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An installation that shows the life of 20 
families in slums from 21 st century cities 
in  four different parts of the world - 
Kenya, Venezuela, India and Indonesia .

It’s divided in four rooms of 3x3 meters 
where you enter and dive into the house 
of the interviewed families, learning their 
stories of live and the ambient they are 
surrounded, the pollution, the garbage, 
their works, etc.

These rooms are connected by bad 
illuminated corridors that guides you form 
room presentation to room presentation 
because they are better illuminated. They 
are along side  with the narrow entry of 
each room, inviting you to explore what is 
inside these rooms. 

The corridor is shaped in a L having 
a room that tries to resemble a third-
country school to be used in a children’s/ 
schools context.

Description



The user have a passive roll being an 
spectator inside  the house of the family.

Being a ambient that you dive in,there 
is no collaborator or audience being just 
more spectators in the room.

Analysis of character - attributes and roles



There is no input devices or sensors in the 
installation.

As outputs you have four projectors 
creating the images of the rooms 360º 
and a loudspeaker in the roof of each 
room giving the sensation that you are 
inside the actual room from the pictures. 

The Installation makes you spin around the 
room so you can have the full perception 
of it.

The human senses involved in the 
installation are seeing and listening

Analysis of the interaction Input devices/sensors and Output devices



The Installation communicates well how 
to interact with, having chairs to sit inside 
the rooms so you can listen the stories 
and see the photos from the surround 
area.

Learning Curve , Instructions



Learning Curve , Instructions

5 minutes story

10 seconds fading

30 seconds  picture



Since is a passive installation, after seeing 
one of the families stories you can get 
bored so from one family to the other 
they pass pictures of the environment 
that surrounds the slums in a clockwise 
movement trough the halls fading from 
one picture to other

Development over time



When you get inside the the exposition 
corridor that is bad illuminated, the 
narrow entries invites you  to explore 
what is inside them and when you enter, 
you see yourself inside a square with a 
360º photo of a house with the family 
looking at you wile one of them is telling 
you the story of their lives. 

You can sit in the middle and rotate in the 
chair, having the feel that you are really 
inside the home of the narrator. 

Reaching the end of the story you begin to 
get bored, so when this one finished they 
increment the motivation to see another 
story by passing picture of the surround 
area of the slum with their background 
noise fading the pictures clockwise from 
wall to wall, passing another story in a 
different house after approximately 2 
minute. 

After seeing some stories in different 
rooms you begin to not see the next 
ones until the end due to be a completely 
passive installation.

Personal experience




The exposition is full of symbols.

The bad light, the narrow corridors and 
the old printed paper are all combined in 
a way common to this kind of places to 
resemble a slum street. When you enter 
in each narrow entry you feel like you are 
entering in the families houses to know 
them.

Analysis of the wholeness and consistency of expression



This installation should have input devices 
and give the user the possibility to interact 
with the images being able to press in 
objects/people in the pictures to know 
more about them. Opening windows with 
written information and pictures. 

These could be achieved with infrared 
cameras connected with the projectors.

Suggestions



Nobel Peace Center
THE NOBEL CHAMBER



Context: The Nobel Chamber is a part 
of the permanent exhibition at the 
Nobel Peace Center. ”The magical book 
about Alfred Nobel’s life, inventions and 
testament.”

Description: You go into a own room 
where a book lays on a table. There are 
no actual writing in the book, the pages 
are all blank. There are two projectors 
in the room, one hanging from the roof 
projecting into the book, and another 
projecting a resume of what you are 
reading. There are different pages in the 
book that are interactive. You can get 
more information and happenings if you 
interact with the book.

Concept: This is a content based 
installation. 

Producers: 
Concept: David Small
Writer: Ivar Libæk
Co-Writer: Sarah P.Morris
Producer: Paul H. Amble
Designer: Timon Botez
Software Design: Justin Manor, John 
Rothenberg
Animator: Avi Paul Weinstein

Description



User: When you start interacting with the 
book there are no character / identity of 
the user other than a ”water” circle ring 
that show where you are at the page. The 
user control the books progress.

Collaboratores: The instuction says that 
there could only be one user at the time 
but that never happened. It is possible to 
look at the book together as a group of 
a few people. You can be more than one 
user at the time so several things happens 
at once.

Audience: Since there are a small room 
and just room for a few people using 
the book at once, there can be a lot of 
courious audience waiting for they turn. 
They are paying attention by watching 
the user.

Installation: The book plays the main 
role in the installation. You control the 
progress of the book but the content 
never change.

Analysis of character - attributes and roles



Input: There are metal sensors in each 
page and a sensor under the table that 
tells the projector what picture to show. 
Infrared light and a camera projector that 
see where you are on the page and makes 
things happen through the pages.

Output: To projectors, projecting to the 
wall and to the book. Speakers, that make 
sounds a couple off times together with 
happenings in the book.

Interaction: You interact with the 
installation by open/ close the book, turn 
the pages, move your hands over the 
book/ touch the book.

Activity level: The activity level is low, you 
can move your hands fast or slowly but 
that is about it. 

Instructions/ motivation: If you don’t start 
to interact with the book by yourself it will 
give you instructions with moving pictures 
to show you what to do. For example it 
show you a hand touching the pictures or 
a book that opens. We expect the visual 
and textual content of a book, but not the 
sound effects.

Analysis of the interaction Input devices/sensors and Output devices



Motivation: Since it is a book you will 
explore each page to see what can 
happen when you interact with it. You 
get so amazed that you can play with the 
book for a long time. You want to find out 
how this works. 

Time: We used about 20 min in the room

Phases: 
Explore, open the book, 30 sec. 
Performe, open the boxes and move the 
pages and read, 15-20 min. Ambience, 
perform drawing in the last and the first 
page, 30 sec.

Development over time



I get very interested and amazed when 
I see the book since it’s something new 
I haven’t seen before. But I get more 
interested in the functionality of the book 
than the content. I use some time playing 
with it and understanding how it works, 
but I don’t read any of the content. 

Personal experience



The book is a great experience and you 
can tell they have put a lot of work into it. 
It is consistent throuout the book and the 
features around it complite the wholeness 
of the consept. It is good that it is placed 
in it’s own room that gives it the space 
it needs. The resume on the wall is a 
good feature that take the book out in 
the room, but it’s more of a decoration. 
You get so interested in the book that 
you forget about the text. They have a 
window that automaticly blind when it is 
to much sun outside, this tells us that the 
hole room is well tought true.

Analysis of the wholeness and consistency of expression



When you touch the pictures you get a 
grey box with text most of the time. The 
textbox is quite boring, it’s the funcion 
you like. If they had done something 
more interesting out of the text you 
could be more interested in the content. 
For example you could add sound 
with someone reading the text. As it 
is now it fuction more like a toy than a 
contentbased installation.

Suggestions



Teknisk  Museum
KLIMA X

Codesign, Swedish architecture studio 
headed by Peter Ullstad



The exhibition shows the causes, 
effects and possible solutions to global 
warming.

The space is covered with water, so you 
have to wear rubber boots to walk in. 
There are projections in the walls with 
images and texts. Rounds pillars contain 
text information, images and a screen 
with videos from different parts of the 
world. Two big ice cubes in the middle of 
the hall, a trivia game in one of the walls 
and one dark room with film projections.

*Concept: Learning tool, content based. 
Includes a game.

*Context: The exhibition is placed at the 
Teknisk Museum. It is placed at the start, 
so everybody can see it when they are 
walking in to the museum. You see a big 
sign that stands Klima X, a wall covered 
of yellow boots, and person sitting there 
who looks like is waiting for you.

Description



Analysis of character - attributes and roles

* User: The user is expressed as a traveller, 
and it is represented with the yellow 
rubber boots. This element gives the user 
the character and identity, makes him 
feel safe to start exploring. The boots are 
the attribute that put the user into the 
context.

*Collaborators: There are some 
collaborators present in real time, people 
at the exhibition that are using the same 
rubber boots as the audience, but in red 
color. They are three persons, one at the 
entrance, one at an inside stand and one 
going around. Their role is to guide you if 
you need help.

*Audience: The whole audience is 
represented with the yellow rubber 
boots. The rest of the audience are just 
spectators. 

*Installation:  Its is an ambience to dive in, 
that has some tools inside to manipulate 
like the screens.



Inputs/outputs:

*Pillars with screens: there is a sensor 
(infrared light) in the bottom of the pillar, 
where you are supposed to activate 
the screens with your feet. When you 
move four feet by the infrared light, the 
screen get activated, and star giving you 
information (sound, text, images).

*Trivia game: 6 boxes with footprints, 
that contains sensors. You are supposed 
to push this buttons with your feet. This 
is boxes are placed in front of a wall with 
projections. The projection is asking you 
questions, and you have to answer with 
your feet pushing the red footprint if your 
answer is no, and pushing the green one 
if your answer is yes. After a few seconds 
you get the results of all the answers, 
you can participate alone or with 5 other 
people.

* Tip screen: At the entrance you can read 
about climate friendly tips in a screen. This 
is a touch screen and you can send what 
you are reading to a friend, introducing a 
cellphone number.

Analysis of the interaction Input devices/sensors and Output devices



Analysis of the interaction Input devices/sensors and Output devices

In general, you are supposed to read a 
lot and be more like an spectator. The 
screens can be activated with a small 
movement in your feet, so is not too 
much activity. the trivia game is the most 
active part, where you have to move 
more and hit this button. Your activity 
level will vary depending on which part 
of the installation you are. If you are just 
reading the texts in the walls, or watching 
the ice cubes melting, or watching the 
films,  it will be low level of activity. If you 
are hitting the buttons in the trivia part, 
the level of activity will increase. 

*Motivation: When the user get the 
rubber boots, understand that something 
is going to happen with their feet. The 
user can’t see the water in the moment he 
is putting the boots on, just when you go 
into the entrance corridor you notice that 
there is water in the floor and you need to 
have to boots to go in. This motivates the 
user to walk around.



Narrative structure:

the installation takes place in a closed 
space, so when you get in you don’t have 
any competitor. The user can design his 
own journey through it, go around and 
check the different stages in disorder. 

Phases: 

*The user put on the boots.
*The user walks in through the entrance 
corridor.
* In the inside space, the user can guide 
his trip through the different stages.
* Reading the walls, the user is supposed 
to use a lot of time reading the information 
in the walls.
* In each screen the user can spend around 
5 minutes reading.
* In the film room the user can watch 
many different shortfilms about global 
warming.
* The user can play the trivia game.

Development over time



When we put our boots on we didn’t 
know what we were going to see. While 
Ruben and Ane where putting their boots 
on, I played with the touchscreen at the 
entrance, where I read about climate 
friendly tips and send a sms to Ruben 
with a tip.
Then, Ane and me walked through the 
entrance corridor, and saw the water. I 
thought that the transition in the darkness 
to the water was very nice. Then we saw 
our shadows projected in a wall, with a 
temperature camera. That was interesting 
too.
When we got in, we found this big ice 
cubes melting, actually it was one very 
melted that was small already. It was 
impressing to see them. Then I read 
some of the english information, but it 
was obviously too much to read it all. 
We walked around and try some of the 
screens, and notice that there was water 
falling from sky like rain. There was also a 
place where when you walked in, bubbles 
came from the floor.
When we tried the trivia game we 
where already bored of the excess of 
information, so we didn’t pay too much  
attention there.
Then we moved to the final stage, a 
darkroom with films. That was very nice, 
and we just sited and watched nice 
shortfilms. That was the last place, then 
we just went away and put our own shoes 
on.

Personal experience



The whole exhibition is full of text, and 
makes the user get bored. It is an excess 
of information, it is text everyway you 
look. The interactions get lost in all this 
information.

Analysis of the wholeness and consistency of expression



The interactive part should take more 
part of the exhibition, it should motivate 
more the user get the information.

The information should be reduced or 
presented in a different. It can be audio, 
for example. In the pillars there can be 
earphones hanging, and the user can get 
some extra information there.

Even when this installation has a lot 
of images and graphics, the text in the 
walls and information can be presented 
in a more interactive and attractive way. 
The film room is a goos place to make 
dynamic information in the screens.

Suggestions
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