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Figure : Campus soundscape

We recorded sounds around the campus and plot-
ted them onto the campus screen, creating an interactive 
soundscape (Figure 5). As the user moves the cursor 
around the screen these sounds interact with each other ac-
cording to their location and range, creating an individual 
sound narrative controlled by the user. We did the same for 
the Museum Building screen.

Aft er that, we wrote down a list of further experiments 
based on our manifesto. We paid several visits to the cam-
pus and the Museum Building. Th ese included two long 
nights of experiments inside the building where we had 
the opportunity to interact with it while it was empty and 
manipulate light and sound without disturbing its users. 
We used audio and video recorders and digital still cameras 
to capture our experiments. We also used amplifi ers and 
loudspeakers to conduct sound feedback experiments, light 
emitting diodes (LEDs) for light experiments and used mar-
bles and a golf ball to manipulate sound inside the building 
by striking diff erent surfaces and carefully releasing them 
down the staircases. 

Our initial light experiment involved taking pho-
tos from a fi xed point at regular intervals to observe the 
changes of light within the building. Th is was later discard-
ed, as the quality and pattern of the light did not change 
signifi cantly. We also took close-up photographs of patterns 
inside the building and experimented with long exposure 
shots in the dark using LEDs to create patterns and trails 
inside the Museum Building. Th e results of this experiment 
were very interesting, so we repeated the experiment at a 
later occasion. Th e experiments’ data was compiled, edited, 
and scrutinised in order to decide which ones would be 
incorporated in the fi nal interface.

We also conducted interviews people inside the 
Museum building to fi nd out about their connection with 
it, their fi rst impressions of the space and what they liked 
about it. Interviews were left  as open as possible to allow 

participants to freely express their opinions and to en-
courage them to digress into stories about the space. We 
recorded all the interviews and these sound fi les were later 
edited into short clickable audio snippets and incorporated 
into the fi nal interface.

Once we had all the fi nal content selected and edited, 
we started to develop the fi nal interface by creating several 
prototypes in which we tested the interaction of the diff er-
ent components of the interface, the download speed and 
the usability. Eventually, we created full prototype versions 
with the campus and Museum Building screens and the 
transition between them. Th ese were tested thoroughly 
across diff erent platforms, connections and users. Th is 
process was facilitated by the use of extensible mark-up lan-
guage (XML) to bring the content into the Flash interface, 
which allowed us to fi ne-tune the position and intensity 
of sounds with ease and to replace image and sound fi les 
without having to change the main programming code in 
the interface. At this stage we did several minor changes to 
the usability and aesthetics of the interface based on feed-
back from diff erent users and from our own testing. Th ese 
included changes to the default sound level, clickable node 
sizes and text bar tags. Once this process was fi nished, we 
incorporated it into the overall website.

cOncLUSiOn 

Our main aim was to let the Museum Building tell its 
story by viewing it as an entity brought to life through its 
interaction with people. To achieve this, we recorded the 
circulation of people inside and around the building, their 
stories and opinions about it, and asked them to express 
their feelings about the building through personal drawings. 
We also recorded sound and light and ran experiments in 
which we manipulated these elements, “provoking” the Mu-
seum Building to get a reaction out of it. Th e rich content 
gathered from this process generated a discoverable experi-
ence of the building through its spatial qualities, rather than 
through its historical or architectural relevance.

During the development of the project we moved away 
from a descriptive and informational approach towards a 
discoverable and experimental process as we realised that 
the content could become the interface itself. Th e simple 
and discoverable interface that we produced allows users to 
create their own experience and narrative of the Museum 
Building at their own pace, by exploring the interrelated 
layers of fl ow, wavelength and people. By situating the 
building into the context of the campus we were able to 
identify the circulation of people inside and around it as 

“giving life” to the buidling. Th is movement represents the 
“veins” and “arteries’ of the Museum Building.
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By toning down the visual aspect of the interface and 
underlying it with a rich soundscape, the user can rein-
terpret the space of the building. The creative input and 
experience of daily users and visitors of the building along 
with our own experiments highlighted the fact that public 
spaces and built structures present us with an open canvas 
and unlimited potential of exploration by linking the physi-
cal world with digital technology and generating new forms 
of interaction.

During the final phase of implementation of our 
interface and user testing we found that most users were 
spending more time browsing the underlying soundscape 
than clicking on the nodes to get to the interviews and im-
ages. The sensorial experience generated by the soundscape 
was experienced in different ways depending on the user. 
Some would interact with it by moving the cursor along the 
circulation paths, while other users explored it randomly. 
Nevertheless, this experience seemed to captivate most 
users, despite the fact that we are bombarded by increasing 
levels of information online and we spend increasingly less 
time in each of the several web interfaces we browse on a 
daily basis. 

We would have liked to expand our experiments to try 
and generate social interaction between daily users and 
visitors of the Museum Building and let them have more 
creative input in the final interface. Based on our mani-
festo, we had initially planned to experiment with game-
performances and possibly let users run the experiments 
we conducted rather than ourselves. But there were some 
health and safety concerns and we were sensitive to the 
fact that there were research and teaching activities being 
conducted inside the building on a daily basis that could 
have been disturbed.

Despite that, we were happy with the outcome and 
believe that our collective approach to our project and 
the constant revision of our design process allowed us to 
achieve our aims and tell the story of the Museum Building 
in a different light.
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