 

National Museums Case Study, Leonor Amaral Teixeira, Faculdade de Letras Universidade 

do Porto, Porto, Portugal 

Keywords: museums, digital, accessibility, democracy 

 

Keywords: museum educators, wellbeing, digital object-based learning, heritage, education, autism 

spektrum disorders 

The proposal aims at presenting a training experience for museum educators carried out by 

the Centre for Museum Studies, University of Roma Tre, in 2021 on the use of Digital Object-

Based Learning (OBL) for people with Autism Spektrum Disorders. The webinar, realized within 

the Erasmus+ Spektrum project, focused on the design, implementation, and evaluation of 

personalized museum educational experiences to foster social inclusion and wellbeing within 

people with specific educational needs through innovative and digital learning methodologies. 

As stated by the literature in the field, hands-on learning within heritage education context 

can really enhance people's interest in and understanding of a topic/subject and develop 

important transverse skills, thus promoting cultural participation of users at risk of social 

exclusion. Moreover, OBL can trigger memories, projections, sensory, emotional, and 

cognitive associations which enable participants to tap into issues of identity, meaning, and 
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belonging (Frogett et al 2011, Chatterjee 2016). During the webinar, specific models for 

planning learning sessions with ASD people were presented (CAST, 2018), together with 

wellbeing (Thomson & Chatterjee, 2013) and empathy (BES-A) assessment tools to be used 

within museum context. The training experience ended with a digital OBL session, where 

museum educators were asked to collaboratively analyse, interpret, and evaluate digitalised 

museum objects.  References. CAST (2018). UDL and the learning brain. Wakefield, MA: 

Author. Chatterjee, H., Hannan, L. (2016). Engaging the Senses: Object-Based Learning in 

Higher Education. Routledge: London. Froggett, Lynn & Farrier, Alan & Poursanidou, 

Konstantina & Hacking, Suzanne. (2011). Who Cares? Museums, Health and Well-being. 

Thomson L., Chatterjee, H. (2013). UCL Museum Wellbeing Measures Toolkit.  

https://www.ucl.ac.uk/culture/sites/culture/files/ucl_museum_wellbeing_measures_toolkit

_sept2013.pdf  

 

Keywords: digital services, online platforms, audience experience, motivation, pandemic 

Online engagement has become an inevitable topic regarding museum audience engagement, 

especially after the lockdown caused by the pandemic. Changes caused by that could be seen 

as a solution to a more sustainable, educational, and joyful audience experience. Since the 

start of the digitization era, online platforms where people can gain information regardless of 

geographic location are ubiquitous. Museums are not exceptions. The increasing number of 

Instagram-friendly photography spots in museum spaces or in exhibitions literately increase 

audience attendance by fulfilling their needs of getting proof of being here and having 

something to publish online or, let's say, show-off.  It is fair to say that meeting audience 

expectations and providing sources the audience may want to access are keys to an enjoyable 

audience experience, and using advanced technologies is crucial for audience engagement and 

increasing audience motivation. Online platforms and digitalized collections could create a 

more comprehensive audience experience of learning, exploring and entertaining. It allows 

the audience to know what they might see on the physical site before the visit, to have access 

to extendable exhibit information beyond the on-site label, and to retrieve their memory after 

the visit. Not to mention the appearance of digital and/or virtual museums which grant 

audiences the opportunities to experience remotely. All of that could be a foundation for a 

sustainable audience experience. 

Keywords: Roman history & archaeology, education, learning, families and children, gamification 

The Lower Rhine area is currently one of the most interesting sections of the Lower German 

Limes. Using the latest surveying methods, archaeologists have discovered numerous remains 

of previously unknown Roman military fortifications in recent years that bear witness to the 

efforts made by the Roman Empire to secure its northwestern border. As part of the World 

Heritage designation, the LVR-Archaeological Park Xanten opened a new permanent 

https://www.ucl.ac.uk/culture/sites/culture/files/ucl_museum_wellbeing_measures_toolkit_sept2013.pdf
https://www.ucl.ac.uk/culture/sites/culture/files/ucl_museum_wellbeing_measures_toolkit_sept2013.pdf
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exhibition with a walk-in Limes section in September 2021. Based on the concept of 

gamification, a digital learning experience, appealing to families with children was developed 

to encourage the curiosity of the target group to explore the new exhibition independently by 

using a tablet. In the genre of a popular "point-and-click adventure", players can immerse 

themselves in the ancient world, take on the role of a trader and discover the various military 

sites as well as civilian settlements of the Romans and Germanic people in an exciting 

storytelling experience. The main learning objective is to convey that the river Rhine was not 

an impassable border: On the contrary, the ancient landscape developed into a busy contact 

zone where, for example, Roman soldiers worshipped a Germanic goddess. Animated 

illustrations, augmented reality elements, educational texts and interactive puzzles with 

regard to the exhibition as in-game activities, stimulate holistic learning processes in a playful 

way and thus contribute to a new educational experience. 

 

Keywords: facilitating art appreciation, digital explorative development, emotional, focus, intercultural 

collaboration, aging population 

How art can be explored and discussed without thresholds or site-bounded restrictions? Are 

there methods that could be utilized especially within the aging population? A collaboration 

between Nationalmuseum, Sweden and Dai Nippon Printing/Museum Lab (DNP), Japan have 

been exploring the power of art appreciation, slow looking and sharing thoughts with others 

in digital formats and developed a format that can now be shared with a larger community. 

During the last two years, 2021 and 2022, digital workshops have been conducted with trial 

groups in Sweden and in Japan. The focus has been senior citizens and the ideas we have been 

exploring are threefold. First: practical development: how do digital meetings work for the 

elderly. Second: a further development of the facilitation method of art conversations with 

emotional focus and Third: a look at the question if cultural differences between countries 

plays a role in how the method should be designed. The method for conversation and model 

for facilitation is a combination of art education development made in Nationalmuseum, 

Sweden and the long-term engagement for the arts in the Japanese company Dai Nippon 

printing/Museum Lab.  Between 2016-2019 a research project was conducted in collaboration 

between DNP Museum Lab, the art museum Ateneum in Finland and the researcher and 

professor in psychology Dr. Hideaki Kawabata from Keio University. One of the aims of this 

project where to investigate the effects of different art viewing programs for senior citizens. 

One of the key findings in this project where the benefits of focusing on emotional reactions 

in art conversations. The presentation focuses on sharing our experiences of conducting digital 

art conversations with elderly and what we learned from our three questions. We will also 

contextualize our workshops by making references to other methods for art conversation and 

related research in the museum field. 
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At the end of the 1960s, Pierre Bourdieu in “The Love of Art” problematizes the idea that, in 

the access to cultural works, “are only excluded the ones that exclude themselves” and that 

there is the possibility of talking about a “natural inequality of cultural needs”. With André 

Malraux's cultural policies of cultural democratization as background, Bourdieu argues that 

this would only be true if everyone had a “real” possibility of experience the works exhibited 

in museums. Today we know that opening access to museums to everyone does not mean 

that these institutions are accessible or inclusive.  As we know, we live in a globalized society, 

supported by technology and knowledge, where strategies of cultural action are increasing, 

connecting our daily lives and virtual reality. In this universe, which tends to be democratic 

and open, museums and cultural institutions have sought to implement the idea that we can 

finally confirm that that is a “real” possibility of enjoying cultural goods. However, as 

sociologist Manuel Castells writes, the online communication system can only become a good 

when does become an obstacle, by weaken the symbolic power of traditional message senders 

who remain outside their digital symbolic system.   In this context, the present communication 

seeks to present data relating to research within the scope of a PhD research in Museology, 

on the theme of museum visiting habits in its relationship with digital consumption. The scope 

of the research is focused on the universe of National Museums in Portugal and their visitors, 

through an analysis of the digital presence of Portuguese museums, as well as the responses 

of their visitors in a survey carried out in seven of these institutions.  Is the digital action of 

museums promoting the physical visit? What kind of content do museums produce? How can 

the digital presence of museums influence their accessibility? How does digital consumption 

promote museum visits? Let’s find out. 

 

Keywords: objects, organizations, imagination, creativity, staff 

Objects are often at the heart of our institutions. Our learning, community engagement, 

wellbeing and interpretation projects are often inspired by creative explorations of things in 

our collections by diverse audiences. Yet how often do we, as museum staff, actively use the 

objects within our care for creative and imaginative purposes within the institution? How do 

we use objects to question the sorts of knowledge that are prioritised? How often are objects 

brought into strategic meetings in the museum? When do we ever have the opportunity to 

use physical experience of objects in shaping organisational values?  Objects are often at the 

heart of our institutions, yet, I argue, they are often completely neglected within our 

organisational practices – or at best relegated to having a purpose only to serve some staff, 

and not others.  In this creative workshop, we will ask how we might rediscover some of the 
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joy of exploring objects in totally new ways to reshape our organisations collaboratively. We 

regularly work co-productively using objects with our audiences, but what about with our 

staff? Based on my research on material engagements with objects and on care (and a lack 

thereof) in the sector, and on 20 years’ professional experience working in creative learning 

and interpretation roles in museums across the UK (Sheffield Museums, Manchester Art 

Gallery, Royal Armouries, Sainsbury Centre), this workshop will bring object-based practices 

back to the fore, placing these as central to rethinking organisational management.  

 

 

      
Wencke Maderbacher, ICOM CECA Europe Coordinator 
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Vegetarian lunch package, change to next museum  

 

Get unique insights to the top museums of Aarhus 

In 2017 Aarhus was the European Capital of Culture. On Saturday you will have the unique possibility to get 

an expert tour through Aarhus most outstanding museums and a view behind the scenes. Meet Aarhus 

colleagues and their work and program. 

 

Meet Jacob Bødskov, Responsible of learning program  

With a total of 20,700 square meters in our ten-story house, ARoS is one of the largest Art museums in 

Northern Europe. Each year, ARoS has roughly around one million visitors, making it the most frequented art 

museum in Scandinavia. 

Join us for a guided tour focusing on highlights in our current exhibitions. Our curators and responsible of 

learning program will give insights in exhibition program and planning, and school program. Afterward you 

will be joined by a guide showing some of the highlights and hidden treasures at ARoS. 

 

Meet Marianne Bager, Head of Education, and Birgitte Damkjer, Educator 

Den Gamle By (The Old Town) is a national open-air museum of urban history and culture in Denmark through 

three centuries. The museum consists of more than 75 historic houses relocated from all over Denmark. 

During the 2-hour visit you will meet an educator from the Education Department of the museum who will 

show and tell you about the museum and the way we teach school children history in an interactive and 

engaging way build upon theories of practical-aesthetic learning. 
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Meet Pernille Albrecht, Head of Education  

KØN is a cultural history museum about gender and equality. The museum wants to create curiosity, dialogue, 

reflection and knowledge about gender, equality and diversity - historically, currently and in the future. In 

recent years we have developed an activist, dialogue-based and norm-critical sex education in the museum's 

exhibitions. This has resulted in the two sex education concepts "BODY" and "SEX". These are the concepts 

we would like to present to you. In the workshop you will be introduced to the eight teaching principles that 

form the basis of sex education at KØN, and you will also get to try out some of the concepts yourself. 

Afterwards we will talk about what to keep in mind when developing sex education in a museum. How can 

the museum space and cultural history objects support conversations about taboo topics like gender, body 

and sexuality, and what pitfalls can you encounter? 

 

Meet Lea Pedersen, Educator for Children & Youth 

The Natural History Museum Arhus is a 101-year-old institution in the middle of the city. With a long history 

of collection and research, the museum aims to share the big, exciting, and surprising stories of the world. 

Many people remember visiting as children, only to bring their own children later in life; the museum has 

deep roots in the Aarhus-consciousness. As such, the museum not only aims to look back at the histry of 

natural science, but also to look forward, through the perspective of future researchers and scientists, to ask 

questions and explore paths relevant to their daily lives.  

The tour will take you through our most recent exhibition about DRAGONS - and we will explore this subject 

works in a Natural History and Science context - especially within the theme of enjoyment. We will also look 

at the exhibitions, The Global Backyard, and the Africa-Exhibition, to experience how the collection of animals 

and exploration of the world around us, affect the story we tell at the museum.  

 

 

 
 
 


