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L) ~ Malala Yousafzai (Sl JC/DREE — LHETEEIR ~ 56 HEAIFEEHS
F) B ANEREAARD B ESRE  S[SERHEERENEE - [
PR B T BEZ T EVE TR DI AR S g, BRETARE
(HEE SRR - B RR R ZE M DA E 522 M Fae . > i DARse ~ 1ot
BEERR > BFUA EANEE TSGR - WS — AE0v R il
W FRF LG EER L - RS R TET EAESRAEL - SR AEH
5 E PR A S A i s

'ﬂf; Making a Difference
s

=

e

Sound & Light Shows
Wa P

0 learn more

12:10 p.m.
[ =1
Changemakers: s, i sh;
: Superhero in You! Wo, f
Inspired by Sl:uby Bridges” story, create ang dns;-uk 2
Irself!

2 Superhero version of

Pe""""ances —
ot R“:’ Bridges, followeq e

make a'posi
utes, recor

Positive dif
— S €2MMended for agag 8’1" ence todayr
Lo [
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. BEMEEE % —Take Me There® : Greece (T EM) (B4EH) : EHE
EAME=FEH—NEE  BENSGUNE—EER BEE £ THHERE
il BRI —ERER T RIREATE,  TERER T wRIRENE, - BE
TR = B AU SR B S S BRI - R USSR B e — R T A BRIk
SREIR I EE R AREIA R —(E & o ARG ERAREE - 155~ AR -
BifE ~ RE - lREEMIVAEEEE - EMABREREEHREN UL - BUE REk
TS - SRRV YRR T REE 5 Bz A e T SRR R -

Welcome

to Greece,
where you can...

& Explore Greek homes

THE TURTLE RESCUE CENTER
Kivrpo Aidowong Oadooiwv XeAwvey
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D. 5 IPFifEZ —Teenage Mutant Ninja Turtles: Secrets of the Sewer ( H&%E @ /K
ERNE ) ¢ CMIERIEEE L KRR IP &fF - BB A EER - FF
BRFA PR Firir N BB EFRIVEE - 44 Dora and Diego—Let’s
Explore! ( E¥&fmAY Dora) ~ Emotions at Play with Pixar’s Inside Out (311G
FhedgE ) ~ Minecraft: The Exhibition (KIEEDTERL) F&K IPRHE AKX
BEOEZE T REE ) R EERE RN HENSEEE o B LRSS
B AR SRR R ER T S A eE s ~ A SRR -

H

axfte —Playscape® (4h5diizgili ) ¢ Fy 5 kL NHY R EEFRCEAEE - 2
BT R U EEKIE « B - brKeht - AL - °
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[ iy eE o/ ]

f5 Christian G. Carron B9 EF (Director of Collection) ( Nf&f# Chris) #E{T2

Bt
=

A.

» UM DS R E R

S ) BRI DU R R AR BRI IR I8E - A2 LI (el R AR uryid
PIEE © FTLL CMI UG 2 AP EE AE s SR RE N St B2 BB A PR 7Y - [AIIEEAE ek
AUREAE b - 3 T RERYIEE RS i ik B AT & R YY) - ELan s = ECiE
AVES LB E PR KRB - R CMI BYEE A R EAVET B UG -

CMI i T REWTZE > WAE 7 — L T BANEE WREEYI (A rT RE RS R FE A F EHY
EFE R - Fa0n e ALFIE (Assessment of Learning Families in Exhibits) 5z
FLORES ( Family Learning Object Research and Evaluation System ) (ZEZI[{{4:
2.1} 22.0) » (EmiuE R A RIEE ESE G EERYI - Wo A SRS
Vit - PERYERIAAT S B A B &Rl U - My ER R R E RS
HER o ZRPIZCET - CMI SR EL A et Er i eI (5 - SR
EEEHE - SR UCERYE SRR Raatiliss ke - &a 73Uk
AYEREEES AR AR - EEY1RE Ry B Sl 60 & E R SRR By
R -

CMI HYSRIE A 73 Ry KRR © 25— SRy B A S - s AR A Y
—VU) > BEREE - SUYERANEE » Eilr - DUORTT UL T B EARE
s B RS E—U)  mEh e - WEE > AR -

4 Chris HYERHA » CMI G Rielin o0 s =0 - 52— 1Y) >
A TINREEE - ERESER AR It NG - B R H AR SR
EEMEARZSEOYIFAYUGE - TR A - I > SLmEE

27



HEEBUE B - S5 =R L liEny - T HESEE MR -
ATLURR 5 th B AT HY - B0E B R S A I E B i A S W] DU R E)
FHEIE - CMI B 528 =S8 A 28RV » BIA0HS 22RO TR SN &)
RIEAG fyiat i SRR ES) - BGRERE AR TR RS - 52
CMI BBy AR 2 — o (HLJEBOREESMT A 2.3.)

CMI A = 13 S - 2A 5-10%0E e » FrAEAt 90-95%i1y
Je SRS - CMI FIEA 2 By ) eE — 1% - EEREaERoa 20y - At
BFEGHMIRNELEEET » PIEZEEH (deaccession) WYY - &KL HZE
"N ETE MO ? BRI E ? BEEEAMEREE? , 0 BE

gt 300 £ 1000 (F43(4 -
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[EEEERACEE )
® IiHR
» Monica Ramsey 2% Eg=s e Bl 57 pr B FEI PRI T (Vice President, Experience
Development & Family Learning)
Susan Foutz fffZe ELEE BT 3 (T (Director of Research and Evaluation)
Elyse Handel 2 7ij 5 EZ #5945 (Early Childhood Education Manager)

............
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Sk B R
1. CMI i F PEERENS Z2 4 AL - S (EE AT DRI E AR5 ~ BEE
FESEYIEE - NIt CMIHYEE R EREE & Al S A YRR £ (552
HEERRIARE ~ HOCE T R B A CCEAFRY LS > B
CMI Hy R 1 REEL SE ] HMh 2 B fREAE L - S B SRR S SR o A
2. CMIUE—{ELP(E2 % (Object-Based Learning) (FEZfffF 2.4.) RALY
W@YeE - REDRFE AR G (D) - AR R EEORAVER - RS
e RAVEERS - NIIE CMI AR R H 7 24 S B YO T — KEZRH
SRR AS ~ BARS ~ BB > 0Bt A - 8 HE
=F ~ &AL - REFHbaE -
3. BRI THYIEESHARE R -
a. CMI HyRE{EHAREIR AT 300 2 A REYFU 2 —2F 0 - ZETH
FIE A © Sl ~ RIS EREES - st EE) - SRR - RERH
AEL ~ BSEED - AR 2D > H R B R R (E s ABUR S HIEFT -
BHoeatl SRB R B EER T - REBE I - A B -
EEERT ~ FERERET ~ TTEHERRT  BUFERET ~ 1T #F
b. R BEPT S A RARRIELS] - BB B EEYIEEAR > CMI A RENA
DVESE GRS - FEREENITERI AN RH 154 ¢ IR CMIEASTIE
EARHEREEN - BN - HHEEE - WIERGIE T - JRE —EMRER
ANTTE TR R A B PR -
4. GLEE YRR B SRR (4
a. MY AE SR AEA R - NI R E YR Gl 2R RS
W B L E R AL T > AT DUE A — R S SR T MR
AHEHCOCHEYE - Z - MESBRMFE CrYEGL - EE R E WY
HLRE Y IFRE o Pt AL (G ELAt R S A R L 2 )88 — % - BIUOAR & 5o bk
KT > CMISE LU R EL B 52 B fA)8E © 60-70 FSEEIHYRIEE L
PRAAARAT - BRI SR - T AHIRIEEYIEER - 70 S4(CE] 90
FREZN AR EBYE LA EREE - EfTFE R - el REN
HESRAERE - 1502 S B YRR S M) A S R R S S8 e -

I
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b. CMI F % Sesek =] AR B AR e B0 H 2 282 gl - A7 e B RS Eh
{6 —fE AR A PR GT RV B2 3 5 0% > AU T & (see) ~ AH (think) ~ 4 &
(wonder) ; -~ EJHE R Z A [FHYZEE (variations) - N EL B visual
thinking ° f&j BELAGES - 5l BE s iR R 2 MR T BT T A (R RS RE AV 3878 i AE
AP R B ES - R EME - FERAES B SEE S e it 2 HIH
FAERN - AP ET RF Ao - R —(E 2 E YRR SRS -

5. BHHCEE MG ¢ CMI HY R /R B8 B ik & 4 28 B 1597 {4 5% (Object-Based
Learning) ~ % 7% 2 & (Inquiry-Based learning) - #% 5% £ & (Game-Based
Learning) ~ ZZJiE2:% (Family Learning) ~ " Z&(see) ~ A8 (think) ~ &5 (wonder) |

6. BINAEANE A ¢
a. CMI A EHf#S & (interpreters) - fHERE A EACA A TIFARSGE

s B o MM EEE L T e SRIBECRE R R EEAS - g EEIE
IEAHG A B R B g~ SR TR > AR e G B YT E
138 BETHRIATIGE - # CMI VRS T H'EE » HIEEZEAM
BN E E e B EAE— - (RS8R RERA -

b. & L - B T/E N BB & (interpreters) K H S SR AR E 7 - &
FEZED ~ Bl - TREATE - FFIERBHGTIER > FEAHEKERTH
SR BEHENE F) > WRMEBMITRZSREE - B2 EEEEEI
DIBRTE R ATy B2 E 5531 -

7. JREERHSE KT ¢ CMI RSBV EE IS4 TE ~ ol - FIBUFROFTE 23 4>
AR A - R YRS RES SO 5F 25 BRIt f 2.5. > B
T2 T [R AL ST (prototyping) M1 F] I MERF (% - & BRI L4818 » BB & H
HEFT—dmri Eat & (remedial evaluation) - GBI FRHERIE ~ AT HTEAVIREE » &
1% e i THEEE S5 (summative evaluation) o

8. THYIREHY H RN © CMUZ LR SRECEAE 6-10 5% > {E/ZRE T A #1840
5 2-5 VR - ERETEiE —tEE 12550 R EAREE - G
o AR LR AR AT AR - 5551 > IRLRy CMI AT LU o pe ey — (il i 22
R HItth A RENEE () &K -

W
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9. R FEARKRE AR | B EENE R A REUR R £
s IR Y a2 - RIRIVIRYIeERIE B CIVR & » IAER{E T H
FEE - EEREE - BEE - FrANRENSE) - SRR BT AT
T H IEAR Ean sl R FYIEEETRL L TAMEIE R S T ey -

(=) F-HiE ZE #H8E Boston Children’s Museum
M LHREHYE
Boston Children’s
Museum ( A T fH
BCM ) je Iy 1913
Fo BREERE
& AHY 5B e

T % 88575 7 (8
77 8 IY ( 5342.0177
m?) & s e

AR

37+ A LS B P L% TR SR SRR A AR SR A - [
M - LRI BRSO (L 2 - 2 SRR ST
B - BEASUEE o HP R B R ) T SO B T IR
FIKA R EFTARATHAE ~ 154 - SRATRIARBRCAE » R BOM AR ch G2 TRy
SEUE TE - TS ) HVEREE  SHREINZER - MHEERSE > I ey -
ALSLRF R - M SRR R 5T - JERRIANE - BOM B4 L
HORIIRRSE (REM) AEHER FES 1 RETARL - RS
DHEES o SRR T AR » SemEA B - [EEFEFEnEy - Seh
TEESE - SRR TSI - B T RIS - BRI © A
T - WA -

ERHERILS RIS 05 2ESERTNARTE By
S ETESY | BT TR -

\

6 =449 : https://bostonchildrensmuseum.org/about/museum-facts/
" 'E44 : https://bostonchildrensmuseum.org/learn/the-power-of-play/
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[FRER ]

A. FEEfER T - e A BCMAVREER —(EikE e - feftREiam T > A
PN EIEE FHIRCA » SR8 R B T A [FI R ARG e R B - DIANEE S ~ 4)
5e ~ BRI e NEAE > RO R BURBEE AR IR S - 25 &R TEREM
MIEHEREE ~ ThBh L BRI R A OB R R -

———r Fen e
— : LA AR
[ { o, I ‘_' U [ac WSS o
I ' g S
A g
i

P ]

B. HafE—Kid Power (AEHAYIRE) © E(EREEREWEER > 2 BCM EE&H
W 2 — > BZIHME (N8 BHERIRE > & HE A% =M
HOH S - BOSEFE BT > READERFTHERECH ", -
BEECHLBEZE ? %8 ? JRAZ A ? 55 - BERE S H—(# 52k
HYZEM] - SRFZE AT DU ZE [ B RV, - BE(EREE e MIT (g B TE2ke)
SE[EIGH % - B BA IR AN I~ R RS 7 R R B SR (5 > DR
BRI B SR HRE RIS IR - SRR AR R BAR ST - s AV it

[EIREEZE BCM iy HAth R -
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) </

R

Lpda / '

C. &% JE — New Balance Foundation Climb
CBRER) A g — 8
(s W (E 2 HY Luckey Climbers ZEE
2R AR Eeim 577 0 MERE
o o B EBA TR TSR -

D. & &% —Bubbles ()& ) -~ Raceways -
CEBERgE) - DIEEREEIE T E0E §
My o~ TEE METREREE
AES 38 S ER =0~ BT Al
91 UREEREE ) ERER TR

AN [F AN E ST o B
Rl 2 B e 22 AH R B
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E. HE&fE —Peep’s World (T/KEE ) @ DK% IP /N AKTHS (Peep and the Big
Wide World) #5515 HE AEEEADUKREE - fEEEDrKesot+ - bR 17 B0
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KN » AT BB E RS ERE - 5158 5B B Ae ) S BR IR B AV 4T
#ime i HERTT -
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F. Ta¢fE —Arthur and Friends (SEERIIAA ) ¢ &EERILREEE 1P i BnYiHREE
BRI ERY ORISR - BHAR AL RRNIEF - i iR -« ik
oEE > NMEZAE  BE TS EBET 0 iha R Er 45K - H
B2 BCIRY B R e R RAVET 5 - 5 B R BT {8 2 B 45y 8K - AR
"RENEBF > BCM BYETEBEE I FIRIEITR Melissa tmff1#r - 188
AHVEATEE S (40 You, Me, We) - BiFHYREEZE M — B & B2 Sl BRI
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. 415016 —PlaySpace * [y =ERSE—{E &y 0-3 BRANEEFTAEAYYIEEZER] - Ky 3 kA
NI SR A RPN IR TR O T — (I ] A Eh A2 PR RS ER s - EE G
B SR S EE A S R R SR A AR 3%

//Z o
E : = - = =
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H. HEfE—You, Me, We (fr - 3k - &) : 2023 4 2 FBAHRAVRNT B ok - 1B

IrEa SR - R R E AT APERRI AR B R S E B AR
Ry Ry — (A IRV > S E A ey By - T3 5IESEE
KEECH SN - HbaiE— " gk, o EERESE T EERRE? 5 o
R EE VFEBNVE TG - TR SIEBRE B AT E) 0 B
BEET FFERREZE R #EROY LR R T ZA MR E R AR > #4
TR LA (B2 B AEy st ) et — IS FIA R RAVEREE - "3
5 [ S B AP E [F] S5 00 Ryt T 2 AR Y BE

BESN - You, Me, e EBESEIRIZ T Matim " ERER ) AUHERBARRE - & T 2T
EEEE > RE SRS TR MR o SEEER A IS AR
TR B BGRERY R S o 2RI > BB T AR 5 o e IR A MIOE T AR
affd (remedial evaluation) - 753} 73 AR o 45 (18] TR BaT A i o BL R0 2 /)N
WS ERTRR > A TAWERFR N ERE DI A0S BN CEAEEE
i RAERRE TRICT > gL, o BEES R T ERE Y
RigiEL THEUR ) S HRNEEE PR RES - BT RBER - AL
BCM R HIREILIE T hass - BERILEF R T HIPR -
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| E¥% KidStage @ B T K28 e 208 B A S8 228 ( BU Wheelock,
Boston University Wheelock College of Education & Human Development ) &1F »
FHEEKE BU Wheelock HYE24E - JEEETT A B - IBIBBLEREREIG N BHE
{E - REEENE R — RIS XNEISRE - G5 RREN R 40 08 - EHE
HNERERERNEH » RERGGETERE - BEREABY 7 % B5S
EANBLY 2 %4 EmdEsE - 550 - BOREhELA R ME  mHERE - REAE
B 6 B NIIZE o BISRETAIA4N 100 48R @Y N2 -
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J.

23570 " B
v 8 4

5 G Eh 2= ] — The Common © H it W B P EEHHESEIHYIER S » BCM Ay
A — RSN - DRSS SHEEE) - N A EREYHIEPR > B
DIEE e AT - o] DUA RO SR sE Y 2B B S UGS - FIAFE s
s e - EOEED  AHRYE - ZMECE L PEARE-[EELES
AR - th A DUEIE BT 2 R ORI - B9 R REhER T > EEEH g
B FEEINGS > SRR ES T M — (B R Ry B R ZE ] -
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. TAE$2Z2[ — Creative Labs ~ STEAM Labs ~ Art Labs 2¢f4 : 1 CCM —££ » 2N
A e ZEfE - ERE B FMAIE ~ STEAM ~ #ffy KR T4 -
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[EasE R4 8E ]
® ks
> Melissa Higgins =t Bl fE & P9 g3 /T (Vice President of Programs and

Exhibits)
> Li, Lok-Wah #ff7z Bz {545 #H (Research and Evaluation Manager)

® 5K ERLEEH
1. {HYeEsH AR -

a. BCM HysH&kpk SAHEPSE - debiry3tat 54 > S5HNERY 25 LHVATS
TEAR > I TIEARDVE T BAEZETEZSFNRT - KIHEE
AR T B RS SRR (L -

b. GRHIPIHY B oy Rt TEIBGERMT (8 44 @ BEshiTR ~ W TEISE]
ST~ 1T IHEMERRRIAEE - BE IR SR rE R B
BERIEH - TEENE) ~ B TR (12 ZeReRmAE - 25 %
WEARBAE E B REEAE —fRE AR g
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{TEHEBLHER AT (6 A RUFE A S ) ~ 1TEHEBLERE (6 AR A
B) ~ HHMEARET (3 RERGERA L) ~ BEHEEAM (9 Zeh
FET) -~ JEENREEET (28 REBEARET) - EE R EEER
EAHBRZHE NG » FIE R STEAM EX gt AREE ~ BHL - T
12~ 8y~ BMEBEEAFREETRIERAA -
2. BNETIAN - BELZEM A REIEE - BCM W0 A RIIMEAVE TS -
[EAFEREEEEENEN T - EEENAE (FRITEAS) Wz
S LafF  BEBERE S - mIFEE -
3. HYIREFSHAESS S IF
a. BCM &L —EBIE AR SRS & - 28 MIT (FigHE T2
f52) ~ Harvard (B5{RE2) BiiE BU Wheelock (R HTHAERREIR T E
LSS —HEEASTSNElENITeEE - B0GE - —1#1Y Kid
Power Bt/ 8 MIT JE[E = {ERISSAVEES -

b. BEM KGR ABRAHR 2 % > Nt BCM (Y EZEWFEETEE » #2
SEFS AL 4Ry & (R MUH ARV B 5T - 40 Art Lab BB R Eili A 5 S
( National Art Education Association ) &1F » STEAM Lab Ei Project Zero &
{E - BCM &CHEBEISEEIRSFETE ISR (AE A R/KGREE ~ @)
EEFFER BEANHA 25 Y R E )RR S - WL T —HESK T EE
JED o G HpsAHS R E S EETRBTTE R o B B Y R
Ry [N Ry 2 80 S E YIREN R A REARHIDTZE B -

4. HEHEF © BCM HYHEREBETEAE 0-10 BRAy S & i MR IR & =@ s A
B [HEAREG A TR T e28 > {H BEM Ag & 75/ DFE0E 10
LA EHIZ R o fRIBAATIRE > 7T0%0Y 5B & 6 AT AL 0-
3 kB4 S L BCM B E % ~ A ATHUCHYELE -

5 fR#E BCM HyAHEIEEE - BIF5UE « BENERHE  FOREN R DU LARTHYEE il

(BCM LIFIHIREEE - HAIEIZH ) SHENRZEHIAER - GRE K - 2#
BRZEfE]  ELRAE A LAESE TSR VR R R 2 E T Ty -

6. BEHYHAREARAR R AN (e PR A F R

a. BCM HyE M &Rt 15-20 4 - NAZ Tl EEIEFE R A
PEEZIERYT - Fr LAEA FIHVF B EL M2 E] BCM &St A [FI R A7 Y, -
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EE4N 0-3 5% ~ 3-6 5% ~ 7-10 AV M MH P IryE - Mf& T &
i Ee T A IS - WRFAR 5-6 FEEE A 0 {Ff BEM EEBR - kL
B/ V% B EERL > BEIRENZ T g BB - BCM R
HIEECBURUEE - DUt PRy 2B > A BCM YR SR &
HEFFIEHE A -

b. B R E P - BEM BUREHETIHIERN - R —E0r#y FENER DY
TEREE ) o ELZEENIIABANES) - BURIFE =2 - EEE BCM Y8R
RZE#EENSHEOH > EERMEEENESESEEEL - GREEE
FE - BB RHYEE -

7. [HYEE R R

a. R Fl HIHE MR 35 > Rt BCM R T B A » it
EVERER Ky BCM iy —IHEE R (1 - AL STEAM (REEE ~ Fiff ~ T
12~ EoEE - EMRE - ASO HEE TS BEM YRR S -

b. 7K b BEZRLL STEAM 1E 5 BCM HYFf 2  — - Sl e MY ae BLRLE2 ) e
BIEAANE FHYAE S o B R AT Y TR R SRS s By
BCM SRR EEE " LL "hry (Play) Bi%Ly > LA Kid Power Ryffi - 401a]
Py STEAM K T3t Rpl RsRis - BIEREASBERHTZE STEAM
BCM SREAVAZ O ERE ~ BESUIEELL TBr, Btz B EE R 2 (8
PReHpl (s et e REEERY STEAMRERE ) - o TR ZE
fEREEE PRy AR SR B — R R - SRS RN G E LR
(K EmER N —fe) - ERE TaERE A el - X288
arB(playful) ; FVRE R FEE - BCM FoR T IFIE M) B 2w E
STEAM ARG SIS F I Ee - st EARE T Th 5k, BT SokE
o R TAEREIURR ) -

c. BEM ¥t "Bt (Play) | A—EERMEBEMER > BLEMRIE 2020 4£f7
AR — o3 CAOR: 3.1.) - MARIERIE (o S MakatAahs - E5 S
AT - 8

8 B4 : https://bostonchildrensmuseum.org/learn/the-power-of-play/
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8.

10.

11.

12.

HEANENRRNE  REEYENSE NEH - KIEYEES &2
(interpreter) N [&] - S GUEHn/E i B 1Y A t(facilitators) - B EIEEAY 5 & K
B e A ERE - A DUSRMRER RS A ERAT (B2
JEETE TSNSt A B A E 2 SOSIRE 7 ) - A B FEUR
BTSSRI RGBS H Y - B8 A\ BIEE BUE IS
ZIEH BB R S8 > FIRF BRI 2 RS AR - R SR e R B
JHENHHETT - AETESUEEARNBE SRR EER (5 ) HAY -

R BE ~ RESROGA - —R S > FEEABSRNHERE - B g
HiE 2 fELLE > You, Me, We fE T4 » N AR AT REGEEEET 20
» SCBBTFNIRHS - BT IR (prototyping) - DAHECRETE BRI A IR
HAEL - BIEEEPEEEEREACA MBI FER ket EAYH]

of @

I

qi
RF

BCM 7£ 2023 4 2 Hfa#1% - $#1%f You, Me, We #E7T TS (remedial
evaluation)® » 1 fig5); 2 4N rT AL R {8 fe2 B8 57 By - (L FTAUIRLLUHE - B A RES0{E
ZRZOME R 7 MAFTEAREA T ? fFTATREEE 88 7 W5ere 7 — b7
& F4E 3 AfE AAM  (American Alliance of Museums ZEER{H4776ENE ) 2%
T THFERERY - BCM R B Ay Amd (16 H T2 RIPER T TR RS -

AJ LA RIS R R ~ R TR S R -

B ERGE © BCM FoREE A2 Rl fgiy/ N - (B e s n] LAFI 5
Halam - B ETERER - HEHIMERY EE - BREIGRERE, TE RERERE
ERCE AR SR EYIE TP kR - N Ry iE B MR A0 SUEAHR

[Bel 7~ 2= [ AR B AR B e+ TPRE SR A8 rP IRy The Common J&—({[&]
AEE MY R ZER (e A #Ee ) - AL eSS - A
EALAEFEYIRERY TRfE - BT E (22 5 EE) - BESu{R A 2 i o
AR o PRUR S TRYIRERT I R B I AR EE) - GRS - #lg

BES) - ATy AR B — (st B R A A gz o

%
B

O {HAIRE R TR SE Hh R () 6 FE TG 1S ¢ front-end evaluation TR ETER(E ~ formative evaluation K
2L - remedial evaluation #ReM4:2EAE o

10 AAM 481k ¢ https://www.aam-us.org/2024/03/22/you-me-we-tackling-identity-and-discrimination-
with-young-audiences/
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13. BCM H i EEf 4825 » AT EAT WSl AT BT i R ey At
TR (RBEE AR 100 24 - BCM DZ A —EIRE AT ZER] -
RI{sE BCM 48 (=i — BB 1 TyEE STk 17 R ZHHYERTE -

14. G5 5B AR EE 2 THRA S

a. FEMEFZHYEE BRI - SR MYIENZ R - S5 RER]
EHIEEGIERE KRFENE -

b. FMYIEEN—EZEAH CHIREHMIRAG - WHEEN T Y
AR TR TEE -

=~ HAERIBERTE &

(—) JERRTEE A5 M 976E Field Museum of Natural History

JEFTEE ZR5 988 Field Museum
of Natural History ( DA 1@ Field) 2
EANNE AN S T FNCIE S o
£—SUE - WA 2100 H{FHE
A - ZEEHELL T HAAE , REME

BEZERAE "HE T O,

( Education Center ) - fE /[ HYEE :
F o ZERE - AT R HER - NIRRT R NBRIN > IR
THE - TxE, - "B GAEHEEENER - KX ER TR ESY)
RSN - TRIA 27y B Eh A ERasit - NS B i Eh T Bl e T o g -
ZEEA T ALHYR AR B e EE - Bl ~ IR KRR EFEEEE
[E] Bt 8 R[S TEOS i E] > 40 PlayLab /& /% 2-6 BRSLEB AT E - 55
ST Bt AR B SLEL B N SR ZEBH I Mk - R S B 2R~ A

R -~ BERHEE - [RERSE - KIEZMIE S BE Y » £—807 - 28
EREENEETFE ) £ - f85 Grainger Science Hub K Crown Family

PlayLab Z& i}/ -4H 2B B BLX i 55

h=fl's
»x
o
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[FZERET 3408, ]
® I IR
> Eduarda Briseno , B ZEZ S HEE
ohL B R TE H R AETE (Senior
Manager of Special Programs in the
Sue Ling Gin Center for Education
and Public Programs)
> Emmanuel  Meenattoor, Grainger |

Science Hub B & (Grainger Science

Hub Coordinator)
> Elaine Kelley, ZFiZ{&5& 95 & (Early Learning Experiences Coordinator)

® B LFELRIEACE

A. Grainger Science Hub * HHEEN A A AR (RHEML) 226 > HIFEER
e 3 BREIRA » ZZERECER —EnFa - PE ERES SRR M K
Yot - WAIE s A BETHEEINY EERE (ROF 3 [@H G2 mmE
—XEE) - EEEEGICE HATEE IR R B T Y SR -
F08 NBHEEEN RIS (Field 22— (@ DUHFE Rtz DRI P88 > N IEEERHIA
AHEFENVMERER) SIFREE 2= ey SfEes] - SUER e E
RILAEWIFE T ~ BRI AHE 0 AR EHINTIL S B BB R R 5
—AREEREAVEEIREE 3 (EH - RIERGERRHETAVREE (AR
) HEtAT - GBHE AR —HEE > HE ABFREHHTE - FERRE
FEUHATRIEEAIE - EHAR R REE AR B A B -
BB S 4% Science Hub Al —{HEL N FUERANBIRCE & > —HESETa -
FE IEL IR R B LA M A 1 - B AR B B 205 [ EHY - B EE B ]
LIE B SERER - 205 N B stEs 25 A (facilitator) &£ — 55 (1 5L T T
BHEREGEEERE - BUAR BERVRRE - BoRAlgE R 2 7rfE - talRe
€ 45 773 -
EBERNEATEEEEE "TERE, - TEAL - TR o BHTEAT



P 2T - &4E Science Hub 233 " BIRIER5: R | HYJEE) > HIERIRE
BR CREENEGEEFRAL) E2EEM ((EL7 11 BT 1) - 8l
ERASOMEES » BEmALTIHYLAE - o ZAMAVETFE - Field BEARIRIEEZ ]
IR ZECGEEDEE) - N B B HRE I A SOR - HHE - B0
FEE BB IIH:%V é%m%%i]i%iﬂ’ﬂz},ﬁiﬁ% °

.«‘ —

. Crown Family PlayLab : Field }#* 2007 5% Crown Family PlayLab 2 & % »
H:51 7,200 SR - FEEFT Ay 2-6 YRy 52 e PR SR e EE)
KO ENZER - [EREEEAE 6 UL THVEREIRE A o R R E e TELY
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ANJTZ2E » —R0& 45 o7 » B8 16 70880 TARYERIE - SRERYVE A2 100 35T
/(DK -

ALpa A &7 PlayLab UARAI > G2 A T2 E L ~ ZRFPP TR
FIZAFES ~ (AR O ~ 2L E R FE LAl -

AL EsE 7 —Ers > LEZHHET ABEEEEHIES A NE > E2h
AREE (BIARA/INZ) AN - [FIR SRR SO fE AR - 10 5%
HIEAERRH RS et > E1HE SR P Bk B FH IR B B 5 FR A i

2= A PN B 7o R B L /N g L - LG PR AT SR I AR e da (AR ZEE7) T
MRS ~ HEAASEE (REEEE ReERVERRE - AaiE) -
HHIFE (EREGSES) ~ wBBEETEINTIE (IRE - HEEES
FEZIR & E o IR EAIEE A E KRR & - B E T g RN ERE H
(>x{b#EZE H Cultural Heritage Month ) HRIAVEZE -

PlayLab fy Discovery Studio Ry i@z 2=H - B— & IHYIRERY TIED) KOG
FEMEEL > FERTE  SREEY)eE R £ 2N R BRI RIS -
SRS EMEE SR > = (PHEENEREE AGH ) 2
"PlayLab PlayDates ; &) » JEE)— e iR R s o By siEs) - R4y 30
ar - I vod NREE S 0= RV 1A= R \0i=0 13  FAa BN e = DRET: 2 IR I Sy I /NS
B = eEEE) - Ioa - NEAVET H B EE) - St H EgEE S H ( Disability
Pride Month) ~ SZ{b{#& H ( Cultural Heritage Month ) % -

R HY)aE B2 Family PlayLab - FEt¥acA SN TERY pop-up program #{l7 - i5
£E pop-up program H o —{& 5 12 E 8/ N A BE SRR TR F HIERUEA » ThE)
THEABAENNFVET TR EGHETHE DO RS NG - f1aE
FEH > F/VFELIAES B e Bk (Sensational Shells) | J&#E - /]
R AT DAPRZRA [EIREARAY H - AV ~ S MR H AR -
FUOFEELRZEES A > MG EE SRS AR EL
B/VEENT AR YIEE IR R AR AT - WS AR 52 E T EL -
F&{lE PlayLab JEE{E AV E LA K H " s HErE B E& (Harris Learning
Collection) | - EEMPIREEFHNVAE ML - #5 NS GEEERH —EEA
= HE AR EA A GRE - WA - & S0 UbAERE
I B R AL RS R - B E R L B AT LI i S
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BiEE R - SRCEMtEEHAEER T o WEERE LA - g5y
FE N B G Fy 15 LUl i AR EAE R Y 2 2K B S BB 2 (program Kit) - f2{H4G
ERCERNEA -

PlayLab Rules '

Reglas de PlayLab

Free with general admission
Hours: Monday-Sunday 10-00am-3:30pm

90¢ to the P“%L

Attentiop,

1Atencigp,

aNimals: A
animalitgg
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iscovery Play Studio
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(=) RHEEL T 249768 The Griffin Museum of Science and Industry

FIEEL TSR MEYIEE The Griffin
Museum of Science and Industry
( N#% GMSI) izt 1933
o R HATEEER B R K
MEZMYIE  BFESEYEN
HE S e A 25 [ S DAL )
BT BRHEEOBTR T bl
g - mmmaEtEE L EEE
5 STEM S A S i - B | / R Es.
SN~ B4 - FOE - BEE  FIFENRIEERBET SR EER 0 NEE -
HEh514 g R % TR DMISEEER - DI R EFHE A2 A B0
FHEE A FLER -

(EEEL G
A. R FEE— : Notes to Neurons (&4atH&EITHYERE ) @ & The Griffin Studio
(GMSI FygfirzEfs) #HHNE—IERE > BE

HIR Y 2 T B8 ol e TR B R -
L ipcion
MeviEsE  BEREE 52 HEREE > 456 Experience Desg;lr:'

Overview
-

experiencia

DURAE R~ TEHBEE S A B - B
BR s LR S REIEAIRE - RREEENE
ATETHYRE > DU EA R I R L S -

TR TR, - & 15 R — 5N BUR(E
FEIR G AL R T 28] - B (6 Fg B o5 B VU ] B
7T B BT S A —(E LAY N TR E Y
BRI - R RhENEE S
BR L EREENES - IR EREE RN
7w R EREEERERR EEE SR

—rr el B N (E R T N (AR
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Sl BTl 20 S AN A A (TR ERHE - ST - BEIUR
AV R AG B  BUR 2 BOR S - AR RLESE S (T R &8 TT I A
HEERE. » 55 (8 B T A [FR ALY S ae a0 02 - B2 - FRURSE - TEISE
GeE o BB REA TS FEEE A ENEE > HEREENE > FE[
JEfE] o S G REUR O 8) SRR EE R B AR > MRS
R VR WEGGHTEUR A5 T PSR ~ BTG RS ERERE
R BRI R o B EITERE T O BREER s > H R R Ry
BT R LEGFEPER IR OB - REGRERSEAFRNES > AEAR
R~ FAEGE R SRS S - B ERy - BURS DI RS B AR
% - VU T > B E T RIERE - M G hE S R B R R
[FJHRFHE T _E S 2 (R e - U A S SR T & 7 115 ) R o T RH S

HUE o B B TR RS - R B A ey Y E SR A a4
H o~ SIREAG - SIEEE > BN EEEA L DAY R R 2 A S —E
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Notes to Neurons AUHVEEUH S HGER ' 54 ) SAEEBE LS 2RI E
HDUROLH - FIMHE RIS R FEFRAERE - BT S RS —(Erey
SR IEIBKEYT ~ GBI SRS B R BiE ) DR HAE - KR RN
Foysy s kNt S Uleln g =T UPNGRE

2R EEE — ¢ The Blue Paradox ( EEfafEsf)

FIZEEHEE (SC Johnson ) EifRzE[EF ( Conservation International » JF/2 Fl[E S )
REEGFIIVR RS - NEEHHEE R AR ERER S EE - RS
HTEGERR ) R T AR ATAHA -

TEAGERD, BT 1,278 fRIDIUERE A R R 0 B RIALER (R R AR
fL-ZEATi#% (Aurora Robson) HYARRI(Efn ¢ ERTRIAIALE 2R R MR a0 E
Randy Olson fyfEsZ s Bt (Fon - SRR FIBF B 5 AL R 57
SRR B B R 2
FEREE ) UZFUER - BEIURAE LED PR EmiGH T E G T -
A ] DA S R 48 &y I BB A 2K N /K RERE of > 1 I ARG SR S I Ry
TERS » #ELLEEE PUE RS A REER R Y EE S -
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F R B AT DU B E R E S o 7 RS e BRI E -
BRI mARGHR R TT R R ERREE o [FREE TR BRI Y
FIREE R - A TRV B R AT > SRS AEY) » AR
R ey dE s TRE ) - IR B aRGERMAERE, - T EARE
MR E B I - WA Z AR EY) - ERAFNEYIEESE 77
2, - "HRERJREREREFEA B NItEEHEAERImETH
Koo EHEEEERE > SAGH IR AT AN EEY > DB T A
BRI EREAIR 2 -

Seven key sources of
ocean microplastics

Midwest waterways
are filling with plastic

F(EER - BEEEROETHZ - BBAEIERE - BURK g BB AT H
A S TP B (R Y R - s Ry e AR RE AR I BRI R A B Y5 S

— EfEEEE XA EERE T " The Blue Paradox | - iEi#EM % - BURKE
BHalF o 5 R T MR AR AT R W H A IR E & B A0S

For exam’e, the coating
needed to make the average
disposable coffee cup retain
diguid makes recycling difficult

T e ||
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S VU {E fee ] i EAE R (F Ky - BURIEAE T A R 5T - AEhithie
4 TGRSR E B - EREGRREAEEMRE BRI R
o sER Y ERUE RN S 0 > [BCATR - B PR -

]
v,"

FIA R R — R - SRETEINIA S - EEREE - AEE (LRGSR
SRR (HE TR ETE  KEEE[EEEREST - EE EAVETRESET
BEANERZ R - R TR EMUNEIFRYER M - S—m RS R T — Al
BEREATTE - BIAnFHEE B R R T - 2 BUEHH B REENE - &%
BUR R Dl A CRFERS T E) > GBS RIE A OKEE - KRR g 2
B AR ER -

W

Plastic Bottles
.Used Per Year by

T
s, somass,
e
manown. e
s oA

58



=~ HESiEEEE « RERES K E/IMNEER T2
(—) ZhiEFTE A E Millennium Park

THEARALAESS B AR I8 oo

4 Crown Fountain Jay Pritzker Pavilion =

North Garage Randolph Street

MARARE  BxEamEmmrEEn [l e

SABIREE L > R R A R A E P L

B 245 FLEANY LM o AR E EIE

FARE 0 S FEE P R = AR 2

o HELEE BE By )\ B TH RN R N SR ER

i - DAB T R e A BN B B &) -
[ZE 4]

A. Cloud Gate SEf T + NEAME sl " T, (the Bean) Z—{f:HHJLEK
#4f5¢ Anish Kapoor Frag&atiyALE i m - SEFTAVERCR B RREKER » 1
HUHENREI AN SO 2R - BRI T IR RIE4R - ERGEE A EE
P EER N )58 » fARUR R G =B E s - 2

B. Crown Fountain E5&IE R @ it AENG B AL - ffizEfEe i x
Jaume Plensa 5551 > 1B IR FHFNAE 50 JEIR S fffins LED s Env3i s 4 ks » —
T34 fE R AR DABETIIE R tH 3R A LED B8Rt b » /KA PRt i S Ry g g o -
SEAE e TR - PEAD » MR R R P B K — R

C. Jay Pritzker Pavilion {5245 fa K E2EEE © B TR RO ESE - FHE
A 4,000 {E[EE R > 27525475 7,000 A (FNI7AHN 3 gyt~
[P ) o EITHV4EASAEREEMEIRESE | BEEAEEER > XEARED
e MRASEA S EN TR I ERESMESINEE  EEAUEN
T EEREAEE U o BT R TS L 0 o IR S S A 0 BR
Ragat EFHIREGSE  (FE R RS EERESGM -

il

At

11 https://www.architecture.org/online-resources/buildings-of-chicago/millennium-park
12 https://zh.soundoflife.com/blogs/design/anish-kapoor-contemporary-art

13 https://en.wikipedia.org/wiki/Crown_Fountain

1 https://www.architecture.org/online-resources/buildings-of-chicago/pritzker-pavilion
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https://zh.wikipedia.org/wiki/%E8%8A%9D%E5%8A%A0%E5%93%A5
https://zh.wikipedia.org/wiki/%E5%AF%86%E8%A5%BF%E6%A0%B9%E6%B9%96
https://zh.wikipedia.org/w/index.php?title=%E6%96%87%E5%8C%96%E5%A8%9B%E6%A8%82%E4%B8%AD%E5%BF%83&action=edit&redlink=1
https://zh.wikipedia.org/wiki/%E7%BE%8E%E5%9C%8B%E4%B8%AD%E8%A5%BF%E9%83%A8
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() JF1-1E/\[E Boston Common K k7 -1 iy EUEE 55 15 1 5k 25 Boston City
Hall Plaza Playground

R -E /[ Boston Common 235 B - H T UL —E A E - B REESULER
AR - HEA RS SE R IC AR Y - S BRI 1634 4 » BEBIE E
ST A o T AL S — LG R A Bl o B AR RS RS
bhi it > ATLLEHABE AR ARIFESE -

i Frogpond 287 - HH /A Bl BE Ry ARIAY 508G > ERIF R BBl » 4R
& (E Ry KIS A -

e 4% Tadpole Playgroud S22 A EIAHY R E IS » MIAENE — R ARAIATZENE - O
AR - EFEENE  BLEREAREEWSHIE - B AVBICIE ARG O R AG T -
VR 358 R Ty BRAVHR BT - S AE(E ISRV E S5 7 B FIRE s al AR A B = -
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https://zh.wikipedia.org/wiki/%E7%BE%8E%E5%9B%BD
https://zh.wikipedia.org/wiki/%E6%B3%A2%E5%A3%AB%E9%A1%BF
https://zh.wikipedia.org/wiki/%E5%85%AC%E5%9B%AD

K - BUBE R 2510215k Boston City Hall Plaza Playground {ir 7757 J- 15 EUEERTRY
RN - AR B SRRy 27 MR DU SR MR R Bl - A A S s (e IRl
HEZE M BRI M R R » BE5 TPE ER TS A ERY BRI = R A U A - JEREA
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S E YIS (TR BCM) > 3 A E MY EEIRIR AT AV L S ~ ik~ Sk
Rl R JEE S Tl & S e L % B R [RIRY LR - i i BEE 5 B8 KB E A\ BRYET
SAELTAHRR 38T > LUk SEEFTRERETF (1 ~ FCE A SR ORES ST AT > SR
HABHER e B RS Z AR R -

fRI% ACM SRS B VIR & st SRR EAE 300 AT [RIARAEAY S 2 AR
HA L3t - B MY e BA H s - SR it 5 A FE SR ekl sy Ry 3 e
HAFERY R EMEPIRE A « IR ZEEATERS] - CMI ALf SR rgE > (@
BRI YIS &AL - CMI SR B B4R S 2 RN HE M YIE P
EE VR BT e — AR E 2R5 ~ B ASURPIRERY SRR AR S - HEARA
[FHVERE RN E L A EEREEE - WHE A GBI - BT EE A ER -
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BCM J& 4= tH FRFE S 85 A0 B Y88 » (AR L iEE (E DA Harvard ~ MIT &4t
FLRIAAH = B B8 SR 2 58 R I Fe i E 2 auat - O i B 2 b -
AL BCM RIHELE HAVEAMTER AL ~ BFEeHAR I AS A S ERF T - A 7
HYIRE TP HES) STEAM Z5 KB E RS - F— AV R Kid Power
FEH AEHRENRIEE (STEAM) JE4H - CCM AIl By = i ARy 7 B 1R Y6
({£4T 40 ) - fAEEBAVE A NEF - ERE SR - SUb - BUFHIRGERE
EryEZ L - CCM YR B A FBDCEEN S ST - HEA S = B s
SRl > LB CMIFT BCM HHEL - S B BpmBhtR RN E -

B T RTACHIE AL B A FR 8 - (R IYIREHIRE S B RsE AR - E ke
[EHY > HATHYEE L EE - R E Y B YA E o A DU 5
FotidE o 2 T RE, - WELRERE R ALY - 280 - SERYIeE
HYRE IR —BRLG T2 DL E A @Y a8 d ey B 48 - Bl — B8 B AE S Bk
N —BE i W i B B TR S EE MYIEE SOKAYE T RS & S B AR
o 0 WAL FESREIE AR BCM kK CMI By (A MYIEERy " ik | (545 - B
FEHYEE S Fownw (R BT AU RERY AR T 0 40 T REER L | SR B DAZL
B RO HIEERT - YN F R R Ry — N EOHE - B2 1% 0 HEEY)
EERIE SR AYEE 2 - S BRI IES, - IBILSEE - R Bl e ay R E Y e Al
CCM » ELAFHRE " e | 15 Ry RS -

SEAb - B IE RS 2L - B 3 A L E MY IEE YRR DT SO e T B MR B
BV EEEHRES | (RS HR - Bk Bl BB BRIV B S B i A & %A Al YRR % -
RIS 3 FrEERTH > CMIZ e B i f'E = ~ M R iR & oe ZAVEERT (B
Fff{4f 2.3. Collections Management Policies and Procedures ) - fi{f¥%f H CAVEE 5 [ A
Ry M ARF T S B S e o CMI FTERTTIY BCE B am 70 B A V)1 2235 Bl i
( Object-Based Learning) DL 57 fEEE % (Family Learning ) - i3 Sb TG B fthr
I Hy Sl S UEAERE - MR LR P A REE R T i RS
W BRI — (R > R T AR RIEHY S EER | ik
R 2 A SRR (SR 2.2. FLORES) o RZBUHEFELHY CCM iz
AR > MR YRS S I R R E R - REOE A EREAS
MMy EE & T GRS 1.2.) sIPUEH - MR REARS -
PR~ BhE - BEEEIVSE o K% 0 BCM AU R B @ - B ML R #
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BT+ BADLSRHPIRE A e — (BT - SR SRR L TR b fifPd

P R 7 R S B LIRS - T 47 &y STEAM

P - EIER A LS AT IR - B B 3 A

BRI BT ETLERET 0 (B - EEEE - BT 2

SIS L -

- ER

BITFRATHEE » HHH T SRR RS AAC 55 B -

(—) ESAGRTESE ABITE L
SRR F B (L B TS B AR S S - e T
GRS | FOREIE o R RS B TS R TR - TR
{955 » T LU & BRI B S P Ts S A A T R 65+ H1SCIERRA -
HEFHIBEE - I L % BB A 25 RS+ CCM (g Water
City (JKzh) J Play It Safe CHISHMIEHEAR ) MBS HFA
HITEFA 3 7 SIB R R S (LR 65 © CMII RS2 B P L G B
Dinosphere® ( RV ) 1 5% AR AR FIEAIRT: - MR SSNE &
ELLUEVIEIE R R ¢ 1 BCM FRIER IR SRS @+ 15 STEM
HEEREEFTHIR EFR - itk - AR FT R fr » HeE
Hott T GOBIER LR )+ KRR T AT B AR T - I
LRI B A BRI R PR €

(=) EEsRARE TR SR  RUSLE TR RS R
ARBEAGH - WS RSN EE8  S TR
A T AR S E D 1 + 17 COM B BOM 3773 442
B+ {7 S I PR S S U BB TR - TS T
L 5 A A B AR BRI BRI - BIAIEBAR TS (Grocery) B - TS -
BE B TE - BRI  BERLEAE (SRR RS LA R
% o A RSO EUE I » ST D T Rl
S B - (RS EEREL - S ERAEE 5 - WA -

B

15 AR, (2011). FRETEYIAEHYE 43¢ . Journal of Museum & Culture, 1, 35-60.
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(=) ERAERRE > ERAMIES T 4rir, HVESRE SRR o E E EH AR
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( structure of the immersive environment) - HHEYEEZ T A IREHAE
FHE > (FREEH £ TSR 10EEL - 2275, BCM B = Kid
Power HYSRAER - t[H M50 @ fEResE i G RE) A ESER » X2
& TEFET (playful) o BYSE RAEEE 0 0 ACM 2023 FE4Euh3 iy S
Information Brief: The power of play in children’s museums and elsewhere'Sth,
[EfEEE R T Er ) IEEMELIR "I, fERE EYRE i E e s
HPRESE T EEEREE S - RS R EGERRE - BEalE
TIRAEGTT ~ BERSSULER O R EE S - HELAR > TR, — &
B E YR R E R O o RS A B R 2 AR S B B AG AR
# L EEROMAEE TirEr (playful) | BYBRSGE R R 1 Ry B

HEE > DURE B A RERI R Lo

(M9)  EREorsmaydts - BRI ETTHBEE PR E KT - W ERAY R K
FEFHAETRZ H
ARRFE 3 Ff S B I RE B M o S 25 B R R R R SR FeE A A R RS
AAITE LAY S EEIR R B - fifs > MBS S BEHEGFE
2-7 RN - Eimie By EE R R EHREERE T By

HEITRENTTE > RN ETHB VBTG - 7RSS EEAIEA

o~ FKE S B EAUE ARERT > SR - MECREEDTHYTR R
WA PUE AR RERRR - EERETHHIGRET - BEETHRK
Sl MRS LI R A - fiim A B TR AP0 R
RHBURYSZBE AR > BE DT A REZ BIA Y - Rl 2 LU B AR AR
B EEREA CRA) SEHE TR (HE - RE) AEIEREXR

|

16 ACM Information Brief on the Power of Play - Association of Children's Museums Association of
Children's Museums (childrensmuseums.org)
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FHERY Object-Based Learning ~ Family Learning » {FigfErYEFHEG T » 5
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CCM Board of Directors

Manager of
President & CEO Executive Office
Operations
— P of | I —_— VP of Marketing , et Financi
Exhibits & Building VP of Guest Experience VP of Programming & VP of Strategic Communications & Guest VP of Development Chief Financial
Operations Operations Experience Development Initiatives Officer

Operations

, VP
of People & Culture




Exhibits & Building Operations

President & CEO

I
VP of Exhibits &
Building Operations

Exhibits Project
Director

Lead Prepara,tor
and Design/Build
Specialist

Exhibit Preparator,
Museum Experiences

I
Manager of Building
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Supporting Learning
Through Play at
Chicago Children’s

Museum

Welcome to Chicago Children’s Museum
(CCM)! The museum’s mission is to improve
children’s lives by creating a community where
play and learning connect. We hope you enjoy
experiencing the museum and seeing firsthand
the learning that occurs through play. All of
CCM'’s experiences have been intentionally
designed to give children opportunities to
grow in the realms of cognitive, physical, social-
emotional and language development.

The following guide will help you, as an
important adult in a child’s life, understand the
opportunities for growth and development in
each experience and how to support children’s
learning through play.
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Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the
Ou us-ter following areas.

* Cognitive Development: Practice reversibility (the idea that actions or
thoughts can go in a different direction than usual) as they move in all
directions through the structure; solve problems (How can | get over
there? How can | navigate this terrain?); and sequentially plan each
step of their climb.

e Social-Emotional Development:

Self-Awareness and Identity Building: Build self-confidence as
they reach new heights, test their physical abilities, and sense their
accomplishments.

Pro-Social Development: Bond with others through the shared
climbing experience and develop empathy for other climbers.

Independence: Exercise decision-making and following through,
while also boosting logic, memory, and concentration as they decide
how to climb the structure and navigate from place to place.

* Physical Development: Use upper body strength to ascend, and
balance to descend. Practice a wide range of vertical and horizontal
climbing methods.

* Language and Literacy: Engage in play narratives with their peers,
develop and tell stories inspired by the climbing adventure and setting,
and gain new vocabulary such as directional terms (i.e. up, down,
across, left, right, over, under).

s HOW ADULTS CAN SUPPORT PLAYFUL LEARNING e
: IN CLOUD BUSTER ;

About This Experience

Designed by artist, Kevin Winters, Cloud Buster is 37 climbable
feet of structural steel, wood, wire, rope, acrylic, fiberglass, and

* Follow the child’s lead: Do they want to climb with you or explore
independently? Let them make the decisions about which paths to take.

« If the child is apprehensive at first, invite them to explore just the lower
levels of the climber at first. They can visually assess challenges and decide

artificial turf perched over Navy Pier’s Fifth Third Family Pavilion. how far to go.
Visitors can explore mUItlple levels, climb through unexpeCted * Note that Cloud Buster is especially suited for older children who might be
spaces, and ascend to The Apartment, Cloud Buster's highest : looking for a challenging (and thrilling!) physical experience. Suggest this

destination. There is no one-way to explore Cloud Buster. Each experience if you have a child looking for an adventure.
pathway offers a new adventure! :

- 11



KOV].er Faml].y Opportunities for Growth and Development
% 2 Through this experience, children have the opportunity to grow skills in the
Climbing Schooner

e Cognitive Development: Improve core cognitive functions like memory
and concentration. (Where should | put my foot next? How should | use
my hands? What positioning worked last time?)

e Social-Emotional Development:

Self-Awareness and Identity Building: Experience a feeling of
accomplishment and self-confidence as they reach new heights and
traverse physically challenging spaces.

Pro-Social Development: Use social and cooperative skills as they
navigate the space with other climbers.

Independence: Separate momentarily from their caregivers to climb.
Practice goal-setting: / am aiming to reach the top of the schooner;
determination: This is hard but | will get there!; and planning: /If | place
my foot here while pulling up with my hands and arms, I'll be able to
move up to the next section.

* Physical Development: Build awareness of their body’s position and
movement in the space; strengthen balance and agility as they navigate
varying inclines, levels, and distances between platforms.

e Language and Literacy: Use spoken words to be clear when giving
instructions to, or communicating with, other climbers or staff helpers.

IR HOW ADULTS CAN SUPPORT PLAYFUL LEARNING -
f IN THE CLIMBING SCHOONER |

* Encourage and guide the child as you watch them climb. Be specific with

. . your feedback: Wow, you are really using your strength to pull yourself up!
About This Experience

» Offer verbal cues as well as physical cues. You can put your foot here and

) ) ] ) ) o grab the rope here with your hands. [Point to the areas].
Through this nautical-themed climbing experience, visitors can

; ., . . , * You can follow the child as they climb while remaining outside the
scale three stories of ship’s rigging—from cargo hold to crow’s :

) structure yourself by taking the staircase that runs adjacent to the climbing
nest. Staff stationed at each level can lend a hand to new structure. Maintain conversation with them while they climb.
climbers.

* Show empathy and understanding if children feel scared or realize they
are not ready to climb all the way to the top. Let them know that they can
always try again on your next visit.
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Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the

Treehouse Trails

e Cognitive Development: Hone their imagination as they play out
different roles; solve problems that arise as they play out narratives
inspired by the setting; learn to self-regulate as they interact in the
space and with others; and make decisions about what to do next.

e Social-Emotional Development:

Self-Awareness and Identity Building: Explore different identities and
abilities as they take on various roles. Develop a sense of judgement
about their own abilities and boundaries as they interact in the space.

Pro-Social Development: Interact with others to share materials in the
log cabin, collaborate in the ball run area, and negotiate space at the
fishing creek.

Independence: Gain a sense of freedom and confidence as they
explore the space and assess risks.

* Physical Development: Build gross motor skills as they climb, crawl,
slide. Develop eye-hand coordination by manipulating the loose parts in
the exhibit.

e Language and Literacy: Engage in conversation with others as they play
our scenes, share ideas, navigate the space, and negotiate actions. Use
vocabulary words in context.

o HOW ADULTS CAN SUPPORT PLAYFUL LEARNING e
: IN TREEHOUSE TRAILS |

A bo uZ’: Th ZS Exp erzence * Follow the child’s lead if they are drawn to a particular area or activity. Take

cues from them on how they want you to join in on the play: Eat a meal

) ) ) o o . they’re serving in the log cabin? Fish together in the creek?
In this outdoor-inspired exhibit, visitors can camp, climb, burrow, _ B _
» |dentify words that are specific to the play setting. Use the vocabulary

and prefcend. They car_1 canoe and fish in a river, SplaSh In a : while taking the role of co-player or play leader. Let’s go over the bridge
mountain waterfall, climb through a rock tunnel, and cook and : and catch some fish in the blue river!

serve a meal in the Iog cabin. Babies can stretch, explore, and « Talk about whether the setting reminds them of any places they’ve been or

relax in the special infant crawler area. things they’ve done. Have you ever gone for a walk in the woods? Seen a
: real fish swimming? Worn a life jacket? Ridden in a boat?
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Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the
a S 7 a e following areas.

e Cognitive Development: Make sense of information, either by
comparing it to what they already know or changing their thinking
to match the new information, as they explore the operations of a
firehouse, and what to do if they encounter smoke or fire.

e Social-Emotional Development:

Self-Awareness and ldentity Building: Learn how to manage emotions
and self-regulate as they play out the narrative of an emergency
situation. Try on adult roles such as firefighter/first responder.

Pro-Social Development: Practice skills of how to interact, collaborate,

and problem solve with others as they work together to manage an
“emergency.”

Independence: Learn self-control and decision-making as they choose
which role to play in the firehouse, or how to escape the smoke-filled
room.

* Physical Development: Build spatial reasoning skills as they figure out
how to slide down the fire pole, climb in and out of the firetruck, and
“get low and go” out of the smoke-filled room.

* Language and Literacy: Practice vocabulary words in context as
they play out a narrative, communicate with others, and use words to
describe their ideas, intentions, and actions.

RN HOW ADULTS CAN SUPPORT PLAYFUL LEARNING ooooee. ._
: IN PLAY IT SAFE :

About ThZS Experzence . L1;3I/ec?u have a shy child, join them in their role playing. Take more of a lead

* Talk about the smoke-filled room together. Model the safe way to exit the

Developed in partnership with the Chicago Fire Department, smoke-filled room (get down on your hands and knees, keep your head up,

Play It Safe invites children to learn fire safety skills as they try on and crawl outside).

authentic firefighter gear, slide down the fire station pole, drive « Assist the child in sliding down the fire pole.

the truck, put out the "fire,” and safely escape a "smoke”-filled * Note that some children will want to stay at the firetruck for a long time!
room.

Support their desire to stay. Remember that this means they are still
learning and gaining something from the experience.
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Opportunities for Growth and Development

‘ Through this experience, children have the opportunity to grow skills in the following
[< 1( ‘ S ‘ OW [ l areas.

¢ Cognitive Development: Develop short- and long-term goals as they decide
where and how to play within the environment. Build capacity to use abstract
thought as they imagine, create, and represent ideas by using the props and
environment. Make connections between prior experiences and their present
play.

¢ Social-Emotional Development:

Self-Awareness and Identity Building: Take on roles normally played by
adults (bus driver, mail carrier, cashier, mechanic, cook, etc.) and practice
the actions and “scripts” of those roles.

Pro-Social Development: Learn to see from the perspectives of others as
they follow the “rules of the role.” Negotiate and collaborate with others as
they play out scenes and narratives.

Independence: Make decisions about what and how they want to play; take
the lead in certain scenarios or while playing a certain role.

¢ Physical Development: Build gross motor skills as they stretch to wash the
car, push a grocery cart, navigate the terrain of the exhibit, climb in and out
of the driver’s seat. Hone fine motor skills as they collect small objects in the
grocery store, handle mail and currency, and use buttons on the cash register.

¢ Language and Literacy: Engage in conversation with others as they role play,
share ideas, navigate the space, and negotiate actions. Use vocabulary words
in context.

s HOW ADULTS CAN SUPPORT PLAYFUL LEARNING
| IN KIDS TOWN :

* Take cues from the child on how they want you to join their play: Ride in
the bus as they drive? Purchase groceries as they work the cash register?
In each scenario, help carry the scene forward and expand conversation.

A b ol Z— Th ZS Exp erzence What’s the next stop, bus driver? What’s on sale at the store today, grocer?

» Use specific vocabulary while taking the role of co-player or play leader.

In this cityscape built just for children, visitors can shop in the Let’s wash the car! Let’s use the soft brush to scrub the hood of this blue
. . ’ . : car.

grocery store, change a tire, deliver the mail, wash the car, and : . _ .

drive a CTA bus. This city neighborhood promotes roIe-pIaying, : * Note that some items in the grocery store are non-descript (small

wooden blocks and blank containers). Ask the child what the item could
be, allowing them to stretch their imagination and tap into their own
knowledge of familiar or favorite food items that may not otherwise be
represented in the store.

problem-solving, emerging literacy, and creative exploration.
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Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the

Suchomimus

e Cognitive Development: Improve attention and enhance complex
thinking skills as they observe a specimen and tune into information
about a scientific topic. Build ability to visualize and imagine how
something was in the past.

e Social-Emotional Development:

Self-Awareness and Identity Building: Enhance their perseverance
and persistence as they engage in learning about (or discovering) a
topic of personal interest.

Pro-Social Development: Engage in positive interactions with
caregivers and other children as they look at and talk about the
dinosaur.

Independence: Develop critical thinking as they think about the
dinosaur, ask questions, and develop their own curiosities.

* Physical Development: Build fine motor skills as they touch and feel the
fossil jaw bone; build gross motor skills by pretending to move and act
like a dinosaur.

* Language and Literacy: Use known and new vocabulary to talk about
the dinosaur; learn and use descriptive words to describe what they see.

e HOW ADULTS CAN SUPPORT PLAYFUL LEARNING e
= WITH SUCHOMIMUS :

* Note that Suchomimus is the same dinosaur featured in the museum’s

A bOuZ‘ Th ZS Experzence Dinosaur Expedition exhibit on Floor 3. Invite children to continue learning

about Suchomimus by visiting the exhibit and digging for bones.

Visitors can greet a life-size skeleton of the dinosaur, » Explore the touchable jaw bone together. Ask children to compare
Suchomimus, as soon as they enter the museum. Signage helps : Suchomimus’s teeth to their own. What can the shape of Suchomimus’s
.. ’ . . ' ; teeth tell us about the kind of food he might have eaten? Describe the fossil
visitors learn about where Suchomimus lived, what they ate, and : by talking about its shape, size, color, and texture.
how they I|ved_. A replica jaw bone fossil allows visitors to touch ; » Talk about things you can’t see right now, like what the dinosaur might
a part of the dinosaur’s skeleton. : have done when it was alive. How do you think it moved? What did it sound
: like?
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Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the

Pritzker Playspace

e Cognitive Development: Use all senses to explore objects and
phenomenon and make sense of the world around them.

e Social-Emotional Development:

Self-Awareness and Identity Building: Build their self-awareness and
self-confidence as they encounter new challenges and new materials,
and gain confidence in their abilities.

Pro-Social Development: Develop social competencies as they
interact with others, and begin to share, negotiate, and self-regulate.

Independence: Explore on their own (distancing themselves from
caregiver) as they feel comfortable. Express their emotions and begin
to show or receive empathy as they interact with others.

* Physical Development: Build strength and balance by toddling, riding,
pulling, pushing, lifting, rocking and climbing. Coordinate movements,
gain awareness of their bodies, and build spatial awareness as they
navigate the space.

e Language and Literacy: Build receptive language as they hear others
speak and have the opportunity to use expressive language as they
communicate with themselves (private speech) and with others.

e HOW ADULTS CAN SUPPORT PLAYFUL LEARNING
: IN THE PRITZKER PLAYSPACE '

A bOLLf ThZS EXp@]’ZG]’ZC@ » Engage with the child by showing them the materials and modeling
different ways to use them.
The Pritzker Playspace is an intentionally-designed environment + Follow the child’s lead if they show interest in a particular activity and play
that supports multi-sensory exploration and play for infants, § with them. Otherwise, initiate an activity. Let’s scoop these beans. Let’s
toddlers and preschoolers. Materials and elements of the : stack these blocks. Let’s play with the objects on the light table.
environment change regularly to offer new and evolving « Narrate the child’s experience. / see that you just put the ball in the basket!
experiences. It is a great place to meet other families, get « Ask open-ended questions. What do you think will happen if..? What do
inspired, and play! : you want to do next?
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D ].HO S au r Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the

E Xp e d j_t j_O n following areas.

e Cognitive Development: Use the scientific method (observing,
describing and comparing) to make connections between dinosaur
evidence and dinosaur knowledge.

e Social-Emotional Development:

Self-Awareness and Identity Building: Enhance perseverance and
persistence and they seek to gain more knowledge about a topic of
personal interest.

Pro-Social Development: Engage in positive interactions with other
children as they work together in the excavation site and drive the
truck.

Independence: Develop critical thinking, ask questions, and look
for answers on their own as they excavate the bones and determine
which part of the dinosaur they have found.

e Physical Development: Engage in effective and efficient use of large
muscles to navigate the dig site terrain and dig for bones. Use fine
motor skills to manipulate the dig tools such as brushes.

¢ Language and Literacy: Talk with others to communicate actions and
ideas and ask questions. Utilize new vocabulary in context such as
for parts of the skeleton, environment, materials, tools, and types of
fossils.

e HOW ADULTS CAN SUPPORT PLAYFUL LEARNING e
| IN DINOSAUR EXPEDITION |

About ThZS Experzence « Talk with the child to imagine what a trip to the Sahara to dig for dinosaur

bones might be like. /f you were going to look for dinosaur bones in the hot
desert, what supplies would you bring? Use the inventory list in the Jeep as

This exhibit is a re-creation of the real Saharan expedition a reference.

site where Chicago paleontologist, Paul Sereno, discovered a : * Work together to unearth the skeleton in the dig site. Talk about the bones
new type of dinosaur. Visitors can see a life-size skeleton of you are finding. What part of the dinosaur do you think you have found? A
Suchomimus (sue-co-MY-muss), dig for bones in the excavation rib bone? A claw? Use the skeleton map as a reference.

pit, compare skulls with a T-Rex, and learn what it would be like « Touch and look at the T-Rex skull and the Suchomimus skull. Talk about
to be part of the expedition team. what is similar and different.
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Thingamabob

About This Experience

Artist Andrew Smith created this sculpture using repurposed
machine parts and other materials to demonstrate how simple
machines work. Visitors can activate Thingamabob by turning
the crank and setting the machine in motion. The activation
sends a number of billiard balls through the course. Watch as
simple machines work together!

Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the
following areas.

Cognitive Development: Deepen understanding of physical science and
mechanics. Observe how simple machines work.

Social-Emotional Development:

Self-Awareness and Identity Building: Learn about the artist who
created Thingamabob and think about themselves as artists and
makers. Do they make art? What materials would they like to work
with? What could they imagine creating?

Pro-Social Development: Talk with others about the parts of the
machine they see; work together to find each of the 5 simple
machines.

Independence: Experience the power of making the machine work by
themselves. Turn the crank and see what their own strength can do!

Physical Development: Use hands (fine motor skills) and strength (gross
motor skills) to turn the crank and get the machine’s gears turning.

Language and Literacy: Talk with others about what they are observing.
Learn and apply scientific vocabulary in context (e.g. the names of all
the simple machines).

HOW ADULTS CAN SUPPORT PLAYFUL LEARNING oo .:

IN THINGAMABOB

Visit the simple machine sighage and look at the 5 simple machines. Try to
find each of the machines at work in Thingamabob. How are each of the
machines making the work easier?

Talk together about the materials the artist used to make the sculpture.
What interesting parts do you see? What materials would you like to use to
make a sculpture? What would your sculpture look like?

If the crank is hard for the child to turn by themselves, work together to
turn it!
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Opportunities for Growth and Development

- Through this experience, children have the opportunity to grow skills in the
r l I ].O following areas.

e Cognitive Development: Understand multi-part artistic processes,

including how to use materials, tools, and technigues to create different
art forms.

e Social-Emotional Development:

Self-Awareness and Identity Building: Use art-making to express
ideas, interests and identities.

Pro-Social Development: Work with others during the process of
art-making by sharing materials and tools. Experience the power of
sharing their work with others by talking about it with friends and
family or the museum educator, and/or by displaying it in the museum
for others to see.

Independence: Turn their own ideas into an artistic expression;
express their own voice and vision through use of artistic media.

* Physical Development: Use fine motor skills to manipulate tools and
materials.

e Language and Literacy: Learn and apply new vocabulary in context,
such as terms for artistic materials, techniques or tools. Talk with others
about the process of creating and one’s work.

e HOW ADULTS CAN SUPPORT PLAYFUL LEARNING e
= IN THE ART STUDIO |

» Talk with the child about their ideas and creations. Use open-ended

About Thzs Experzence language such as, “Tell me about your creation.” Don’t make assumptions

about what the child has created.

The Art Studio is designed to let children revel in the creative process. * When possible, use art-making as an in-road to talking with the child about
Internationally-renowned, Chicago-born artist, Hebru Brantley, partnered prior experiences or interests related to what they are creating. Art is a
with Chicago Children’s Museum to design the space. Kirby’s Clubhouse is § great conversation-starter as it allows children to express themselves in

an immersive environment that offers children the opportunity to tell their ways that their language skills may not yet allow.

own stories and display their own art. Visitors can add their own “story + If the child gets frustrated during the art-making process, note that
frame” to the growing, collaborative art work inspired by comic books, some sometimes things don’t work the way you expect when making art. How
of Hebru Brantley’s early artistic influences. Sky Studio houses the museum’s can we take the “surprise” and turn it into something interesting?

facilitated art programming, led by the museum’s arts educators. Workshops
offer opportunities for families to explore a diversity of art forms, processes,
styles, approaches, and artists.
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Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the

Michael’s Museum

e Cognitive Development: Deepen understanding of the qualities and
characteristics of objects and materials (color, shape, size, content);
sort materials into categories.

e Social-Emotional Development:

Self-Awareness and ldentity Building: Think about one’s own
interests: Are they a collector of anything? What would they like to
collect? Try on the role of curator and make decisions.

wrious Collection of Treasu

Pro-Social Development: Talk with others about the objects they
see in the collection. Do any objects look familiar? Do any of the
objects remind them of an experience they had?

Independence: Point out their own favorite items in the collection.
Describe what they like about them. Curate their own object
display by using the loose parts to populate empty display shelves.

* Physical Development: Use fine motor skills to manipulate the small
loose parts, place them in slots or compartments; open and close
drawers; crouch down low to see small objects in cases; reach up
high to place objects on display shelf.

e Language and Literacy: Talk with others about what they see. Use
language to describe the qualities and characteristics of the items;
tell stories and share memories elicited by the objects.

e HOW ADULTS CAN SUPPORT PLAYFUL LEARNING e
| IN MICHAEL’S MUSEUM |

* Use the seek-and-find card by the coffee table and look together for the

About This Experience oo

* Invite the child to take some time to go around the exhibit (separately from

This exhibit fosters the art of collecting and features nearly you) and find three things that they want to show you. You do the same.

100 llecti F i biects. includi iniat trinket : Come back together and share your discoveries. Why did you choose this
- collections O_ 'ny Opjects, INCluding miniatures, trinke _S’ § item? What was interesting about it to you? Why did you think | would find

artifacts, and curiosities donated by founder and curator Michael : it interesting?

HOI’VI_Ch. Chl_ldren_ can ask que§t|ons and tell .StOI’IeS as they S_eek' * This exhibit has objects from many decades! If an item is something you

and-find objects in the collection, use magnify glasses to gain played with as a child, tell the child about it! Talking about memories is a

new perspectives, sort and organize tiny treasures, and act as rich form of conversation.

“curators” of their own displays on open shelves.
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Opportunities for Growth and Development

g Through this experience, children have the opportunity to grow skills in the
a e r ]_ >/ following areas.

e Cognitive Development: Deepen understanding of the qualities of
water. Explore how water flows, how objects sink or float, how water can
be directed, as well as the importance of water to our lives.

e Social-Emotional Development:

Self-Awareness and Identity Building: Explore their own capability
and power to direct the flow of water and create effects. Develop their
own narratives and stories using the scaled-model city and the props,
and take on different roles.

Pro-Social Development: Work with others while using the
components, props, and activities.

Independence: Choose which activities to try. Direct their own
experience and interact with the water according to their own
interests. Direct the water and create effects of their own.

* Physical Development: Use fine motor skills to manipulate the sprayers
and props such as scoops and strainers. Use strength (gross motor
skills) to move water. Experience the calming nature of water as a
sensory material.

e Language and Literacy: Use language to talk about their actions, the
props, materials, and elements of the city scene. Together with an adult,
talk about the signage that gives info about the importance of water.

e HOW ADULTS CAN SUPPORT PLAYFUL LEARNING e
| IN WATER CITY :

* Look around at the cityscape together. Ask children: What part do you want
. : : to explore first?
About This Experience | y
; » Talk about the buildings and structures you see: Do any of these structures
. _ . . . . . : look familiar to you? Use the sign showing Chicago buildings as a reference.
This exhibit gives children the opportunity to manipulate a child- : Y ° o o °
: ; ; : * As you are playing in the water, think together about all the words you’d use
Scale.d model of Chlcag_o by dlrectlng the flow of water through : to describe it. Cool, smooth, shimmery, soft, clear...? What words describe
the river system, exploring cause-and-effect as they use water

~a _ _ how water makes you feel? Calm, excited, cool, thirsty...?

to Cr.e.ate effects on the buildings, and experiencing the sensory * Ask “What if” questions: What do you think will happen if we direct the

qualities of water. : water sprayer at those spinners on the building? What would happen if we
open up the dam? Then test it and see what happens!
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Skyline

About This Experience

The Skyline exhibit invites visitors to design and build a child-
sized skyscraper using struts, nuts and bolts and real tools.

The Skyscraper Challenge component photographs visitors at
work and invites them to tell the story and make a documentary
about their building process.

Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the
following areas.

e Cognitive Development: Deepen spatial and mathematical
understanding through real life experiences with 3-D construction.

e Social-Emotional Development:

Self-Awareness and Identity Building: Share a sense of group and
individual ownership and pride in their work as they build. Try on the
roles of designer, engineer, builder.

Pro-Social Development: Collaborate with others to build large-scale
structures that require cooperation and team work.

Independence: Monitor their own progress and set their own
standards for success. Learn from and move past unsuccessful
strategies in order to build something that stands up.

* Physical Development: Grasp, lift, move, and build with large size
wooden struts. Develop eye-hand coordination as they line up bolts and
nuts and use tools.

e Language and Literacy: Build language skills as they communicate
during their building experience—dealing with the need for parts, tools,
and hardware, talking about plans, sharing strategies, and reflecting on
accomplishments. Use new vocabulary for tools and materials.

e HOW ADULTS CAN SUPPORT PLAYFUL LEARNING e

IN SKYLINE

» Talk together about what you might build. Look around at other structures
for inspiration.

» Use the labels in the exhibit to learn authentic terms for some of the
construction tools and materials. Use the language: Let’s find struts in the
length we need. We’re going to need more nuts, bolts, and washers.

* If the structure is wobbly, visit the “What Stops the Wobble?” component
to learn an important tip. What shape can you add to make your structure
more stable?

* Let the child lead the design and build process. Follow in on their vision.
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Tinkering La

About This Experience

This facilitated workshop space invites visitors to use their
building and problem-solving skills to address engineering
challenges. In partnership with Loyola University Chicago and
Northwestern University, museum educators and researchers are
utilizing Tinkering Lab to study how children and families learn
about engineering. Evolving programs in the space offer new
experiences over time.

Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the
following areas.

e Cognitive Development: Use critical thinking and problem-solving skKills
to solve engineering challenges. Test solutions and fix problems. Build
executive function skills as they think through a process and determine
what to do first, next and last.

e Social-Emotional Development:

Self-Awareness and Identity Building: Understand their capabilities
and grow in confidence as they use tools and materials that may
be new to them. See themselves as problem-solvers and scientific
thinkers.

Pro-Social Development: Collaborate with others to build and solve
problems. Share materials and tools. Share their creations with others.

Independence: Make their own decisions about what to create, how to
solve a challenge, and what types of materials and tools to use.

* Physical Development: Build fine motor skills while working with a
variety of hand tools.

e Language and Literacy: Build language skills as they describe their
building process and tell stories related to their work. Gain new
vocabulary related to engineering processes, tools, and materials.

R HOW ADULTS CAN SUPPORT PLAYFUL LEARNING eeeee

IN TINKERING LAB

» The facilitator in the space will provide a brief introduction to the challenge
and activity of the day, as well as provide tips on how to begin.

« If children are still unsure of how to start, walk around the room with them
and look at the available materials. Look at examples of what others have
made or are working on. This can spark ideas!

* When it comes to constructing, follow the child’s lead. What is their vision?
How can you help? Try not to lead the building/making process for them.

* Engage the child in conversation while they are building. Is there a
story that goes along with what they are making? Research shows that
storytelling and reflection can deepen children’s engineering learning.
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Opportunities for Growth and Development

Through this experience, children have the opportunity to grow skills in the
Or S 7 l I following areas.

e Cognitive Development: Deepen their learning by recalling and
reflecting on their experiences and making meaning of it.

e Social-Emotional Development:

Self-Awareness and Identity Building: Self-reflect on what they
enjoyed and learned at the museum. Identify their favorite experiences
and memories of the day.

Pro-Social Development: Engage in meaningful conversation with a
caring adult about their experience. Think about others with whom
they will want to share their movie.

Independence: Take the lead in speaking up and sharing their
thoughts and reflections.

* Physical Development: Become aware of movements and body
positioning during a video recording.

* Language and Literacy: Use verbal language to engage in conversation
and to describe their thoughts and feelings.

s HOW ADULTS CAN SUPPORT PLAYFUL LEARNING oo
: IN STORY HUB '

* The Story Hub program (on-screen) facilitates adult-child interaction by

A bout Th ZS Experzence giving prompts and helping adults to support the child’s conversation and

reflection. Follow the prompts on the screen together.

In this multi-media station, visitors can tell the story of their » After your museum visit, download and view the movie together and talk
.. ) L. § about it. What were some of the most interesting moments from your
mf"s_eum \_”S't' Ch”dreh and thelr important adults pr_oc_:luce _a : movie? Were there any moments that made you smile or giggle upon
mini-movie about their experiences to share and revisit online : watching it? Are there other memories from your museum visit that you
after they leave the museum. want to talk about more?

* Chat about whether there is anyone else with whom the child would want
to share their recording. You can forward the e-mail link to them.
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Interview question responses from Chicago Children’s Museum (CCM)

Prepared in collaboration by Natalie Bortoli (Vice President of Educational Programming and
Experience Development), Elena Lindstrom (Manager of Executive Office Operations), and Peter
Williams (Vice President of Exhibits and Building Operations)

What are the most popular exhibitions/installations at CCM?

CCM’s most popular area is Water City, our new water play exhibit which opened in 2023.

Some of our experiences have longer “dwell times,” such as our spaces that offer facilitated
programming like the Art Studio and the Tinkering Lab (which offer daily workshops), and
Pritzker Playspace (our special area for infants, toddlers, and preschoolers, currently designed

with the seasonal theme “Summer by the Lake”).

Our exhibits offer varying modes of play for children across a wide span of ages, so different
audiences are most allured to different spaces. For example, our climbing features (Schooner
and CloudBuster) provide a challenging active play experience that appeals to many visitors,
while our Kids Town pretend play area holds particular appeal for our younger visitors.

In terms of temporary exhibits, our Zoom Room exhibit is a recurring favorite (and returning

soon!).
How does CCM develop children's exhibitions and educational programs?

Each exhibit is developed collaboratively through a team of educators and exhibit designers,
preparators, and fabricators. These teams also include at least one visitor advocate (i.e. an
individual who holds a guest-facing role).

Programs are also developed by teams with expertise and knowledge in specific areas (like
STEM, arts, early childhood education). We will also work with a special programs manager to
create offerings with community partners.

Chicago Children’s Museum
July 2024
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https://www.chicagochildrensmuseum.org/watercity2023
http://chrome-extension/efaidnbmnnnibpcajpcglclefindmkaj/https:/static1.squarespace.com/static/5beb22573917ee0ad11974b0/t/65f0a4f9acdc5f3e06c99ac7/1710269690004/Moen+Presents+Water+City+Opening+Release+-+Feb+2023+%281%29.docx.pdf
https://www.chicagochildrensmuseum.org/art-studio
https://www.chicagochildrensmuseum.org/tinkering-lab
https://www.chicagochildrensmuseum.org/pritzker-playspace
https://www.chicagochildrensmuseum.org/kovler-family-climbing-schooner
https://www.chicagochildrensmuseum.org/cloud-buster
https://www.chicagochildrensmuseum.org/kids-town
http://chrome-extension/efaidnbmnnnibpcajpcglclefindmkaj/https:/static1.squarespace.com/static/5beb22573917ee0ad11974b0/t/65f0a4bef3c8286740a0e413/1710269633547/Zoom+Room+Press+Release.pdf

How early do you conduct pilot study or focus group interviews for coming exhibitions?

The themes for our exhibits and programs are determined by our museum professionals, and
we then engage in various forms of informal community engagement — like talk-back boards, or
team members utilizing their connections with families and partner organizations — to explore
what visitors would like to see in an exhibit or program centered around the given theme. The
development process for a new exhibit can take around 12-16 months.

How often do you revise exhibition and educational policies?

We have a set of position papers that are reviewed every 5 years. Each department also has
foundational documents that can be adapted as needed (for example, in the wake of the
COVID-19 pandemic).

Any advice (dos and don'ts) for National Children's Future Museum (NCFM)?

e Really think of the whole family when considering amenities — and consider the whole
child when creating your programs and spaces (e.g. ensuring that a mix of experiences
and different types of play are available).

e You'll never have enough storage space — add more than you think you need! &

e Think about key features that are hard to add later (like elevators, especially those large
enough to accommodate strollers!).

e Universal Design should be utilized as much as possible (e.g. we have all-gender
bathrooms available, and the entryways to our bathroom areas are designed without
doors in a way that easily accommodates strollers, wheelchairs, etc.).

e Investment in your front-line, guest-facing staff is important, as these team members
can make a big impact on visitor experiences.

Chicago Children’s Museum
July 2024
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ABSTRACT ARTICLE HISTORY

The Children’s Museum of Indianapolis has used a mission-aligned Received 8 December 2016

learning framework for more than a decade. Designed to foster Accepted 11 March 2017

and support adult-child interaction in exhibitions and programs,

the central tool of the family learning framework is the Learni -
. e e earning framework; family

Assessment of Learning Families in Exhibits (ALFIE) Inventory. learning; exhibition

ALFIE is used as a tool to plan for and measure family learning by eyaluation; program

the exhibit development, interpretation, public events and family evaluation; children’s

programs, and research and evaluation departments. This article museums

describes the development of the framework and inventory, the

institutional benefits of the learning framework, and its

application over the past 15 years. It concludes with an overview

of recent developments in the field of children’s museums, and

the role of institutional learning frameworks going forward.

KEYWORDS

Background

The Children’s Museum of Indianapolis uses “family learning” as a primary lens through
which to develop and deliver exhibitions and programs. With a mission to “create extra-
ordinary learning experiences across the arts, sciences and humanities that have the power
to transform the lives of children and families,” the concept of family learning has been
central to experience development since 2001 when this mission was adopted. Using a
team-based approach to project development, a single big idea and related main messages
guide the development of each exhibit and the related interpretative programs. Central to
the development process is the institutional family learning framework and an inventory
of observable adult-child interactions. This framework is the focus of the cycle of planning,
implementation, evaluation, and improvement for exhibits and programs, creating a
shared institutional understanding of what is meant by “family learning.” This article
describes the development of the framework and inventory, and reflects on key factors
that contributed to their longevity over the past 15 years. It concludes with an overview
of recent developments in the field of children’s museums, and the role of institutional
learning frameworks going forward.

Framework and inventory development

Throughout the 1980s and 1990s, The Children’s Museum of Indianapolis was a front-
runner among museums conducting research and evaluation on the effects of exhibitions.

© 2017 Museum Education Roundtable
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In the early years, these studies focused on acquisition of content knowledge at the indi-
vidual level and did not take into account the rich social experience that contributes to the
value of a museum visit.' In 2001 the museum officially signaled its transition from a
child-centered institution to a family-centered institution with the adoption of a new
mission statement featuring “children and families.” As part of this new focus on the
family, the museum transitioned away from child-only programs to those that were
designed with both adults and children in mind. In pursuit of institutional understanding
of the broader concept of family learning, the museum partnered with the Institute for
Learning Innovation (ILI), which gathered existing literature on family learning, led train-
ing seminars for museum staff, and developed instruments to measure family learning in
the museum’s permanent exhibits.” These activities built a shared understanding of learn-
ing in museums and laid the groundwork for the development of the institution’s learning
framework.

The museum’s family learning framework builds on social constructivism and acknowl-
edges the vital role of the social group in mediating the museum experience. Social con-
structivism posits that learners construct knowledge by interacting with the world around
them, including other members of their social group.” Drawing on best practices of exhibit
design for social groups,* exhibits are planned to meet the following goals for the exhibit
experience:

e Inclusion of all family members,

e Communication between family members,

e Collaboration by family members,

o Connection to personal experiences, and

o Inspiration of family members to learn, try, or extend the experience at home.”

Taking a broad view of learning, the framework encompasses outcomes such as inter-
est, knowledge, skills, learning about members of the family group, and reinforcing the
family’s values.

Within a few years, the museum’s Director of Research and Evaluation, Dr. Barbara
Wolf, determined that ILT’s instruments did not meet the full needs of the institution in
terms of intentionally planning for and systematically measuring family learning through-
out a gallery visit. The instruments designed by ILI used the exhibit or exhibit component
as the unit of analysis, that is, the aspect of family learning that would be measured, and
reported on the exhibit’s potential for fostering family learning, not the visiting groups’
actual behavior in the exhibit. As the staff’s experience with family learning grew, this
focus on the exhibit rather than actual family behavior became a point of tension.
Because the exhibit components themselves were not likely to change dramatically or reg-
ularly, measuring the exhibit year over year was not a helpful way to measure family learn-
ing. Beginning in 2006, Dr. Wolf built upon the foundational ideas of the framework to
more clearly define “family interactions” as part of the family learning model and
develop a method of assessing family learning based on observable behaviors.® The Chil-
dren’s Museum of Indianapolis defines a “family” as “at least one adult accompanied by at
least one child under the age of 18 who appear to have a sustained relationship.”” This
definition acknowledges that the type of intergenerational social learning we focus on
does not require a biological relationship but does require a shared history. It also sidesteps
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problems that arise when “family” is defined in terms of biology, guardianship, or tra-
ditional marital structures. Using this flexible definition, a parent with their own child
is a family, as is a couple visiting with their niece or granddaughter or a nanny visiting
with the children under her care. Typically, school groups, camp groups, and organized
tour groups fall outside of the museum’s definition of a family because we cannot reliably
assume a shared history between all members of the group.

Although this definition seems obvious in retrospect, the adoption of a shared defi-
nition of a family was a critical step toward institutional consensus-building around
family learning. This definition also served to focus family learning on interactions
between an adult and a child. While we acknowledge that social learning occurs among
peers of the same age or slightly different ages, such as among a sibling group, the
museum’s adult-child emphasis is the primary feature of how we plan for and measure
family learning. It is an intentional choice that allows us to focus our efforts. Other chil-
dren’s museums may choose to prioritize child-to-child or child-to-staff member inter-
actions, as fits with their mission and organizational goals.

Drawing on extensive naturalistic observation of families in the museum’s exhibitions,
Dr. Wolf developed an inventory of 57 observable behaviors that serve as indicators of
family learning in exhibitions. This Assessment of Learning Families in Exhibits
(ALFIE) Engagement Inventory provided a greater level of nuance and specificity to the
existing shared language of family learning.®

The ALFIE Inventory describes indicators of family learning using discrete observable
behaviors, specifically between adults and children. The three primary behavioral cat-
egories in ALFIE are (1) participation, (2) collaboration and problem-solving, and (3)
enhancement. Within each category, individual codes capture the details of how family
members interact with each other or how the group interacts with an exhibit component
(Figure 1). The participation behaviors describe the depth and type of participation occur-
ring between a child and adult in relation to the exhibit component. For example, an adult
and child approach a magnifying glass mounted over terra cotta samples, leaning over to
look into the magnifying glass (Figure 2). This behavior would be coded as “family
member focuses their attention resulting in participation with an interactive element.”
The collaboration and problem-solving codes describe behaviors that scaffold an experi-
ence such as verbally explaining or physically demonstrating how to use an exhibit
element. Building on the previous example, if the adult says, “Here you can look at
pieces of painted terra cotta. Rotate the wheel to choose the one you want,” this would
be coded as “family member fully explains the details of the activity to the child at
the outset.” Also included in this category is taking turns or assigning roles within the
context of the exhibit activity. The enhancement behaviors, the most numerous in the
inventory, focus on spoken communication beyond doing an activity. If the adult in
our example asks the child, “What colors do you see?,” that would be coded as “family
member asks or answers close-ended questions leading to identifications or descriptions.”

The ALFIE Inventory also includes behaviors that are indicative of interacting with the
exhibit without social interaction between adults and children. These codes are used when
a child is alone at an element or when multiple children are at an element without an adult.
The inclusion of these codes in the inventory allows for comparisons at the level of family-
interaction versus non-interaction as well as the more nuanced behaviors described in the
three categories of participation, collaboration and problem-solving, and enhancement.
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Participation Behaviors

e Family members focus their attention on a passive element, such as a collections object or a
label.

e Family members focus their attention resulting in participation with an interactive element,
ranging from simple to complex, physical manipulatives to digital interactives.

e Family members sit adjacent to each other and engage in parallel play.
e Family member engages in imaginative, pretend play.

e Adult watches from a supervisory or neutral stance, apparently following the child’s learning
actions.

Problem-Solving and Collaboration Behaviors

e Family member fully demonstrates the activity to the child at the outset.
e Family member fully explains the details of the activity to the child at the outset.

e Family member facilitates problem-solving that results in the child successfully mastering the
activity.

e Family members take turns to move an activity forward or to problem-solve together.
e Family member designs or assigns roles or responsibilities.

Enhancement Behaviors

e Family member provides information or directions related to the exhibit, meant to elicit
ideas or actions of another.

e Family member shares explanations or fun facts.

e Family member recognizes or rewards performance/completion of the activity.

e Family member gives encouragement to continue the activity or try again.

e Family member makes a comparison to themselves, another family member, or an object.

e Family member asks or answers close-ended questions leading to identifications of
descriptions.

e Family member asks or answers open-ended questions that encourage explanation.

e Family member talks to another about family history or a personal memory.

Figure 1. Selected codes from each of the categories of the museum’s ALFIE Inventory of Family Learn-
ing behaviors.

Framework and inventory application

While the ALFIE Inventory does not capture absolutely every aspect of the institutional
family learning framework, as a tool, it is the primary manifestation of the museum’s
learning framework and places emphasis on behaviors that the institution values. It is
widely used throughout the museum by exhibit developers and program staff for planning
and evaluation. When used in the exhibit and program design stage, developers postulate
specific inventory behaviors that an individual exhibit element or program will foster.
Once an exhibit opens or a program is stable, research and evaluation staff members
observe visitors and evaluate the extent to which the experience elicits the family learning
behaviors specified in the planning stage.” This practice enhances the work of museum
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Figure 2. Family learning in exhibits: a family observes paint samples in the National Geographic Treas-
ures of the Earth exhibit. Credit: The Children’s Museum of Indianapolis.

professionals through reflection on what hypotheses were accurate (or not) and appli-
cation of this knowledge to the next exhibit or program.

In other departments, including the museum’s preschool and collections, the ALFIE
Inventory is not used specifically for planning or evaluation, but the framework of family
learning still guides decision-making and concept development. For example, the preschool
teachers use the framework to create activities for family events that provide a clear role for
adult family members, and encourage discussion and collaboration between preschool stu-
dents and their adults. In the work of the collections department, the curators select objects
for display based partly on their potential for fostering intergenerational dialogue.'® The
family learning framework even extends to the museum’s branding efforts, where the mar-
keting department strives to use imagery that shows adults and children interacting in a
museum experience as opposed to presenting experiences as child-only.

One decade down: institutional benefits and adaptations

Having a stable, highly codified learning framework for over a decade has many institutional
benefits for the museum. These include unity of language across multiple departments, a
shared vision of what family learning looks like, and the ability to provide a cohesive
visitor experience across more than 10 gallery spaces. Through this unified approach, staff
members continually learn from and improve their practice using standardized measures
that are applicable regardless of the exhibit’s content focus. The framework has also provided
consistency over years of staff turnover at both the management and entry levels. Linking the
learning framework directly to the museum’s mission has been a key factor in assuring the
framework’s relevance and implementation. While our use and understanding of the ALFIE
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Inventory has evolved over time, it is the ability to adapt the inventory while remaining true
to the underlying family learning framework principles that has allowed it to continue to
provide a solid rubric for measuring family learning in a variety of settings.

One of the most critical adaptations of the ALFIE Inventory for institutional practice
was the creation of the Family Learning in Programs (FLIP) Inventory. The FLIP Inven-
tory is modeled on the ALFIE Inventory but with modified language that applies directly
to staff-led programming experiences, as opposed to ALFIE’s focus on exhibits (Figure 3).
This innovation extended the use of concrete tools that support planning and evaluation
into the interpretation department. The primary tool used in program development is a
modified logic model format, nicknamed “the one sheet.” The one sheet is a one-page
outline of a program’s goals, objectives, and expected family learning behaviors drawn
from the FLIP Inventory (Figure 4). As each new program is developed, a one sheet is
created; it serves primarily as a training tool for staff who are learning to facilitate the
program, in combination with the program script. When a program is evaluated, an obser-
vation form is created based on the content of the one sheet. The evaluator watches the
program, checking off behaviors as they occur. Interpretation staff know exactly what
will be measured because the evaluation is firmly based on the one sheet.

With these tools, the interpretation department has entered into a productive period of
increased alignment between program goals and scripts and an evaluation process that
focuses on benchmarking and continual improvement.'" Adopting a uniform approach
to evaluating programs has enabled the department to accurately predict how often
certain behaviors will occur. The data from prior programs is applied to new programs,
serving as a benchmark, or goal, for the new program. These benchmarks can be seen
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Figure 3. Family learning in programs: a family plays the guzheng, a Chinese instrument, with guidance
from an Interpretation staff member in the Take Me There: © China exhibit. Credit: The Children’s
Museum of Indianapolis.
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Exhibit / Space Dow AgroSciences ScienceWorks

Program Title and Author | “Life in the Pond,” created by Amy Lamar, Lead Interpreter in ScienceWorks

Guests will collaborate to complete a pond field guide to 1) highlight specific elements of the pond and
Program Description how they work together to maintain a balanced ecosystem and 2) observe a live feeding of a select group
of pond animals.

Exhibit Big Idea Scientific observation provokes us to form questions and seek answers that help us understand forces
and connections within the natural world, for our benefit and for the health of the planet.

Target Audience Children 6 and up and their families

Goals Families discover the many parts of the pond habitat and how they work together to maintain a balanced
ecosystem.

®  Families will be introduced to ecosystems, habitats, and food webs.

e  Families will collaborate in groups to make observations about the pond ecosystem (water, soil,

Objectlves plants, and animals).

e Families will collaborate to complete a food web featuring a select animal/group of animals.
®  Families will experience a live feeding of a select animal/group of animals.

P - Family member contributes information about habitats and ecosystems.

M - Family members verbally and/or physically work on “Field Guide” simultaneously to complete it.
DD - Family member asks or answers open ended questions that encourage explanations of how
ecosystems work.

Family Learning Behaviors

Metric Target attendance number for the “Life in the Pond” program is 30 people per program.
P — will happen at a rate of 90%, M — will happen 75%, DD — will happen 75%

e Facilitator will make a gallery-wide gathering announcement on microphone.

Facilitator will introduce the pond and the concept of a habitat.

Facilitator will work with guests to define a habitat as a home.

Facilitator will work with guests to define important elements the pond as water, soil, plants,

and animals.

e Facilitator will introduce the word ecosystem and work with guests to define it as a community
of living and non-living things that work together to sustain life.

e Facilitator will introduce the field notes activity.

e Facilitator will define a naturalist as a scientist who studies plants and animals as they live in

Strategies nature.

e Facilitator will introduce the concept of a food web as a tool to define the relationships between
different pond elements.

e Facilitators will assist groups as needed to complete their field notes.

e After the field notes have been completed, facilitator will lead a group sharing session where
facilitator will 1) talk about the relationships between pond elements using a food web
interactive and 2) ask guests open ended questions about the effects of removing or changing
aspects of pond ecosystems.

e Facilitator will share facts about our featured animals during daily feeding.

e  Facilitators will answer follow-up open-ended questions about the pond.

e  Facilitators will extend interactions based on guest interest and gallery visitation.

Groups: Facilitate program as is. Formalize pond field guide activity a little more and spend more time on
the group sharing and food web portion.

Younger Audiences: Facilitate program as is. Encourage team-work with their adult to complete an
observational drawing.

Adult Engagement:

e Adult as a resource: “Turn to your grown up, and talk about what would happen if we removed
one of the magnets that we added to our food web.”

e Tasks for the adult to do with their child: Attempt assigning grown-ups an official job for the
field notes activity, such as the team “recorder” or “head naturalist.”

Adults only: Omit field notes activity and discuss our habitat and specific types of plants and species of
animals and their various purposes in the ecosystem.

Best Practices for
Adaptations

Figure 4. Example one sheet from a staff-led gallery program.

in the “Metric” section of the one sheet in Figure 4. Since its development for the interpret-
ation department, the use of the FLIP Inventory has expanded to other divisions such as
the public events and family programs department.

Learning to be flexible

Just as the evolution of ALFIE into additional inventories was important, we discovered
that being flexible with the application of the inventories in different situations was critical
for ongoing success. This became clear during the exhibit development process for the
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museum’s Playscape gallery. The project team questioned whether the use of ALFIE was
appropriate for a gallery designed to support the developmental needs of children from
birth to age 5. Since the gallery focuses on developmentally appropriate sensory and
gross-motor play, it differs from other museum exhibits in that it focuses very heavily
on children’s physical activity. In addition, the ALFIE Inventory relies heavily on verbal
communication between adults and children, presenting a further conundrum to staff
members who were planning experiences for pre-verbal children. Ultimately, staff
designed the gallery to support family learning, but they did not explicitly apply the inven-
tory in the development phase.

When planning for the summative evaluation of Playscape, the research and evaluation
department decided that behaviors in the gallery would be observed and coded using the
ALFIE Inventory to allow for comparison with other galleries. At the beginning of the
process, the staff acknowledged that new codes might have to be developed if behaviors
observed between pre-verbal children and adults were significantly different from those
in the inventory. Through many conversations and checks for inter-rater reliability, the
staff came to the conclusion that ALFIE was applicable to Playscape, even with its apparent
differences in comparison with other galleries. These findings reconfirmed for the R&E
staff that ALFIE does accurately reflect and operationalize the museum’s overarching
approach to family learning.

Field wide trends

Staff members at The Children’s Museum of Indianapolis and other children’s museums
have recently investigated the development and purpose of institutional learning frame-
works. In 2015, the Association of Children’s Museums identified a cohort of 10
museums as part of a project funded by the Institute of Museum and Library Services.'?
With the goal of jump-starting the use of the field-wide research agenda for children’s
museums, the Children’s Museum Research Network identified as its first research
project an investigation of the institutional learning frameworks at five children’s
museums."> Combining a review of the learning frameworks and interviews with
museum staff, one of the key findings of the study was the recognition that each learning
framework captures the mission-based interests of the institution that created it.'* Inter-
estingly, the frameworks illustrated the broad range of beliefs about learning that chil-
dren’s museums can adopt: from focusing on family learning, to child-led play,
connections with state academic standards, learning in maker-spaces, and twenty-first-
century skill development through play. This diversity actually provides rich opportunities
for sharing frameworks between museums, so long as the mission-based interests
embedded within the framework are shared by the institutions as well. For example,
The Children’s Museum of Indianapolis has successfully shared the ALFIE inventory
and other measurement tools with Thanksgiving Point Institute, a multi-museum
complex in Utah that shares the mission of transformational family learning.

The staff interviews revealed a strong belief within each of the five museums in the value
of developing and implementing a common vocabulary and set of goals to guide staff across
the institution. Although it can take years to fully develop and integrate a learning frame-
work, those institutions that invested the time have all found it worthwhile. Another
finding from this research project was the identification that the children’s museum
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field lacks a common definition of play and a common conception of how play relates to
learning, even while the field claims play as the integral part of the children’s museum
experience.'” Just as the field of zoos and aquariums has benefitted from articulating a
shared language around conservation, so too would the children’s museum field benefit
from a greater number of institutions articulating their research-based beliefs about play
and learning. It follows from these trends that museums in other disciplinary domains
would also benefit from developing institutional learning frameworks and/or defining
key terms in their domains and articulating how those concepts play out within their walls.

Notes

1. Falk and Dierking, Learning from Museums.

2. Dierking et al., “The Family Learning Initiative at The Children’s Museum of Indianapolis.”

The 2003 literature review and staff seminars included the following articles: Borun and

Dritsas, “Developing Family-Friendly Exhibits”; Callanan and Jipson, “Explanatory Conver-

sations and Young Children’s Developing Scientific Literacy”; Crowley and Callanan,

“Describing and Supporting Collaborative Scientific Thinking in Parent-Child Interactions”;

Crowley and Jacobs, “Islands of Expertise and the Development of Family Scientific Lit-

eracy”; Dierking and Falk, “Family Behavior and Learning in Informal Science Settings”;

Dierking, Luke, and Adelman, “The Family and Free-choice Learning”; Puchner, Rapoport,

and Gaskins, “Learning in Children’s Museums?”

Hein, “The Constructivist Museum”; Vygotsky, Mind in Society.

Borun et al., Family Learning in Museums: The PISEC Perspective.

Robinson, The Exhibit Development Process, 27-9.

Wood and Wolf, “Between the Lines of Engagement in Museums.”

Wolf, “The Evolution of Family Learning at The Children’s Museum of Indianapolis,” 4.

Wolf, “Assessment of Learning Families in Exhibits (ALFIE) Engagement Inventory.” Shortly

after the development of the ALFIE inventory, a parallel inventory representing the same

behaviors with language appropriate to staff-led programs was created; it is titled the

Family Learning in Programs (FLIP) Inventory. Despite their different names, the two inven-

tories represent the same set of observable behaviors.

9. Wolf, Summative Evaluation of Treasures of the Earth; Foutz and Thoma, Summative Evalu-

ation of Playscape; Foutz, Thoma, and Mathews, Summative Evaluation of Take Me There.

10. Wood et al,, “Growing FLORES for the Museum.”

11. Ausman et al., “Reaching Goals.”

12. http://childrensmuseums.org/members/community-conversations/the-learning-value-of-
childrens-museums.

13. Foutz et al., Analyzing Learning Frameworks in Children’s Museums.

14. Rivera and Emmons, “How Learning Frameworks Reflect Learning Theory in the Children’s
Museum Field.”

15. Luke et al., “Play and Children’s Museums?”
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Family Learning Object Rating & Evaluation System (FLORES) 2.0

Object Name/Location

Criteria

1. *Recognizable
On Initial impression--a family can easily
recognize an object for what it is.

"it's a tree" "it's a book" "it's a fossil"

Easily identifiable by a family
audience

Green
6/5

Yellow 4

Orange
3/2

>

Somewhat identifiable
but may need some
level of background
knowledge

>

Not identifiable

2. Object Story

There are specific stories that

>

General information

>

No particular

Extent to which the object has some kind of a accompany this particular object about this object in story about the
story (background, how collected, when, where, relation to the museum object
how, who, why used, e.g. provenance)
3. *Family Interaction Prompts questions and discussion & Families are somewhat &O Crickets
Level of potential interaction or interactivity from family members likely to discuss object
brought on by the object; prompts discussion or are curious
beyond initial impressions, visitor goes deeper
into meaning/background, makes memories or
personal connections
4. Display or Use Regular use in exhibits, programs or & Has been used, hasn’t & May have

The object is stable for use in either long term or
regular use in exhibits or programming.

other display Stable material, good
condition; Long term display in

been used in a while;
has potential based on

restricted use;
better if it is used

exhibits is acceptable; could be used, exhibit or context online only
programmatically
5. Uniqueness One of a kind, rare, unusual, “wow” 69 Some would be drawn 69 Common,
The extent to which the object is special, rare, or | factor; very unique; special to to the object, ordinary,

unique. Something that "belongs in a museum"

museum/location

somewhat dependent
on visitor knowledge of
the thing

everyday, seen
one you’ve seen
them all

6. Aesthetics
Extent to which the object generates interest
based on visual/aesthetic appeal (sensory
depth/scale) colorful, shiny, etc.

All visitors drawn to the object;
extensive detail, coloring, depth, size,
etc...

>

Has some visual
interest; may not have
extensive detail,
coloring, depth, size

>

“Brown” = boring

*Requires some basic visitor knowledge, can be acquired through testing, reports, observation etc. Weighed less than other factors in final score.

FLORES 2.0

9/15/2015
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more please!

The Children’s Museum of Indianapolis [LEAVE ROOM FOR CON-
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more

The Children's Museum of Indianapolis, founded in 1925, is one of few
children’'s museums with a substantial collection. The changing needs
of family audiences, and the museum'’s shift in direction toward a fam-
ily learning mission, began to raise several questions for the collections
and curatorial staff regarding the selection of objects that would hold
the greatest potential for use with family audiences. The questions led
to the development of the Family Learning Object Rating and Evalu-
ation System (FLORES). This case study describes the development of
the rating instrument and strategies the team took to fine-tune its use
through input from curators and museum visitor preferences. By draw-
ing on inherent object qualities as well as visitor preferences, museums
can find ways to better understand the visitor-object relationship and in
turn move toward more intentional selection and inclusion of objects in
exhibition planning.

Collections: A Journal for Museum and Archives Professionals, Volume 12, Number 1,

Winter 2016, pp. 7-20. Copyright © 2016 Rowman & Littlefield Publishers, Inc. All rights reserved.
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The Children’s Museum of Indianapolis (TCMI), founded in 1925, is one of few
children’s museums with a substantial collection. Its current collection of approxi-
mately 120,000 objects grew over the years through community donations and in-
tentional collecting practices. The collection has two major areas of emphasis: Natu-
ral, consisting of all naturally occurring specimens and Cultural, which includes all
human made and used artifacts. The museum’s primary focus has always been on
using objects in exhibits and programs to support children’s learning, and over the
last fifteen years it has expanded that mission to include intergenerational family
learning experiences.

The family learning mission at TCMI emphasizes intergenerational learn-
ing through active participation with exhibit components and programs, primar-
ily through hands-on experiences and immersive environments. Family learning
experiences include both adults and children in the learning experience and are
intended to promote collaboration and problem-solving, increased communication
between family members, inspiration to explore beyond the museum, and connec-
tions to personal memories and those in the larger social context (Dierking, Luke,
Foat & Adelman, 2001; Wood & Wolf, 2008).

The Children’s Museum Collection: From Cookie Jars to Fossils

Until recently, the curatorial activities and collections policies at TCMI followed
a fairly traditional model of object-centered decision-making. Collection manage-
ment and curatorial practices in the past not only focused on immediate exhibition
needs, and preservation for the future, but also encompassed a level of connois-
seurship including assessment of object rarity, artistic quality, scientific importance,
and associative value. However, the changing needs of family audiences, and the
museumns shift in direction toward the family learning mission, began to raise sev-
eral questions for the collections and curatorial staft regarding the connoisseurship
model. Among the key questions was the efficacy of the model in relation to the mu-
seum’s audience: Do families and curators care about the same things when examin-
ing the objects on display? Is there a way to better predict what objects will hold the
greatest potential for future use with family audiences? Are we collecting the right
objects that support the museum’s goals for experience development?

These guiding questions, in concert with the family learning mission, pro-
vided the opportunity for more explicit visitor studies research on the best strate-
gies for selecting, displaying and interpreting the museum’s collection for family
audiences. The questions led to the development of the Family Learning Object
Rating and Evaluation System (“FLORES”), which included a series of criteria de-
signed to identify artifacts that best support the museum’s family learning mission.
This case study describes the development of the rating instrument and strategies
the team took to fine-tune its use through input from curators and museum visitor
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preferences. As well, it provides insight into new approaches for using the museum’s
collection to support visitor experiences. The project as a whole demonstrates the
importance of a museums objects and collections in contributing to visitor learning
and engagement.

Demonstrating Value for Visitor Engagement with Collections

Determining the role of museum objects as part of on-going visitor engagement
practices is important for creating a meaningful experience for family visitors and
extending the role of the museum in families’ lives. This includes a two-fold pro-
cess of developing the collection and making curatorial choices about object se-
lection that both reflect the exhibition goals and are informed by research. For a
curator, making decisions about what does and does not appeal to families can
be daunting; the goal for this project was to develop new strategies to achieve an
intentional, data-driven selection and display of objects that would increase fam-
ily interactions and extend their time spent in exhibitions. For the staff of TCMI it
was important to better understand the role of the collection in support of a fam-
ily learning experience. This approach required combining knowledge of object-
based, curatorial research and practice with existing research on family learning
and TCMI audiences.

The FLORES project began in 2013 by looking at the existing state of the
TCMI collection with regard to the overarching family learning mission. It is not
uncommon for museums to establish guidelines or systems for accepting objects
into the collection, and TCMI had several iterations of checklists that evolved over
time. (Its most recent iteration was established in the early 1990s.) The lists often
included typical requirements for a potential object, such as its clear title and prov-
enance, how it would appeal to children, and the extent to which it filled a gap in
the collection. These early checklists clearly focused on the connoisseurship model;
reflecting a young museum’s need to develop its collection, in the early years the
curators were oftentimes fairly generous in what might qualify as worthy of acquisi-
tion. As a result, the museum’s current collection reflects a very eclectic range of ma-
terials that range from type specimens to relatively common, everyday ephemera.
While the criteria do offer the museum a significant range of options, its realistic use
of some objects is often harder to realize.

In order to develop a rating system that reflected the museum’s family learn-
ing mission as well as the existing collections materials, TCMT’s research team be-
gan an iterative process that incorporated existing curatorial practices of its staff
along with an extensive literature review on the role of objects in exhibitions. This
was paired with a three-phase prototyping process with both staff and museum au-
diences that took place from the fall of 2013 through summer 2015. The goal was to
produce an easy-to-use predictive tool that curatorial staft could use to identify and
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select objects most appropriate for inclusion in exhibitions and programs. The tool
would help identify which objects were more likely to elicit key family learning be-
haviors such as reflecting on or making connections to a prior family experience, or
discussing features of the object or its use and purpose. Additionally, the tool might
be of some use in making decisions around acquiring and deaccessioning objects
from the collection.

Establishing Criteria for Rating Objects

Developing an appropriate structure for the rating system meant incorporating a
visitor’s experience with the object and the inherent qualities and stories that come
with objects on display. Wood & Latham’s Object Knowledge Framework (2013),
which describes the transaction that happens between visitor and object, provid-
ed direction for the overarching goals for this project. The rating tool would draw
on both inherent object qualities such as story and aesthetic qualities (the “object
world”), but would also incorporate the experiences of families in terms of their
prior knowledge and interest, as well as overall connection to their own lives (the
“visitor lifeworld”). Two strands of literature helped to inform the final rating sys-
tem: exhibition design and overall collections management.

Little research in the field of exhibition design examines the inherent prop-
erties of the objects themselves and how curatorial staff might consider the likeli-
hood of an object’s successful attracting power in an exhibition. Past visitor studies
research on exhibitions has clarified how visitors, objects, and environment inter-
act within an exhibit space by examining the characteristics of exhibition design
and how visitor behavior is affected by various features such as labels and layout
(Bitgood, 2010; Bitgood & Patterson, 1993; Bitgood, Patterson, & Benefield, 1988;
Johnston, 1998). For instance, Bitgood and Patterson (1993) released a study which
concluded that the power of objects to attract visitors remained consistent regard-
less of changes in labeling. Other scholars have considered how visitor interaction
with objects and hands-on experiences influence visitor behavior (Koran, Morrison
& Lehman, 1984). More recent studies have also looked at how the attention of visi-
tors is elicited and the multiple characteristics of exhibitions which, taken together,
combine to attract or repel visitors (Bitgood, 2010). Bitgood’s writing touches brief-
ly upon the importance of factors such as object size, multi-sensory features, and
locational relationships between objects, in visitor decision-making about object
viewing. Yet this discussion emerges from the lens of design, rather than a collec-
tions standpoint. Leinhardt and Crowley (2002) discuss four features (resolution
and density of information; scale; authenticity; and value) that make objects facili-
tators of learning, especially for family conversations. These features highlight the
intersection of inherent physical properties and contrived cultural characteristics of
an object that compel visitors to either take notice of it or continue walking. More
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recently, Froggett & Trustram (2014) have used a psychosocial perspective to evalu-
ate how visitors establish a relationship or personal connections with museum ob-
jects, focusing on the experiences and background of the individual rather than any
inherent characteristics of objects.

Several recent projects in collections management research have focused on
selection factors for objects that will elicit visitor attention to or connection. For
example, the University College London Collections Review Toolkit (Dunn & Das,
2009) includes two rubrics, one focused on collections care and the other on collec-
tions use and significance. The care rubric discusses practical physical assessments
such as the condition of the objects and the requirements for their maintenance.
The collections use and significance rubric evaluates characteristics mentioned
above such as uniqueness or value, but also touches upon an object’s relative merit
for purposes of teaching, research, or public engagement. Clearly, integrating com-
ponents of an object’s care as well as its use would be important in the defining cri-
teria for use in exhibitions.

In general, research in this area has demonstrated that the environmental and
intellectual context of an exhibit space shapes visitor behavior and learning, and
museum professionals can manipulate this context through their use of design prin-
ciples and interpretive materials. Given this, it is reasonable to suggest that muse-
ums can also manipulate visitor attentiveness through the choices of items from a
collection, as these items have been shown to possess certain physical and cultural
properties that influence visitor decision-making about objects.

Implementing FLORES

Drawing on a wide range of literature, including information on exhibition design,
features of objects, attracting power, and psychosocial perspectives, the Family
Learning Object Rating and Evaluation System (FLORES) includes six measures
on a seven-point scale. It rates inherent object qualities like aesthetics, condition,
provenance, and ease of identification, as well as a series of transactive qualities such
as potential for generating discussion, personal interest, and generational appeal.
Through prototyping and pilot testing, the research team refined the six measures
that weigh both object qualities and visitor behaviors to create a score that can de-
termine the extent to which visitors might be attracted to an object. To use the tool,
a reviewer scores the object according to each of the six criteria to arrive at a final
score out of 100 (Table 1). Following the testing phase the research team set an ini-
tial “cut score” at 72, determined by reviewing ratings of multiple objects known to
have strong visitor preferences. Objects above this score have the highest potential
for family learning. Objects with FLORES scores below 72 were less likely to sup-
port family learning and were thus strong candidates for deaccessioning.'
Briefly, the six measures of FLORES are defined as follows:
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. Recognizable by a family audience. A family audience has some level of

familiarity with what the object actually is, or audiences are readily able to
make sense of it (Norman, 1988). A highly rated object would be easily iden-
tifiable by a family member, not requiring a significant level of knowledge or
expertise.

. Has a compelling story. The object’s origin or prior use can be explained

through a personal connection or ownership (Dunn & Das, 2009), or has
historical or cultural significance that lends both a sense of credibility and
authenticity of the object (Leinhardt & Crowley, 2002).

. Promotes discussion or family interaction. Visitors are able to make mean-

ing from personal connections or the object’s cultural or social significance
(Froggett & Trustram, 2014; Turkle, 2007; Wood & Latham, 2013). The ob-
ject connects to some aspect of the visitor’s life experiences and the interpre-
tation of the object can extend or expand on this experience.

. Can be used in an exhibition on display. The object is of stable material and

in good condition; its physical condition is such that it can be used regularly
in exhibits, programs, or other displays. Long-term display in exhibits is ac-
ceptable and/or it could be used, programmatically (Dunn & Das), poten-
tially with interactive and hands-on components (Koran, et. al., 1984).

. Is unique, special, or rare: “it belongs in a museum.” There is a perceived value

that is worth looking at (Bitgood, 2010) or has some level of uniqueness
separate from the object’s authenticity (Leinhardt & Crowley). The object is
important, iconic, and relevant to the overall message or themes of an exhi-
bition (Francis, Slack & Edwards, 2011).

. Is aesthetically pleasing or inviting. The object has some level of detail that ap-

peals to the senses, such as its color, texture, or smell (Leinhardt & Crowley);
it has a perceptive value without reference to another object (Diamond &
Diamond, 2004, Leinhardt & Crowley) or an, inherent degree of attractive-
ness (Francis, Slack & Edwards).

Testing and Refining the Tool

Testing and refining the FLORES system is ongoing and beginning to show prom-
ising results for predicting the family learning potential and overall visitor interest
of an object. To date, three phases of testing have been completed. In Phase 1, con-
ducted in the fall of 2013, the research team tested 100 objects from the museum’s
collection; roughly 60 were selected at random from its collection database and the
rest were chosen on recommendation from curatorial staff. This phase of testing
included two components: testing the criteria and usability of the FLORES rating
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tool, and collecting audience feedback
on objects. In order to test the criteria,
35 Museum Studies graduate students
from IUPUI enrolled in two classes
(Collections Care and Management,
taught by Holly Cusack-McVeigh and
Object-Based Learning, taught by Elee
Wood) worked in teams to assess a set
of objects. Each team was assigned a set
of five objects; students were given ac-
cess to all of the museum’s collections
records on these objects and spent two
hours researching and recording data
on their condition in the museumss col-
lection department (Figure 1). From
these research sessions each student
completed a FLORES score for each

f object and made a recommendation on
Figure 1. Research team member Elizabeth whether it should be maintained in the
Quay evaluating an object in the museum’s collection or was a candidate for deac-
collection area. cessioning,.

Students then selected objects to
test with museum audiences. Family groups were asked to review a set of photo-
graphs of eight different objects along with a simple identification label with the
name of the object, its place of origin, and its date of origin. Visitors divided the
object photographs twice: first, they sorted memorable objects from those which
were forgettable, then the familiar from the unfamiliar. Finally, the visitors ranked
the set of objects in order from most important to least important according to their
own perceptions, and then were asked to explain their answers. Using the audience
feedback, the research team then compared the audience preferences to the overall
object score. Key findings from this phase of study indicated that if visitors catego-
rized an object as more memorable, they also ranked it as more important. For visi-
tors, familiarity of the object was not a factor in ranking the object as important. For
example, 88% of the visitors labeled a Conestoga wagon as “memorable” and 83%
as “familiar” They ranked the wagon as most important 50% of the time, and over-
all 74% of visitors put it in the top four items of the set. Conversely, of the visitors
who looked at the 1927 Japanese friendship doll, “Miss Shimane,” 50% labeled it as
“memorable” and 42% as “familiar” Sixty-seven percent of the time visitors ranked
the doll in the bottom in terms of importance.

Using the visitor data alongside the object’s FLORES score provided greater
insight into refining the tool and its potential. In the first iteration of the tool, the
scores reflected visitor preferences approximately half of the time. For example, the
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Conestoga wagon had a score of 70.3, just below the cut score, and was ranked
third overall in importance by the audience. The friendship doll had a very high
score of 89.3, but an overall audience rank of 23rd of 40 in order of importance. In
order to better understand the discrepancies between the score and the audience
preferences, the research team drew on the observational data and visitor descrip-
tion of their interests. Overall, the family discussions about objects centered around
three main areas: 1) the sensory elements of the object (texture, color, shape, size);
2) defining, explaining or questioning the background information on the object’s
function or use; and 3) creating or situating the object within a narrative or story.
When asked what more they wanted to know about the object, almost all visitors
discussed or asked questions related to the objects function, purpose, background
or use. Knowledge and function questions about the object were more prominent
with objects that were unfamiliar to the visitor. Conversely, the kind of meaning
making that visitors experienced with or around the objects, based on the content of
their conversations, was rarely related to the function, use, or content background
of the object. Instead, these were focused on personal connections or relating the
object to something they had seen elsewhere. For example, a child’s christening
gown most often generated responses related to family experiences with baptisms,
making a gown for a child, or a memory of one’s own gown.

During the summer of 2014 the researchers undertook another phase of test-
ing with museum audiences. During Phase 2 visitors were asked to look at the same
set of objects, but this time the physical object, rather than a photograph, was on
display and tested with two different types of labels. Visitors were first shown simple
labels that included object name, place of origin and date of origin and asked to rank
the objects in order of importance. Then, the observer flipped the labels and had
visitors rank the objects again; this second set of labels were more story-based, often
playful in tone, and ranged from informative to narrative descriptions of key fea-
tures or aspects of an object that might help visitors understand its role, purpose or
function. This iteration of testing qualitative analysis revealed that visitors preferred
objects that were unique or rare, highly colorful, perceived to be “old,” and related
to family memories or stories. Visitors preferred an object less if they had “seen too
many before” or had difficulty determining the object’s purpose, even with a basic
identification label. Overall the in-person ratings were one-point higher on average,
and the objects that were either very large or very small increased in ratings by more
than one point. As has been found in other research on object-label testing (Francis,
Slack, & Edwards, 2011), the interpretive labels did not generally change a visitor’s
perception of the importance of the object.

Data analysis during Phases 1 and 2 included comparison of rankings; con-
tent analysis of the observation and interview data; and comparison of visitor pref-
erences with the rating system results. In all, 156 different family groups (256 adults,
287 children) participated across the first two testing sessions. Based on testing, the
first iteration of the FLORES rating system accurately predicted whether visitors
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were interested or not interested in the object at least half the time, but 25% of the
time an object’s rating was higher than visitor preferences, i.e. the object score sug-
gested that visitors would be more interested in the object than they actually were.
Given these responses, in reviewing the relationship between visitor categorization
and ranking, the researchers determined that more work was needed to refine the
criteria of the rating system to achieve better consistency. This meant trying to un-
derstand the discrepancies between the object rating and the visitor responses. For
example, the object’s aesthetic qualities were an essential feature of conversation and
preference, but were not separated out in the initial scoring system. Similarly, the
initial criteria lumped personal connection and intergenerational appeal together,
yet visitor responses indicated these were clearly two different ways of thinking and
talking about the objects. By carefully reviewing these discrepancies and the exist-
ing research, the researchers were able to create a more refined series of measures.
During Phase 3 the research team used the revised FLORES tool to rate a
series of objects already on display in the museum and compared the ratings with
existing timing and tracking data. These data provided the team with a first-hand
account of the relationship between the object score and amount of time spent by
visitors at the object. Using 146 objects for comparison, the average time spent by
visitors at each object or case of objects was 39.63 seconds (n=1,308 object views).
The rating system proved to be a useful guide in demonstrating which objects were
more and less likely to be observed by visitors. Unfortunately, when multiple objects
comprise a case display, determining which object the visitor is looking at is very
difficult. Similarly, a number of design factors that come into play must be consid-
ered. The research team is now working to develop a system to more closely track
visitor attention to objects within cases. Given the complexity of this situation, the
team opted to review the single object cases and their related FLORES score along
with the visitor stay time at those cases. Using a statistical measure of prediction, the
initial findings demonstrate a weak potential relationship between the object’s score
and the amount of time a visitor spends at the case. In other words, the score does
have some predictive value, but it is yet imprecise. Initial results suggest that objects
above the cut score of 72 are more likely to have higher stay times than objects be-
low the cut score. There is less indication at this point that higher scoring objects
result in longer stay times overall. This is in part due to the very small number of
instances of single case objects (n= 13) and overall visitor observations at TCMI.

Lessons Learned

The development of the FLORES tool reveals a fascinating interplay between visitor
knowledge and object displays. In particular, the audience research and object rat-
ing system helps to distinguish key object features that best connect to the visitor’s
prior knowledge and personal experiences with those elements of the object that
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are more likely to connect with the visi-
tor. For example, audiences indicated
both a cowboy pig cookie jar (Figure 2)
and the 1949 Crosley console television
set (Figure 3) were familiar objects, but
rated the TV as more memorable than
the cookie jar. On the FLORES scoring,
the TV rated at 84.96 and the Cookie
Jar at 48.9, demonstrating the impor-
tance of looking beyond simple mea-
sures of familiarity or memorability.
Similarly, the team considered
objects that with a compelling story or
provenance alongside dimensions of
aesthetics and family discussion. Here
the primary example is the difference
between a 1951 Black Phantom Sch-
winn bicycle, and the 1927 Miss Shi-
mane Japanese friendship doll (Figure
4). Both objects provide intriguing
back-stories that might appeal to a fam-
Figure 2. Cowboy Pig Cookie Jar. ©The Chil-  ily audience: the Schwinn was a Christ-
dren’s Museum of Indianapolis. mas present and Miss Shimane part of
a goodwill exchange of dolls between
the US and Japan in the 1920s. While these backstories make for fantastic collec-
tions research, the compelling factors for museum visitors were different. Visitors
had a far more difficult time making connections to the doll or finding something
to talk about it, even despite efforts in Phase 2 to provide more descriptive inter-
pretive labels making contemporary connections to things like the American Girl
Dolls. Here too, the FLORES score reveals potential for differentiating the objects:
the bicycle scored 83.18 and the doll 78.54, but with both objects landing above the
cut score, making a decision on the use of either object would require clear interpre-
tive messaging and intentional strategies to attract family audiences. A final notice-
able difference in the use of the FLORES tool for overall object selection came from
the inclusion of aesthetics as a factor of interest. Here again, although visual appeal
certainly contributes to a family’s reaction, the object’s aesthetics cannot be used
alone for decision-making. A fine example of this comes from the comparison of
two vibrantly colored objects: a 3 tall “self-portrait” sculpture, and a small, bright
red, enameled turtle toy. The colorfulness of each object drew families’ attention,
but they quickly lost interest in the turtle because they could not imagine how it was
used, what its purpose was, or how it could be of interest. The self-portrait has many
more components that help family members make sense of the object. Created in the
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style of a Southwestern storytelling doll,
it features a variety of smaller dolls of
family members engaged in different
activities—cooking, dancing, working
on a computer—scattered throughout
the skirt of the main figure. The images
of different, contemporary activities de-
picted in the sculpture provided high
levels of conversation and connection
for family audiences.

This study provides insight on
visitor responses to objects in a museum
setting and the different perspectives
have on those objects. By drawing on
inherent object qualities as well as visi-
tor preferences, museums can find ways

Figure 3.  Miss Shimane Japanese Friend-
ship Doll, 1927. © 2005. Photo by Wendy
Kaveney.
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to better understand the visitor-object relationship and in turn move toward more
intentional selection and inclusion of objects in exhibition planning. The develop-
ment of this object-rating system contributes to a broader view of the complexi-
ties of visitor-object relationships. It draws on current research that centers on the
personal and psychosocial connection to objects and builds on past knowledge of
the environmental and intellectual influences on visitor behavior and learning. This
new strategy allowed a more intentional selection of objects by curators and exhibit
developers by identifying the object-based features or characteristics that best sup-
port dialogue and interaction of visitors. With these objects there is greater poten-
tial to increase the time spent with the objects, which enhances the overall learning
value and meaning of the museum visit.

The FLORES tool is not without some flaws however. Through the Phase 3 test-
ing it became clear that the predictive value of an object is more complicated when
it appears in a case alongside one or more objects. As such it is nearly impossible
to confirm the individual level an object eftects on audience members. As well, the
design and lighting of the case, and related interactive experiences that are adjacent
to the object undoubtedly have an effect on the visitor attention and stay time at any
particular object or object case. Two key examples illustrate this point nicely. First,
the team found that for “stand alone” cases with a single object on display, the average
visitor stay time at an object was 38.2 seconds. The stay time at cases with multiple
objects averaged 40.9 seconds, and those objects with interactive components as part
of the object case averaged a stay time of 46.3 seconds. Clearly the interactive com-
ponents increased stay time, but the small difference between single objects and mul-
tiple objects in a case could be related to some additional elements of design. Second,
in addition to the potential influences that multiple objects and interactive experi-
ences have on the visitor stay time with objects, design elements such as the location
of the object cases within an exhibition space, color choices, layout and lighting can
also play an important role in visitor attention and attraction. For example, timing
studies in TCMTI’s Take Me There: China exhibit found that at a multiple-object case
of religious artifacts, adult visitors were more likely to stop and look at the case when
they saw it in front of them than if they approached from either side. Timing and
tracking of family groups indicated that very few children were attracted to the case
overall regardless of how they approached it. Museum staff will use this information
to study visitor behavior in greater detail and plan revisions to case layout and design
where possible, and to inform future decisions on object use and selection.

Up Next: Intentional Selection of Objects

Up to this point the FLORES tool has been used in prototyping and post-hoc analy-
sis of visitor attraction and interest. Moving forward, TCMT’s collections and exhibit
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development teams will begin to experiment with using the tool as part of the object
selection and identification process when planning exhibitions. Teams will rate the
objects using the FLORES tool in advance of the exhibit opening and use the tool as
strategy for selecting the best objects for inclusion in the exhibit.

As the exhibit planning teams develop their main messages and goals for each
exhibit, they will also review the museum’s collection and potential loans for objects
that best fit the exhibit’s goals and messages. By working across the categories of
the FLORES tool, both exhibit developers and curators can discuss the interpretive
needs of the exhibition, the role that objects will play in that interpretation, and the
potential that collections objects have to advance an exhibit’s overall storyline. In
very initial tests to date, use of the rating system prompted more discussion between
designers and curators around how best to display objects that had lower ratings,
and stimulated greater discussion among exhibit planning teams on whether an ob-
ject was a strong choice overall given the potential limitations of audience interest
(Serrell, 1998). For example, in an upcoming exhibition on fairy tales, the curator
and exhibit developer used the FLORES tool to determine which objects would
need stronger interpretation and those that were better used as background mate-
rial rather than as focal objects in the exhibit.

The goal of a museum exhibit planning team is to increase the overall time
that family audiences spend with objects and to increase the number of visitors
overall who view objects in museum exhibitions. By focusing on the interconnect-
ed nature of object qualities along with existing knowledge of visitor preferences,
museum exhibitions and displays can connect with visitors more effectively and
ultimately create more relevant museum experiences. As the unique feature of mu-
seums is in making connections between visitors and objects of human experience,
harnessing the power of visitor studies research to support that goal seems ever
more prudent. Similarly, several of the collections staff have indicated an interest to
use FLORES to support (and justify) decision-making for acquiring new material
and in deaccessioning materials that are no longer relevant to a museum’s mission.
Use of the FLORES tool in a pre-acquisition situation will provide curators with a
broader perspective on the aspects of potential objects and where they may or may
not have the best impact for family audiences. FLORES helps staff determine the
role of the object in relation to the audience experience further demonstrates the
importance of collections in shaping the overall visitor experience.
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COLLECTIONS MANAGEMENT POLICIES
THE CHILDREN’S MUSEUM OF INDIANAPOLIS

REVISED OCTOBER, 2017

INTRODUCTION

The following Museum Mission Statement and Purpose of the Collection shall guide The
Children’s Museum of Indianapolis, hereinafter TCM, in managing its development,
treatment and use of objects in its permanent collection and objects under its temporary
care.

Museum Mission Statement
“To create extraordinary learning experiences that have the power to transform
the lives of children and families.”

Purpose of the Collection
TCM collects objects to use in creating and implementing extraordinary visitor
experiences and preserves those objects and their contextual information for
future generations of children and their families.

l. THE COLLECTIONS

A. Scope
The Collection is categorized into two principal areas of interest: Arts & Humanities and

Natural World.

1. Arts and Humanities
The Arts and Humanities Collections encompass any artifacts made and used by
humans, which are studied and presented in fields that include anthropology,
ethnology, archaeology, history, popular culture, and the visual arts. The Arts and
Humanities collections contain manufactured and handmade artifacts that reflect
trends in popular culture, that advocate an understanding and appreciation of
historic movements and events, and help instill an appreciation for personal
history—and ordinary people and events—in citizens of America and the world.
Change and continuity are documented through toys and dolls, clothing and
textiles, household and occupational artifacts, sports and leisure activities, folk
arts, decorative arts, and fine arts, and archival materials. Development of the Arts
and Humanities Collections broadly focuses on acquisition and use of artifacts
that encourage family learning and that reflect the shared experiences and diverse
differences in American life and world cultures. These collections support
upcoming exhibits through acquisition of iconic objects that facilitate family
learning and increase first-time and repeat attendance. Selection from this
Collections Management Policies
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collection are featured in Power of Children: Making a Difference; Carousel
Wishes and Dreams; Fireworks of Glass; All Aboard; Take Me There; National
Geographic Treasures of the Earth and the Underwater Archaeology Lab;
American Pop: The Galleries for American Arts and Popular Culture; and the
National Art Museum of Sport (NAMOS) and Sports Legends Experience
galleries.

2. Natural Science

The Natural Science Collection is comprised of unique objects that help foster
both curiosity and enthusiasm for the sciences. Science is an intensely hands

on and investigative endeavor and this is reflected in the scope and the usage of
the objects in the collection. Items related to zoology, botany and geology
provide core materials that are utilized throughout the museum in exhibit
programs and interpretation. Particular emphasis is placed on field collection of
paleontological materials which are featured in the Dinosphere: Now You're in
Their World gallery, in the Mann Properties Gallery which features pieces from
the Lanzendorf Paleo Art Collection, and in the Polly Horton Hix Paleo Prep Lab
where visitors can interact with paleontologists and see scientific research being
conducted. Portions of the Natural Science Collection also appear in the Dow
ScienceWorks gallery. This collection also supports cultural exhibits, such as the
Treasures of the Earth exhibit, by acquiring related materials in addition to
collecting iconic objects that will facilitate family learning and increase first-time
and repeat attendance.

B. Classification of Collection
Objects are classified by an alphabetical code assigned by the responsible Curator into
whose collection the object is placed.

1. “4A” Objects
“A” objects must meet most of the following criteria: rare, best
representative of type, best example of the collecting focus, contextually
and/or historically valuable, monetarily valuable, fragile.

2. “B” Objects
“B” objects should meet some of the following criteria: good
representative of type, good example of the collecting focus, significant
contextual or interpretive value, stable, readily available and obtainable,
sturdy.

3. “C” Objects
“C” objects meet the following criteria: durable, easily replaceable, easily
interpreted, appropriate for hands-on activities.

4. “TCM-I" Objects
“TCM-I” objects are inexpensive, fully expendable and readily obtainable
in large quantities.

Collections Management Policies
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TCM’s Permanent Collection is made up of objects classified as “A” or “B.” “C” objects
are tracked, but not included in the Permanent Collection, and “TCM-I" objects are not
tracked nor considered part of the Permanent Collection.

C. Conservation Policies

TCM assures preventive care by maintaining and monitoring objects and their
environments. The comprehensive conservation program provides for preservation and
safety of objects in public use, in transit or in storage, as well as eradication and
prevention of pests harmful to the Collection.

1. Exhibition
The Exhibition Conservation Manager shall serve as consultant to TCM
staff to ensure appropriate exhibition techniques and environments for all
Permanent Collection objects.
2. Environment
Environmental standards for the Collection are determined, maintained
and monitored in cooperation with Facility Maintenance staff.
3. Security
Security issues regarding the Collection and the safety of staff or public in
relation to the Collection are addressed in consultation with the Director of
Safety and Security.
4. Emergency
TCM’s Emergency Response Team maintains a separate emergency
preparedness plan to prevent or minimize potential emergencies. The
emergency preparedness plan also addresses how TCM shall proceed with
recovery and stabilization efforts of the Collection in the aftermath of a
disaster.
5. Standards for Treatment and Use
“A” and “B” objects shall receive conservation care in accordance to the
American Institute of Conservation Code of Ethics and Standards.
a. “A” Objects
“A” objects require a controlled environment, carefully planned
handling and monitoring while in use or in storage. “A” objects
may be used, when protected, in exhibitions and programs, and
may be handled with gloves by Collections staff or by other TCM
staff upon approval by the responsible Curator.
b. “B” Objects
“B” objects require careful installation to protect their structure
and surface but do not require an archival environment for storage
or exhibition. “B” objects may be used in supervised programs
and classes, handled with gloves by TCM staff upon approval by
the responsible Curator.
c. “C” Objects
“C” objects may be handled by the general public in supervised
classes and programs upon approval by the responsible Curator.
Collections Management Policies
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d. “TCM-I” Objects
TCM-1 objects may be used in exhibits and handled by the general
public in unsupervised settings.

1. ACQUISITION

A. Authority
Authorization for acquisitions shall reside in the Director of Collections, the Vice

President of Experience Development and Family Learning, the President and CEO and
the Board of Trustees.

1. Initial Authorization

a. Curatorial Consideration
An object offered to TCM shall first be considered by the
responsible Curator in collaboration with the Director of
Collections. The Curator and Director shall prepare a proposal for
consideration for any offered objects and send this for approval to
the Vice President of Experience Development and Family
Learning and the President and CEO who will determine whether
or not the object falls within the Scope of the collection area, and
otherwise complies with the requirements of this Policy and the
needs of the institution.

b. Minimum Data
In presenting an object for accession, the Curator shall provide, at
a minimum, the following information: donor/vendor name and
address, an explanation of how the object was used in its
historical/cultural/natural context and other available information
regarding its provenance.

c. Legal Status, Board of Trustee approval
The presenting Curator shall be responsible for reviewing ethical
and legal compliance of the object proposed for accession. If the
Curator is uncertain about the ethical or legal status of an object
under consideration for acquisition, the Director of Collections
shall request further research or consult the President and CEO
and/or legal counsel to approve or disapprove of the acquisition.

d. Review and approval
Approval for accession of any objects must come from the Director
of Collections, the Vice President of Experience Development and
Family Learning, the President and CEO or the Board of Trustees.

e. Storage and care
TCM must be able to provide for the storage, protection and
preservation of the object under conditions that ensure its
availability for TCM purposes and in keeping with professionally
accepted practices.

2. Financial Considerations
Collections Management Policies
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a. Objects less than $3,000.00
Obijects offered for sale to TCM at a cost of less than $3000.00
may be accessioned upon the authorization of the responsible
Curator with approval from the Director of Collections and the
Vice President of Experience Development and Family Learning if
the current year’s budget is sufficient to defray such costs.

b. Objects between $3,000.00 and $100,000.00
Obijects offered for sale to TCM at a cost of more than $3000.00
but less than $100,000.00 must meet all aforementioned
conditions and be approved, prior to purchase and in writing, by
the Vice President of Experience Development and Family
Learning and by the President and CEO.

c. Objects more than $100,000.00
Obijects offered for sale to TCM at a cost of $100,000.00 or greater
must meet all aforementioned conditions and be approved, prior to
purchase and in writing, by the President and CEO and the Board
of Trustees.

B. Methods

Objects fitting the scope of the Collection and its purpose shall be purchased by or
gifted to TCM free and clear of all liens and encumbrances. Every effort will be made to
secure intellectual property rights to any object accessioned into the Collection.

1. Gift/Purchase

An object may be acquired by TCM through gift, testamentary transfer,

purchase, trade or other lawful means.

a. Proof of Title and Intellectual Property Ownership
The donor or vendor shall provide proof that he or she has title to
the object free and clear of liens and encumbrances. The donor or
vendor shall also provide such documentation as is necessary to
determine intellectual property ownership in the object, and
preferably transfer intellectual property rights in the object to
TCM.

b. Cultural Property Requirements
All acquisitions must comply with all applicable statutory,
regulatory or common law requirements including, without
limitation, the Endangered Species Acts, the Cultural Property
Implementation Act (CPIA) and the Native American Graves
Protection and Repatriation Act (NAGPRA). The responsible
Curator and the Director of Collections shall determine whether or
not an acquisition complies with all applicable laws. Any
uncertainty must be resolved by TCM’s legal counsel.

c. Restricted Gifts
Restrictions as to use or future disposition of objects given to or
purchased by TCM are discouraged. Occasionally, a restricted or
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conditional gift may be offered that fits the Scope of the Collection
and contributes directly to the purposes and activities of TCM.
Under such circumstances, the gift may be accepted with the
restriction. However, every effort shall be made to place a
reasonable limit on the time for which the restrictions may apply,
and to define the conditions under which the restrictions will
terminate. Restrictions shall be reduced to writing and retained as
part of the title documents in the accession records of each object.
2. Conversion, Objects Lacking Documentation
In the event that objects on loan to TCM are unclaimed by the owner, or
the owner moves with no forwarding address or dies, leaving no heirs and
no instructions as the return of the property, TCM may acquire title to the
property pursuant to the abandoned property laws governing the state of
Indiana
3. Discovery in the Field
An object in the field may be accessioned provided that such acquisition
has the written consent of the owner of the real property upon which the
discovery was made, and that it complies with the requirements of this
Policy and any applicable state or federal laws. The Sensitive Materials
Policy shall be consulted prior to accessioning any object discovered in
the field.

C. Obijects for Future Sale

Obijects which are offered for gift or testamentary transfer that are inconsistent with the
Scope or Purpose of the Collection or TCM’s mission may be accepted by the responsible
Curator, with consent of the prospective donor and Director of Collections to be sold by
TCM at a later date. The donor should contact a tax advisor regarding any tax
consequences resulting from a subsequent sale of the object. The proceeds of such sale
shall be credited to the Artifact Acquisition Account. These objects shall not be
accessioned into the Permanent Collection, but will be accepted as resource material.

The transfer of title document shall clearly state the intention to sell these objects.

D. Rejected Objects

TCM shall make clear to prospective donors that it reserves the right to accept portions of
any lot and to reject any portion, which the Curator or other authority deems inconsistent
with the Scope or Purpose of the Collection or TCM’s mission. Rejected objects shall
promptly be returned to the owner/ or individual offering the object.

1. DOCUMENTATION

A. Accessioning
Accessioning is the act of recording and processing an addition to TCM’s Permanent

Collection. Acquisition of a group of objects from the same source at the same time shall
be accessioned as one “lot.”
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1. Maintenance of Records
TCM maintains and updates all documentary records of accessioned
artifacts and specimens in perpetuity.
2. Electronic Records
A distinct and separate record shall be created and maintained in the
automated Collections Management database for each object accessioned.
3. Photographic Records
As an aid to visual identification, a digital image of all newly accessioned
objects shall be made.
B. Cataloging
As evidence of the identity, condition, historic, natural or cultural context of an artifact or
specimen enhances both its intrinsic and extrinsic value, all objects or groups of objects
acquired for the Collection shall be catalogued to meet the standards of the museum
profession and further TCM’s goal to utilize the Collection more broadly.

C. Inventory
A physical inventory of all artifacts and specimens shall be conducted under the

supervision of Collections Management staff on an on-going basis. As computer records
of the inventory are created and updated, duplicate records shall be stored off site.

D. Reports of Collections Activities

1. Accessioning and Deaccessioning
No less frequently than once per year, Curators shall report to the
President and CEO and the Board of Trustees on all accessioning and
deaccessioning activities of the previous year.

2. Inventory Reports
No less frequently than once per year, the Director of Collections or Chief
Registrar shall report to the President and CEO and Board of Trustees on
the physical inventory activity of the previous year.

3. Full Collections Report
Each February, a full report of acquisition and deaccession activities of the
previous year shall be made to the Vice President of Education and
Experience, the President and CEO, and the Board of Trustees.

V. DEACCESSION

Deaccession is the formal removal of accessioned objects from TCM’s Permanent
Collection. TCM, as a public trust, is obliged to preserve, protect and manage the objects
in its care, while ensuring that the Collection remains relevant to and consistent with
TCM’s mission and the Scope and Purpose of the Collection. Central to that obligation is
the refinement of the Collection through thoughtful re-evaluation and disposition of
objects that no longer meet the criteria set forth in this Policy. The determination to
dispose of any object held in trust shall be governed by this section.

A. Authority
1. Initiation of Deaccessioning
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Recommendation and approval to deaccession an object from the

Collection shall be initiated by the responsible Curator or by the Director

of Collections who shall provide basic information, such as the reason for

deaccessioning, current value and recommended method of disposal. Any

objects deemed to pose a threat to the health and safety of the staff, the

public or the Collection will be removed and disposed of properly.

2. Review by Registration Staff

Registration staff shall verify basic data on objects recommended for

deaccession, such as donor/vendor name and address, other information

regarding provenance, and transfer of title to ascertain unrestricted and

unencumbered title to the object.

3. Administrative Review

a. Review by working group
After the Curator provides authorization for objects to be
considered for deaccession, Registration staff shall assemble a list
of proposed deaccessioned objects for monthly or periodic review
by the Vice President of Experience Development and Family
Learning, the President and CEO and the Board of Trustees’
Experience Development Working Group. This group shall make
a recommendation to the Board of Trustees that approved objects
be removed from TCM’s Permanent Collection.

b. Board approval and memorandum
Upon Board approval, Registration staff shall create a
Memorandum of Deaccession showing final approval to
deaccession. The Memo shall indicate the following: accession
number, popular name, acquisition method, source, initial value,
current value, legal title transfer, reason for deaccession, and
disposition method. The memorandum shall be dated and signed
by the Curator and Director of Collections and must show the date
of Board approval.

c. Maintenance of memorandum
The Memorandum of Deaccession shall be maintained in
perpetuity in TCM archives with other documentary records of
deaccessioned artifacts and specimens.

B. Standards
1. Title
TCM must have unrestricted and unencumbered title to any object that is
to be deaccessioned in order to provide merchantable title. The
determination of title status shall be made from TCM’s records. If the
records show clear title in TCM, the parties authorized to deaccession may
proceed with the disposition. If the title is not clear, the Director of
Collections shall recommend alternatives to deaccessioning to the Vice
President of Experience Development and Family Learning and the Board
of Trustees.
2. Staff/Board Prohibition
Collections Management Policies
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The staff, volunteers, members of TCM’s Board of Trustees and their
immediate families are prohibited from directly or indirectly acquiring
objects deaccessioned from the Collection.

3. Donor/Donor’s Heirs Prohibition
Objects deaccessioned from TCM should not ordinarily be returned to the
previous owner or heirs of the owner unless the conditions of gift or loan
require such return. If the object is returned in this manner and the donor
claimed the fair market value of the donation as a tax deduction at the time
of the gift, the return of the object may have significant tax consequences
and the recipient should consult a tax advisor.

4. Documentation
TCM maintains in its archives all documentary records of deaccessioned
artifacts and specimens in perpetuity.

C. Methods
The methods are set forth in order of preference for deaccessioning, except as may be
noted.

1. Transfer to Education Collection
TCM’s “B” Permanent Collections objects that are duplicates or are easily
replaceable and/or good reproductions and in stable condition may be
transferred by deaccession to the “TCM-I"” Education Collections.

2. Exchange/Trade
Objects may be exchanged with or traded for other objects held by another
museum or vendor, provided the value of the objects received is
commensurate with those deaccessioned or that the trade will enable TCM
to fulfill a particular need in its exhibits or educational programs. Trading
with other public institutions is preferred over trading with private
collectors and collections. However, trading with private collectors is
permissible if the desired object is not available from a public-institution
source.

3. Sale and Fund Use
Reasonable efforts will be made to sell objects to public institutions before
sale to private collectors is considered. The services of licensed
auctioneers may be employed to sell deaccessioned objects. When objects
are auctioned locally, they will not be advertised as being deaccessioned
from TCM’s collection. All proceeds generated from sales shall be
credited to the Artifact Acquisition and Conservation Account.

As further set forth below, the Artifact Acquisition and Conservation
Account may be used to acquire objects through purchases and long-term
loans, pay for conservation of collection objects (including preventative
and active care), and pay for the long-term care of collection material
which is on long-term loan to TCM, as long as the objects being acquired
or cared for help advance TCM’s mission and strategic exhibit needs.
Long-term loans will be defined as objects that are given to TCM for a
Collections Management Policies
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minimum of 2 to 20 years and that fulfill an exhibition need that cannot be
met by TCM’s own collection objects.

4. Donation
Donation of deaccessioned objects to other museums and educational
institutions is permitted.

5. Repatriation
TCM shall return or repatriate all objects which are required by any lawful
statute, regulation, ordinance, final court order, treaty or convention to
which TCM is subject. Return or repatriation shall be accomplished in
full compliance with such requirements.

6. Destruction
Objects may be destroyed if they are so weak that they cannot be properly
displayed or conserved, or if they pose a threat of infestation to other
objects in the Collection or present a potential health threat to staff or the
public.

7. Artifact Acquisition and Conservation Account
Proceeds generated from sales of deaccessioned objects may be used to
acquire objects through purchases and long-term loans, pay for
conservation of collection objects (including preventative and active care),
and pay for the long-term care of collection material which is on long-term
loan to the TCM, as long as the objects being acquired or cared for help
advance TCM’s mission and strategic exhibit needs. Funds from this
account may be used to secure part-time or temporary help to further the
museum’s deaccession efforts provided that the cost to deaccession does
not exceed the financial benefits to the Artifact Acquisition and
Conservation Account.

LOANS

To achieve its educational goals, TCM may from time to time make items from or
portions of its Collection available to other reputable public institutions on a loan basis
subject to conditions imposed by TCM to ensure the protection, safe transport, return and
insurance for the value of the object(s). Similarly, TCM may wish to borrow objects
from other institutions or individuals in order to fulfill an exhibition, programmatic or
educational requirement.

. Incoming Loans

1. Examples and definitions

a. Internally Generated Loans
A loan initiated by Curatorial staff and completed by Collections
Registration staff.

b. Special Exhibition
A packaged exhibition developed and crated by another institution
and managed for TCM by the Director of International Traveling
Exhibits and, if artifacts or specimens are included in the
exhibition, by Collections Registration staff.
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c. Augmented Exhibition
A traveling exhibition developed and crated by another institution
managed for TCM by the Director of International Traveling
Exhibits with additional objects from TCM’s Collection or objects
on loan to TCM from other institutions or individuals, managed by
Collections Registration and Curatorial staff.

2. Authority

a. Authority to Propose Loan
Recommendations for incoming loans may be made by anyone, but
loans must by formally proposed by one of the following: the
responsible Curator, Director of Collections, the Director of
International Traveling Exhibits, or Exhibit Developer.

b. Authority to Approve Loan
Internally Generated Loans or loans for Augmented Exhibitions
must be approved by either the responsible Curator, Director of
Collections or the Director of International Traveling Exhibits.
Special Exhibitions must be approved by the Director of
International Traveling Exhibits and, where appropriate, by a
decision-making body comprised of museum staff.

3. Standards

a. Terms
Loans for a term greater than five (5) years are discouraged but not
prohibited in proper cases. Incoming loan contracts shall be
written to ensure that ownership of abandoned objects on loan
reverts to TCM pursuant to the abandoned property laws governing
the state of Indiana.

b. Care, Preservation and Exhibition
TCM gives the same care to borrowed artifacts and specimens as it
does to its own objects of similar classification.

c. Insurance
Borrowed objects shall be insured for the value provided by the
lender under TCM’s “all-risk,” wall-to-wall policy, subject to the
following standard exclusions: wear and tear; insects and vermin;
previous repair, restoration or retouching process; warlike action or
nuclear risk. If the lender maintains his or her own insurance
coverage, TCM shall ask to be named as additional insured under
the lender’s insurance contract. TCM shall endeavor to have a
waiver of rights of subrogation included in the insuring contract.

d. Reproduction and Credit
TCM shall attempt to obtain express permission of the lender to
photograph and/or reproduce images of loaned objects for purposes
related to TCM’s mission. TCM shall carefully document the
intellectual property status of loaned objects. Unless otherwise
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instructed in writing, TCM gives credit to the lender in all
publications and on labels.

e. Return/Renewal of Loans
Upon expiration of the loan period, TCM may either request
renewal of the loan for an agreed-upon renewal term OR return the
objects the lender. Objects shall be returned to the lender upon the
expiration date of the loan period or delivered as lender instructs in
writing.

4. Documentation
The Collections Manager shall oversee the creation and compilation of all
documents related to the loan of objects to TCM. The Collections
Manager shall complete incoming and outgoing reports on the condition of
all loaned objects.

5. Care
The Collections Manager, in consultation with the Exhibition and
Conservation Manager, shall handle unpacking, installation and repacking
of artifacts and specimens for incoming loans. TCM gives the same care
to borrowed artifacts and specimens as it does to its own “A” objects.

B. Outgoing Loans
1. Examples and definitions

a. Public Institutions
TCM loans objects to other museums and educational institutions
for periods established in the loan documents.

b. Traveling Exhibitions
A packaged exhibition developed and created by TCM and
managed by the Director of International Traveling Exhibits.

2. Authority
a. Authorization
All outgoing loans must be authorized by the responsible Curator.
b. Administrative Approval for Objects in Traveling Exhibits not created
by TCM
Due to the increased exposure to risk while traveling for extended
periods, special review and approval by the Director of
Collections, the Vice President of Experience Development and
Family Learning and President and CEO may be required for
objects requested to accompany special Traveling Exhibitions
planned and sponsored by other museums.
3. Standards
a. Requests for Loan
Requests for loans must be received from the potential borrower
sixty (60) days prior to scheduled pick up or shipment date. Any
reduction of this time must be approved by the Director of
Collections.
b. Facilities Report
Collections Management Policies
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VII.

TCM requires borrowers of Collections objects to file a Standard
Facilities Report of the American Association of Museums or
equivalent.

c. Title
TCM does not loan objects to which it does not hold clear title,
such as those on loan from other museums and individuals, without
written permission of the lender.

4. Documentation
The Collections Manager shall oversee the creation and compilation of all
documents related to the loan of objects from TCM. The Collections
Manager shall complete outgoing and incoming reports on the condition of
all objects for outgoing loan.

5. Care
TCM requires borrowers to comply with the professionally-sanctioned
standards of care for objects borrowed from its Collection. An object may
be considered for loan to other museums when the object’s condition is
assessed as stable and if the institution requesting the loan can assure that
transportation and exhibition conditions are sufficient to protect the object.
Evidence of damage at the time of receipt or while in the borrower’s
custody must be reported immediately to TCM. The borrower may not
clean, repair, alter or restore objects on loan from TCM without express
written permission of the responsible Curator.

6. Reproduction and Credit
Each object shall be labeled and credited to The Children’s Museum of
Indianapolis. Unless otherwise stipulated in writing, the visiting public
may take casual photographs, but no other reproduction is permitted.
Should the borrower wish to use the object for catalog or publicity
purposes, the borrower must enter into a licensing agreement with TCM

7. Return/Renewal of Loans
Upon expiration of the loan period, the borrower may either request
renewal of the loan for a mutually agreed upon renewal term OR return
the object(s) to TCM. Objects shall be returned to TCM upon the
expiration date or delivered as TCM instructs in writing.

ACCESS TO COLLECTION

Access to the Collection may be granted only by Collections staff on a case-by-case
basis. Requests for access are granted whenever possible. This section covers only
physical access to the Collection. Those who are permitted access to the Collection may
not photograph any part of the Collection. Exceptions may be warranted, and in such
cases a separate licensing agreement must be executed.
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A. Research

The Collection may be used for study and research at the discretion of the responsible
Curator and the Collections Registration staff. Persons wishing to access the Collection
for research purposes must contact the responsible Curator or Collections Registration
staff in advance to schedule an appointment.

B. Tours

Tours of Collections storage are granted on a case-by-case basis. Tours may be arranged
by making an appointment with members of the Collections staff at least fourteen (14)
days in advance.

C. Photography
TCM regulates photography of its Collections and exhibits. Requests for photography

must be approved by the responsible Curator and the Director of Collections, and those
wishing to have access to the Collection for this purpose must execute a licensing
agreement.

VIIl. ETHICS

A. Conflicts of Interest

Conflict of interest provisions are standard in effective museum Collections policies. The
intent of these provisions is to protect all involved from using their museum affiliation to
benefit financially from that affiliation outside the scope of their position with the
museum.

1. Disclosure statements and Collection Focus
Members of the Board of Trustees, all staff members working with
Collections and those at the Director level and above must disclose to
TCM through a Conflict of Interest statement the types of items they have
acquired or intend to acquire for their personal collections. These persons
will verify or amend their statements during the first quarter of each year.
Because of the breadth of TCM’s Scope of Collections, a brief description
of the focus of TCM collecting for any given year (“Collection Focus™)
will be shared at the time the Conflict of Interest statement is distributed.

2. Examination
The Director of Collections, in consultation with the responsible
Curatorial staff, shall examine all Conflict of Interest statements to
determine whether a conflict of interest exists between TCM and the
person submitting the statement. If a Board or staff member, after
becoming affiliated with TCM, has acquired an item (excluding inherited
family possessions) during a year in which such item reasonably was
within TCM’s Collection Focus, then within thirty (30) days from the date
TCM received such Conflict of Interest statement, TCM shall determine
whether it desires to obtain the item and shall so notify the Board or staff
member involved. Upon such notice from TCM, the Board or staff
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member shall disclose the price he or she paid for the item and then, at
TCM’s option, sell the item to TCM at the same price.

If the Board or staff member objects to TCM’s decision to purchase the
item, the Board or staff member may raise the matter with the Executive
Committee, and the Executive Committee shall determine whether the
item must be sold to TCM.

3. Assurance of Confidentiality
Statements of collecting activity shall be retained by the Director of
Collections in a confidential, secure file. The information included on the
statements will be revealed only to the President and CEO, Vice President
of Experience Development and Family Learning and, where appropriate,
to Curatorial staff.

B. Appraisals
TCM does not appraise property for the public. Curators provide values to
Permanent Collections objects for insurance purposes only. A list of certified
appraisers is available to the public upon request.

C. Sensitive Materials Policy

TCM has adopted a Sensitive Materials Policy. TCM will make all reasonable
efforts to identify sensitive materials within its current collection and respect the
ethics and diversity of all peoples when making acquisition and deaccession
decisions. To that end, TCM implements the following to aid in the management
of sensitive material and protect the institution, its staff and those who wish to
donate, loan or sell sensitive material to TCM’s collection.

1. Definitions: Sensitive materials — objects or materials that require special
treatment in recognition of their importance to a particular culture or nation.
Sensitive materials may be categorized as either cultural or natural, with
examples of each including;

a. Cultural: Human remains and their associated funerary objects,
which are defined as objects that, as a part of the death rite or
ceremony of a culture, are reasonably believed to have been placed
with individual human remains either at the time of death or later; and
Sacred objects, which are specific ceremonial items needed by
traditional religious leaders for the practice of traditional religions by
their present-day adherents.

b. Natural: Biological, geological, or paleontological specimens, which
include the preserved remains of vertebrate and invertebrate animals,
including dinosaurs and other prehistoric animals and plants.
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c. Concerned Party — museum-recognized tribe, community or
organization connected to sensitive materials by ties of culture, descent
or geography.

2. Policies & Procedures

a. The Committee:
TCM’s existing Education and Experience Development Working
Group will create a sub-committee of this workgroup to serve as
the sensitive materials committee (the “Committee’) and will act
as an advisory board on matters of sensitive materials, including
acquisition, deaccession, care, and, if necessary, repatriation of
such objects. The Director of Collections in conjunction with the
Vice President of Education and Experience Development will
recommend objects for the Committee to consider.

b. Repatriation:
Should TCM determine that an object classified during the
inventory process is sensitive material and should be repatriated,
TCM shall follow the deaccessioning procedures set forth in in this
Collections Management Policy. The curator responsible for the
collection from which the object shall be deaccessioned shall
contact and initiate negotiations with the concerned party under the
guidance of the Committee. Such efforts to repatriate may result in
a number of arrangements, including but not limited to the return
of the object to the concerned party; the retention of the object with
no restrictions on use, care or exhibition; the retention of objects
with restrictions on use, care or exhibition; the lending of objects
either permanently or temporarily; or the holding in trust of the
sensitive material for the concerned party. Regardless of the
arrangement, TCM reserves the right to retain museum records
associated with the object for archival and educational purposes.

c. Procedure for acquisition of sensitive materials:
The Committee shall be consulted when TCM is presented with an
opportunity to acquire sensitive material and such acquisition is
recommended by the Collections Department. The Committee
shall take into account a number of factors, including TCM’s
collection policies and TCM’s mission, before making a final
decision on whether to accept the material. Should the Committee
or the Collections Department determine it is in TCM’s best
interest not to acquire the material, TCM will recommend an
alternate institution better equipped to preserve and care for such
material. Decisions regarding acquisition will be made within a
reasonable amount of time, not to exceed one month.

d. Emergency approval procedure:
The Director of Collections may request emergency approval
procedure regarding the accession of sensitive materials to the
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Collection. Situations that may warrant such procedure include,
are not limited to, auction or sale, short-notice programs, field
recovery, or objects at immediate risk or of immediate need. The
Director of Collections shall contact the Committee and poll its
members. A majority vote of the Committee shall constitute
approval.

e. _Acquisition of sensitive materials:
TCM may acquire sensitive materials that the Committee regards
to be in line with the furtherance of TCM’s mission and collections
policies. Objects considered for acquisition will be approved in
compliance with all known ethical and legal guidelines related to
sensitive materials. TCM will use its best efforts to include all
concerned parties in the identification, care and possible
disposition of sensitive materials when necessary.

f. Restriction of public access to sensitive materials:
TCM reserves the right to restrict general public access to sensitive
materials, though TCM staff may allow recognized concerned
parties access to such materials.

g. Due diligence:
Before borrowing or accessioning sensitive material into its
collection, TCM will use due diligence to determine if the object
was stolen or otherwise wrongfully acquired, and to ensure that the
party offering the object for loan or accession is the bona fide
owner of the object. Should TCM determine that the object was
wrongfully acquired, or that the party offering the object is not the
bona fide owner of such object, TCM shall promptly notify the
appropriate authorities. TCM will use due diligence in addressing
any and all intellectual property issues when acquiring or
deaccessioning sensitive materials.

h. Discouragement of unethical collecting practices:
TCM supports the efforts of all local, state, federal and
international authorities to protect art, antiquities, national
treasures, and ethnographic material from illicit trade and
destruction. Obijects that have been stolen or unethically acquired
should not be accessioned in any TCM collection. No object shall
be considered for acquisition if TCM has reasonable evidence to
suspect that the object was wrongfully, unethically, or illegally
acquired. TCM shall carefully scrutinize all donations and
acquisitions of sensitive materials in an attempt to provide
disincentive to unethical collecting practices, including the
trafficking in and illicit looting of prehistoric and archaeological
sites.

3. Human Remains and Funerary Objects
a. NAGPRA compliance:
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TCM has complied with requirements set forth by the Native
American Graves Protection and Repatriation Act (NAGPRA), 25
U.S.C. 3003. Inventories were completed in accordance with the
law and approximately 104 Native groups were contacted,
beginning in 1993. TCM continues to abide by all NAGPRA
requirements and shall process all incoming NAGPRA requests
with speed and professionalism.

b. Human remains:
TCM shall treat all human remains with the utmost respect and
dignity. TCM may acquire human remains in compliance with all
known ethical and legal guidelines if such acquisition is within
TCM’s collections plans and policies, and/or TCM deems their
acquisition necessary to their preservation and continued care.
TCM reserves the right to display remains (in accordance with
NAGPRA and any relevant ethical and legal considerations) if
such display is in line with TCM’s mission.

c. Removal of human remains and associated funerary objects:
TCM shall not remove human remains and their associated
funerary objects or materials from their original context nor
conduct any destructive studies on such remains, objects, and
materials, except as part of procedures determined to be
appropriate through consultation with concerned parties.

4. Sensitive Materials of the Natural World

a. Acquisition of naturally-occurring sensitive materials:
TCM shall not purchase, borrow, or accept as a donation any
naturally-occurring sensitive material without proper
documentation. Prior to TCM accepting naturally-occurring
sensitive material, the sellers, loaners, or donors shall sign a sworn
affidavit or certificate warranting the source of the material.
Similar sworn statements shall be issued and signed by those
parties who own and/or lease the property on which the material
was discovered, and by those parties engaged in the excavation
and/or preparation of the material. Such statements should
include the following information: the scientific and colloquial
name, if any, of the material; a legal description of the real estate
upon which the material was found, including directional
coordinates and the name and contact information of the legal
owners and lessors of the property; the approximate date of when
the material was discovered and when excavation and removal
began; and the names of all parties who supervised such
excavation.

b. Field research and recovery:
TCM leases land and sponsors trips to areas rich in biological,
geological, and paleontological specimens for the purpose of
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excavating, obtaining, owning, displaying and educating its
audience. TCM shall work with experts in the relevant field to
ensure that, to the extent possible, TCM obtains necessary permits
and complies with all state and federal laws regulating the
excavation and ownership of such naturally sensitive materials.
TCM shall conduct all field research and collecting activities with
sensitivity to continued protection of natural resources and in
compliance with applicable laws protecting animal and plant
species.

c. Accession of naturally-occurring sensitive materials:
Unprocessed biological, geological, or paleontological specimens
collected in lots or bulk from the field, or held for processing, shall
not be considered for acquisition until specimens have been
selected and preserved by methods standard to the type of
collection. Such unprocessed materials shall receive a field
number upon transfer of legal title, and, once processed, the field
number shall be retained with an accession number added.

IX. REVISION OF PoLIcY

A. Review and Revision

This Policy shall be reviewed every five (5) years by Collections staff to ensure their
relevance to TCM’s collecting focus, operations and programs and compliance with
changes in applicable laws. The Policy shall be revised when deemed necessary by
Collections staff in consultation with the Vice President for Experience Development and
Family Learning and the President and CEO. Once revised, the Policy shall be reviewed
and approved by the Board of Trustees.

B. Interim Input

Any person may submit questions or comments, in writing, on the effectiveness of this
Policy to the Director of Collections or Collections Registration staff at any time. These
comments shall be considered during the subsequent review of this Policy.
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At The Children’s Museum of Indianapolis,
we have been experimenting with and
implementing various strategies to encourage
family learning. Our goals are to encourage
adults and children to participate together

in conversations about museum exhibitions;
to connect those ideas and objects to past
experiences; and to spark or inspire ongoing
interest in the content. Towards that end,
staff members have developed goals for each
area of practice in exhibitions, programs, and
even collections to integrate these family-
learning objectives.*

In 2013 we introduced the Family Learning
Object Rating Evaluation System (FLORES).
Developed at The Children’s Museum of
Indianapolis, it is part of our ongoing effort
to determine the best strategies for selecting,
displaying, and interpreting a museum’s
collection for family audiences. In this
article, we describe how FLORES is used by
designers, curators, and exhibit developers
when planning exhibitions to create a more
compelling experience for everyone. We also
provide examples of its application in three
very different temporary exhibitions: Pirates
and Princesses: Storybook Adventures!, National
Geographic Sacred Journeys, and Terra Cotta
Warriors: The Emperor’s Painted Army.

1 Susan Foutz and Claire Thoma Emmons, “Application and
Adaptation of an Institutional Learning Framework,” Journal of
Museum Education 42, no. 2 (2017): 179-189.

Spring 2018

Using FLORES has proven useful in helping
us face the challenge of connecting family
audiences to a very broad collection that
includes natural history, American history,
popular culture, art, and world cultures
objects (and certainly not a typical collection
for a children’s museum). The biggest
question we face is figuring out what makes
these objects important for the audience

and which ones will bring about the greatest
opportunities for family learning. These goals
in turn support the museum’s overall mission
to create extraordinary experiences that have
the power to transform the lives of families.
In order forour team to create these deeper
family-learning opportunities with our
collections, we had to transform both what
we saw as the role of objects in the exhibition
and how to get our visitors talking about

and become more involved with the objects
on display.

Creating a Process to Rate Objects

We built FLORES as a collaboration

between the museum’s collections, exhibit
development, and audience research
departments and the museum studies program
at Indiana University-Purdue University
Indianapolis. The tool allows staff to rate
artifacts across a wide range of criteria.

Our early work clarified how objects and
environments interact within an exhibition
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space by discussing characteristics that
successfully communicate messages

to visitors. FLORES goes one step further.
It draws upon a wide range of literature,
including information on exhibition design,
features of objects, attracting power,

and psychosocial perspectives. It comprises
six measures, each rated on a seven-

point scale of object qualities, including

—

The Family Learning Object Rating Evaluation System (FLORES) Rating Categories and Factors

Aesthetics

Unigueness

Use o fig. 1.
! The FLORES
Rating System
) and aspects of
each rating area.

aesthetics, condition, provenance, and ease
of identification (fig. 1).

The scale includes a series of transactive
qualities, such as the potential for generating
discussion, a compelling story, and
generational appeal. We developed the tool
by prototyping and pilot testing objects and
rating categories with our audiences. By
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Crosley television
set, 1940s.

‘working collaboratively and across many

perspectives, we refined the six measures to
weigh both object qualities and visitor
behaviors, creating a score that can determine
the extent to which visitors might be
attracted to an object. When we start new
projects, members of the team review

object lists together to be sure that scoring
and interpretation of the measures are
consistent. Ultimately, though, we use the ’
tool to stimulate conversation for the team to
determine what is included in an exhibition.

The six measures of FLORES include:

« Recognizable. The object is something
that we believe a family audience
(e.g. an adult and atleastone .
child under the age of 12) would
be familiar with, or is readily
identifiable by its basic size and
shape, and that does not require
specific expertise in a content area.

.« Compelling. The object has a unique

story or personal connection that
gives it a sense of credibility or
authenticity, or has a cultural or
historic significance. L
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.+ Promotes discussion. Visitors are
able to make a personal or social
connection with the object that
elicits conversation.

« Is viable for display. While more of

" an internal measure, this factor is
important for object selection by
collections staff, Is it stable and safe
for display in an exhibit context?

« Unigque or rare. The notion that the
object is special enough to be on
display in a museum, i.e., it is not
something that you would readily
see every day.

« Aesthetics. The object has a high

degree of sensory elements, such as

color, texture, smell, or has design

elements that draw the eye.

. i

When compiled, the final *score” for each
object guides the exhibition team in their use
and treatment of the objects in the collection
within the overall design and interpretation.
The FLORES system has also been used by
curators to evaluate potential acquisitions,
as a predictive measure of how successful
an object might be for family learning. As
a result of using this system, we have been
able to increase the time that visitors spend
looking at and discussing objects on display.*
We have been experimenting with how to use
the object ratings to track visitor attention
and interest with different objects in the
exhibition. As timing and tracking of visitors
through exhibitions is a primary way of
measuring interest we have begun to match
time spent at an object display with the
strength of an object score to see if higher

2 For the full explanation of our testing and prototyping process,
see Elizabeth Wood, Alysha Zemaniek, Laura Weiss, and Christian G.
Carron, “Growing FLORES for the Museum,” Collections: A Journal
for Museums and Archives Professionals 12, no. 1 (2016): 7-22.




rated items also relate to more
time spent at an exhibit display.

Using FLORES in Planning

As we worked through multiple
iterations of testing and
prototyping, we came to learn
that using these criteria for
object selection allowed us to
better understand how to think
differently about and integrate the objects
into the overall design and interpretation
of an exhibition. We noticed that the
interplay between different criteria affected
how visitors might interpret an object. For
example, something like a 1940s television
set (fig. 2) was equally as recognizable to
visitors as a cute animal-shaped cookie jar,
but the cookie jar was far too ordinary to be
remarkable to visitors and didn’t generate
~much interest. The TV set fared much better
because the opportunities for visitors to
make a personal connection (or share a
memory) and generating group conversation
were much higher due to the age of the
object or its perceived uniqueness.

Similarly, aesthetics almost always helped an
object score higher, which suggested a better
overall attraction for visitors, However, a
shiny red turtle pull toy (fig. 3) ultimately
fared less well than an intricate folk art
sculpture about a family’s history. Here, the
nature of the sculpture provided significant
opportunities for discussion, was unique,

and was clear to families what it represented.

The turtle toy, on the other hand, proved to
be hard to recognize beyond its turtle shape.
There was limited opportunity for it to start
a conversation.

As we built our experience in using the
tool for different purposes, we began to
experiment with how we designed and

| | 79

developed exhibitions. We looked at the fig. 3.
inherent strengths and the potential gaps
that each object presented in terms of family
learning potential. In several instances,

we changed a plan for an exhibit component '
based on how well an object scored and
tested with visitors.

Turtle pull toy.

Pirates and Princesses: Context Matters

The exhibition Pirates and Princesses:
Storybook Adventures! included immersive
environments that promoted role-playing
and storytelling around pirates and fairy
tales.3 It was more typical of non-collecting
children’s museum exhibitions, in that it
was focused on experiences rather than on
object displays. Throughout the exhibition,
the team included objects from our world
cujtures collection along with examples from
popular culture to augment the storytelling
and interpretation of pirates and princesses
in literature and movies. Early visitor testing
of proposed objects using FLORES revealed
that several lower scoring items were found
to be less compelling on their own and need
to be placed into greater context with other
like items to tell a story.

For example, many of our visitors were
unfamiliar with one object in particular, a
silver ingot. For it to be effective, instead

of displaying it as a stand-alone object in the
case as originally planned, the exhibition

3 Atemporary exhibition open from January 2016 to February 2017.
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fig. 4.

Silver ingot on
display in Pirates
and Princesses.

exhibition

team developed a model around the ingot

to help visitors make sense-of what it was.
Inside the display case, the team placed

the ingot on one side of a mock scale,

and balanced it on the other side by bags
containing more than 1,000 replica pieces
of eight (Spanish coins). This display helped
to convey the ingot’s weight and value at

a glance (fig. 4). Visitors most surely would
have overlooked the ingot alone, and its
significance, without the surrounding content
providing contextual value.

Terra Cotta Warriors: The Wow Factor

In presenting Terra Cotta Warriors:

The Emperor’s Painted Army, we faced the
challenge of creating a family-friendly
exhibition of world-renowned and
conceptually complicated cultural objects.*
While the life sized Terra Cotta Warrior
figures from Xi’an, China already offered a
compelling story and reflected a significant
“unique” quality, we were faced with how
to generate conversation between adults
and children regarding the objects. Since
early market testing had shown that many
potential visitors were unfamiliar with

the Terra Cotta Warriors, we knew that we
could not rely upon familiarity with the

4 A temporary exhibition open from May to November 2014.

Spring 2018

story to stimulate meaningful discussion.
With few interactive experiences

planned, the exhibition focused visitor
attention on the objects. To build
opportunities for discussion, we turned to
the notion of the gateway or “wow” object
to carefully choose objects that would
score high on our FLORES measures
including strong aesthetic elements and
easily recognizable objects for children.
We selected the most recognizable objects
and those that visitors might have seen
through National Geographic or Smithsonian
Maguazine - human-sized figures, faces,
and animals - to aid in recognition for
children. We then built on the objects’
aesthetic qualities to draw attention to
their uniqueness. .

Our exhibition evaluation demonstrated
that we were able to compel visitors to

stay longer with objects as compared to
previous object displays (from 51 to 61
seconds per object, nearly double that of our
baseline measures in other object-specific

displays in other exhibitions at our museum).

When observing visitor groups (both those
with children and adult-only) at these
objects, 89 percent demonstrated a behavior
indicative of “close looking,” such as
leaning in to get a closer look, looking at the
object from multiple sides of the case, and
pointing at the object; 60 percent had at
least one person read the label; and 50
percent had a conversation. Furthermore,
groups with children talked to each other
significantly more often than groups without
children (fig. 5). The team was surprised
and excited by the findings that indicated
that visitors were engaging with objects

in more in-depth ways than just time spent
in the exhibition.

& David Francis, Steve Slack, and Claire Edwards, “An Evaluation
of Object-Centered Approaches to Interpretation at the British

Museum,” in Museum Gallery Interpretation and Material Culture, ed.
Juliette Fritsch (New York: Routledge, 2011), 153-164.
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fig. 5. Families demonstrating
close-looking behaviors at
kneeling archer in Terra Cotta
Warriors: The Emperor’s
Painted Army.

S
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National Geographic Sacred Journeys:
Up Close and Personal

Most recently, we experimented with
FLORES for National Geographic Sacred
Journeys.S This traveling exhibition, created
in-house and drawing on object loans from
around the world, explored world religions
with the goal of fostering awareness of
cultural diversity and respect for religious
traditions. Using the lens of pilgrimage

and travel to sacred places, it focused on
five historic sites and the “extraordinary
artifacts” that connect people to religious
experiences. It was more adult focused and
had few interactive components, not unlike
the Terra Cotta Warriors exhibition.

]

Based on our initial rating process of the
objects using FLORES (fig. 6), we developed
strategies to build stronger connections
between the objects and the visitor through
specific design-based choices.” For example,
with a replica Shroud of Turin, we placed the
artifact at eye level and labeled key features
for visitors to investigate. Observations as

6 On display at The Children’s Museum of Indianapolis from
August 2015 to February 2016. .

7 See Christian G. Carron, Susan Foutz, and Melissa Pederson,
“Religion in Museums for Families with Children,” in Religion in
Museums: Global and Interdisciplinary Perspectives, ed. Gretchen
Buggeln, Crispin Paine, and S. Brent Plate (London: Bloomsbury
Publishing, 2017), 197-204. ’

part of the exhibition evaluation found that
the Shroud had an extremely long stay time
compared to other objects in the exhibition
and in the museum (87 seconds on average)
and also sparked conversations between
visitors. We obtained an authentic touchable
portion of the Western Wall from Jerusalem
(fig. 7) and as hoped, visitors took the
opportunity to physically connect with this
object; 94 percent of groups who stopped

at the Western Wall block were observed
touching it.

As part of our mission to support and create
opportunities for family learning, we want

to encourage more visitors to talk about,

and become involved with, the objects
featured in our exhibitions. As an institution,
we had experience evaluating our success

in exhibitions by measuring awarenégss

of content and messages, observations of
family behaviors at interactive exhibits, and
the meaning made from the experience.
However, our existing evaluation did not
measure family learning with regard to

the objects on exhibit. When it came to
developing strategies for family learning as
part of collections and object displays, we
sought to build our own understanding of the
meaning and potential that each object has to
contribute to that overall learning objective.
In each of the examples above, our goal was

- ek = ; L ) ~ s - ;.

- - .
fig. & FLORES Testing-Sacred Journeys
An example of |Object 1-recognizeable 2-obje
the FLORES rating Dead Sea Scroll-Deut ' .
for some of the .
. . iQluran
objects used in ! hroud of Turi
Sacred Journeys. (Shroud of Turin
Ganesh
_Potato Planting
{Mezuzah
Western Wall
_Kiswah/Mecca
|Gutenberg Bible
{Dalai Lama Throne
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to use the FLORES system to help planning

teams understand more fully how visitors
would react to certain objects and their
potential to spark conversations about the
objects. Using the tool also helped

teams to think about the degree to which
they felt the object worked to tell the story
of each exhibition.

Our work has led designers and exhibit
developers to look carefully at each object
and consider how it could be used within
the context of the exhibition beyond a
simple case display. Thinking carefully
about visitor interaction with objects in
an exhibition has helped us increase the
potential connections and learning value

of those objects. Building on this knowledge

ultimately enhances the meaning of the
visitor’s overall museum experience.

M

fig. 7.

Families
interacting with
a reproduction
segment of the

Western Wall
in National
Geographic
Sacred Journeys.
Elizabeth (Elee) Wood is Professor, Museum
Studies, Indiana University-Purdue University
Indianapolis and Public Scholar of Museums,
Families and Learning at The Children’s Museum
of Indianapolis. eljwood@iupui.edu )
Susan Foutz is Directér of Research and Evaluation
at The Children’s Museum of Indianapolis.
susanf@childrensmus'eum.org
Christian G. Carron is Director of Collections at
The Children's Museum of indianapolis.
chrisc@childrensmuseum.org:
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Report Results i

What do you want to know?

Evaluation is a t &
process for finding
thlngs Out,,, Analyze Data How can you find that out?

¢

Gather Data

5
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& . When do you do evaluation?

> M -
<€ > € > €

> < >
Front-end Formative Remedial Summative
. -ID changes/
-ldea Testing -Conceptual improvements -Were goals
-ID background understanding _Satisfaction/ achieved?
knowledge -Prototype testing  gngagement  -How did visitors

-ID improvements benefit?

measures

The Children’s Museum of Indianapolis Extraordinary. Alway36



Development, Design, and Production Timeline

® 6 ¢ o

Pre-cnneptl:ncept Schematic A Schematic B Design Detail ~ Construction Production + Installation Evaluatiol
Dol;urnents qiing Debref

Braintrust
* Production begins at halfway point of entire process ﬁrchwe

Ongoing

| Milestone Chec
’ TCM Internal M kpoints Support

‘ Partner Milestone Checkpoints, as needed

. Opening Day

The Children’s Museum of Indianapolis Extraordinary. Alwayd/
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Warning!! Limited Scope Alert!

The following examples detail the
evaluation with external constituents,
typically visitors or potential visitors to the
museum. We did not outline other points
of feedback from groups such as advisors,
working groups, partners, etc.

The Children’s Museum of Indianapolis Extraordinary. Alway33
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*

|
\Ewmun

Pre-concept Concept Schematic & | Schematic B Design Detail Construction Production + Installation
Documents Opening Debrief
Braintrust and
Archive
<€ >
<€ > <>
ConcepFuaI Context.ual Remedial Summative
Front-end Formative Formative
-ID changes/ -Were goals
Idea Testing -Conceptu_al -Late-Stqge Prototypes improvements achieved?
ID background understanding -Usability of nearly _Satisfaction/ _How did visitors
knowledge -Early Prototypes completed elements engagement benefit?
-ID changes/ -Refine labels measures
improvements -ID changes/
improvements

The Children’s Museum of Indianapolis

Extraordinary. Alway39



Permanent Exhibit: Dinosphere Revision

Marketing study

I | I |

I
Design Detail

Pre-concept Concept Schematic A Schematic B Construction Production + Installation Evaluation
Documents Opening Debrief
Braintrust and
Archive
<€ >
e Contextual >
Front-end Conceptual F(())?n‘? ;(til\ﬁ Remedial Summative
» Usage of dome Formative (March-Aug 2022) (Se
. : pt 2022-Aug
interactives (2016) (Dec 2020-Jan 2022) (Jan-March 2022) 2023)

+ Knowledge/interest in
type of fossils that could
be included in the
exhibit (2018)

* Usage of ramp (Early
2020)

* Accessibility baseline
survey (Spring 2021)

Sauropod S&L show
concept; accessibility
TOTE interactive;
accessibility
Sauropod bone puzzle
x3; accessibility

» Sauropod bone
puzzle x1;
accessibility

+ Diplo digestion x1;
accessibility

« Art Lab scanner x1;
accessibility

All Interactives (Obs)
Most Programs (Obs)
Ramp: General and
Shows (Obs)
Satisfaction,
expectations, use,
impressions (Interviews)

Outcomes for
visitors including
accessibility
audiences

The Children’s Museum of Indianapolis

Extraordinary. Alwayg0



Traveling Exhibit: Emmett Till & Mamie Till-Mobley

*

| I [ | I [ I |

Pre-concept Concept Schematic A Schematic B Design Detail Construction Production + Installation Evaluation
Documents Opening Debrief
Braintrust and
( > Archive
<€ > >
Front-end Conceptual Contextual Remedial Summative
. Eg?gﬁf;;g’;&tam study in Formative Formative (Sep-Oct 2022) (Oct 2022-Sep 2023)
« Call to Action FG with Host (May 2021-Aug 2022) (July-Sep 2022) N
Venues (00t 2020) MAP FG about concept « All Interactives (Obs) Outcomes for visitors,
« Till awareness interviews at Adult FGs Chicago/Miss/IN + Funeral monitor x2 + All Programs (Obs) TCM staff, ETIC staff,
TCM (Dec 2020) (historical panels) « Trial sketchpad x2 « Satisfaction, and other venue staff
- National awareness survey Family FGs IN (key panel * Make aripple x1 expectations, use,
included Indy (Jan 2021) ' content, Take Action content) e S&L show in situ x1 impressions
Ripple word surveys (Interviews)

+ Local Connection ideas (Mar

2022) S&L animatic Family FGs

The Children’s Museum of Indianapolis Extraordinary. Alwayg]
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Pre-concept Concept Schematic A Schematic B Design Detail Construction Production + Installation
Documents Opening Debrief
Braintrust am_]
( > Archive
<€ > <>
ConcepFuaI Context.ual Remedial Summative
Front-end Formative Formative OctiNov 2022

(March-June 2022) (Aug/Sept 2022) N/A: Unless grant-

N/A: Team knew this
would follow a similar Balance boards x2
‘recipe” as the other + Faux ice x2; accessibility

sports temps; had to « Fast or Friction x1
have something for

newbies as well as
players and fans

The Children’s Museum of Indianapolis

[

Interactives (Obs) funded temporary

Programs (Obs) exhibits typically do
not have a
summative

Extraordinary. Alwayg2
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Discussion:

What information about or from constituents do
you need to do your job?

What groups may be under-represented in the
current process?

What does an inclusive study (or process) look
like?

The Children’s Museum of Indianapolis Extraordinary. Alwayg3



Designing

Evaluation

S N Overview of the

S i~

1

ANl 4 4+ o ) TR

' Finding |
| N o
the T ”Evidence \:_:;

Evaluation Process

Making
Sense of
the
Evidence

Evaluation Planning

* Generate evaluation
guestions based on
goals, objectives, &
outcomes

» Design and develop
instruments

collection strategies

Data Collection

* Observations

* Product/document
review

* Assessments

« Surveys

* Interviews

* Define samples & data

The Children’s Museum of Indianapolis

Data Analysis &

Reporting

Analyze the data
Interpret the data
looking for answers
to evaluation
questions

Report the data
Make
recommendations

Extraordinary. Alwayg4
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VISITOR MAP

Thank you to the museum’s official partners:

Riley Children’s Health

Indisnn University Health

Featured Attractions

MANDELA

PRESENTED BY

Mandela: The Official Exhibition
Level 2

Lawyer. Revolutionary. Political prisoner.
World leader. Elder statesman. Human
rights icon. Global advocate for change.
Nelson Mandela has been all these things
to people across the world. Mandela:

The Official Exhibition provides a unique
opportunity for you to learn more about
the iconic freedom fighter and political
leader, Nelson Mandela.

van &

PRESENTED BY SUPPORTED OY

Central Indiana

Honda Dealers PRV HELM

HHEHONDA

OneAmerica” Mandela: The Official Exhibition is produced by Round Room
Financial Live in partnership with The Royal House of Mandela (RHoM)
and RHoM Investments.
nicxelodeon. Teenage Mutant Ninja Turtles™:
TEENRGE MUTRANT NIMJIA Secrets of the Sewer™
A
. I \ | - Join these pizza-eating, crime-fighting
g el =rnmn g M . " o
FTSEQRETS oF THE SE % Heroes in a Half-Shell” to hone your ninja

skills and problem-solving intellect while
learning the secrets of the sewer!

© 2024 Viacom International Inc. All Rights Reserved. Nickelodeon,
TEENAGE MUTANT NINJA TURTLES and all related titles, logos, and
characters are trademarks of Viacom International Inc.

ﬁ Riley Children’s Health
Radkiais Eierraly B

EXPERIENCE |

The Riley Children’s Health Sports Legends * {s madt lead gift support from
The Enid Goodrich itiati ) Riley Children’s at Indic i : The Herbert
Sarnon Rarnily Fecen Found ity i

d s Sennn foandiadiory O plarx

Lilly ¥ ity Chiistine Camferdom; The Children's Museur
Guid; Elizabeth Bracken Wiese and.J. Frederlc Wiese r; indianapols Colts; NCAA; lce Miller LLP Dr. and Mrs.
Dr.and Mrs. John Rapp, and Mr. d Dr.Patricia Rapp.

Riley Children’s Health Sports
Legends Experience®

Entrance to outdoor experiences through
the Welcome Center, Level 1

All ages can run, putt, pass, play, and
enjoy a variety of accessible, “my-size”
sports experiences for families. Explore
an interactive athletics wonderland and
discover your strengths in a new sport or
learn about a sport you love in a whole
new way.

The Riley Children’s Health Sports Legends
Experience is included with museum general
admission and membership!

Customer Service: 317-334-4000

r—
OLD

| [T

IceMiler mm oo

Lower Level

All Aboard!

Beyond Spaceship Earth
Dinosphere®

Fireworks of Glass

Lilly Theater

National Geographic
Treasures of the Earth

Level 1
Dinosphere®
Food Court
Museum Store

National Geographic
Treasures of the Earth

Riley Sports Legends Experience®
National Art Museum of Sport
The World of Sport

Water Clock
Welcome Center

Level 2

American POP

Dinosphere Art Lab
Dracorex hogwartsia
infoZone

Stories from Our Community
Take Me There®: Greece

Level 3
Playscape®

The Power of Children®
Race Car

Level 4

Carousel Wishes and Dreams

Corteva Agriscience
ScienceWorks

Mini Masterpieces
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Featured Programs

July 1-Aug. 11, 2024
We offer a variety of programs in every gallery space, designed to encourage families to explore and play together!

Dinosphere®, Lower Level

Up Close in the Cretaceous: Join us to examine fossil clues
to explore what life was like for these prehistoric creatures.
10:30 a.m., 2:30 and 3:30 p.m. daily

*Mesozoic Marine Deep Dive: Explore the ancient seas and
the spectacular giants that lived there in an underwater family
investigation.

11:30 a.m. and 1:30 p.m. daily

Dino Tales: Experience the true story of a groundbreaking
paleo discovery through this engaging live performance!
12:30 p.m. daily

Dinosphere® ART LAB, Level 2

*Dinos Alive!: Follow a step-by-step process to design a family
of dinosaurs that come to life on the projection screen.
11:30 a.m., 1:30 and 3:30 p.m. daily

Treasures of the Earth, Lower Level

Terra Cotta Warriors Up Close and Personal: Discover the
secrets of the Terra Cotta Warriors that have been buried for
thousands of years.

11 a.m. and 2:30 p.m. daily

Beyond Spaceship Earth, Lower Level
ACAPCOM Go!: The Apollo Story: What did it take to put

humans on the moon? Discover the story of the Apollo
missions.
10:30 a.m., 12:30 and 4:30 p.m. daily

*Mission Control Team Takeover: Join NASA’s Mission

Control to run a flight simulation for a mission to the moon!
11:30 a.m. and 2:30 p.m. daily

ADee O’Hara: Reach for the Stars: Experience the story of
America’s first astronauts through the eyes of aerospace
nurse, Dee O’Hara.

1:30 and 3:30 p.m. daily

Teenage Mutant Ninja Turtles™: Secrets of the
Sewer™, Level 2
*Ninja Academy: Put your skills and teamwork to the test to

navigate a series of mental and physical challenges.
11 a.m. and 3 p.m. daily

*Inventor Workshop: The Turiles Team needs your help! Use
everyday objects to design a working spybot to spy on the evil
Kraang!

Noon and 2 p.m. daily

*Tickets must be obtained in person by standing in a queue line in
the exhibit.
ASpace is limited. Programs are on a first come, first-served basis.

Mandela: The Official Exhibition, Level 2
AMandela: Through His Own Words: Through the use of

Nelson Mandela’s own words, discover the rich, complicated

history of South Africa and life of Mandela.

Noon and 2 p.m. daily

Take Me There®: Greece, Level 2

A Taste of Greece: Discover how food is a common thread
throughout Greek life as well as celebrations!

11 a.m. daily

Greek Dance!: Experience a traditional Greek Folk Dance
and join us on the dance floor!
Noon daily

AMake Your Myth: Art Workshop: Create a work of art
based on a favorite family story!
2 p.m. daily

Playscape®, Level 3
For children age 5 and under and families
AExperiencing Art Together: Big hands and little hands, get
ready for some hands-on art fun!
11 a.m. and 2 p.m. daily

AMaking Music Together: Join us to make some music and
engage your mind and body.
Noon and 3 p.m. daily

The Power of Children®, Level 3

Aln Their Shoes: Put yourself in the shoes of a child who
changed history through this immersive experience.
11:30 a.m. daily

AChange Makers: Superhero in YOU!: Become an everyday
superhero and use your power to make a difference by
designing Superhero You!

12:30 p.m. daily

AVoices of Hope: Discover how one inspirational child
served as an example of overcoming discrimination and
intolerance that made a positive difference in the world
today.

1:30 p.m. daily

Corteva Agriscience ScienceWorks, Level 4
Life in the Pond: See the live animals that live in our pond
and learn how they support each other in their ecosystem
while witnessing a live animal feeding.

11 a.m. and 2 p.m. daily

Program times are subject to change; see gallery signage
for the most up-to-date information.

102



Daily Offerings

10:30 a.m.: Up Close in the Cretaceous—Dinosphere®

A710:30 a.m.: CAPCOM Go!: The Apollo Story
Beyond Spaceship Earth

10:30 a.m.: Mighty Muscle Movers
Riley Children’s Health Sports Legends Experience®

11 a.m.: Celebration Dance Party!—Sunburst Atrium
11 a.m.: Fossil Discoveries - Jurassic Giants—Dinosphere®
11 a.m.: Terra Cotta Warriors—Treasures of the Earth

*11 a.m.: Ninja Academy
Teenage Mutant Ninja Turtles™: Secrets of the Sewer™

11 a.m.: A Taste of Greece—Take Me There®: Greece
A11 a.m.: Experiencing Art Together—Playscape®

11 a.m.: Life in the Pond
Corteva Agriscience ScienceWorks

11 a.m.: The Thrill of the Game
Riley Children’s Health Sports Legends Experience®

*11:30 a.m.: Mesozoic Marine Deep Dive—Dinosphere®

*11:30 a.m.: Mission Control Team Takeover
Beyond Spaceship Earth

*11:30 a.m.: Dinos Alive!—Dinosphere Art Lab {LV 2)
A11:30 a.m.: In Their Shoes—The Power of Children®

11:30 a.m.: Hammerin’ Hank Aaron Legendary Challenge
Riley Children’s Health Sports Legends Experience®

*Noon: Inventor Workshop
Teenage Mutant Ninja Turtles™: Secrets of the Sewer™

ANoon: Mandela: Through His Own Words
Mandela: The Official Exhibition

Noon: Greek Dancel—Take Me There®: Greece
ANoon: Making Music Together— Playscape®
12:30 p.m.: Dino Tales—Dinosphere®

A12:30 p.m.: CAPCOM Go!: The Apollo Story
Beyond Spaceship Earth

A12:30 p.m.: Change Makers: Superhero in YOU!
The Power of Children®

12:30 p.m.: Barbara Wynne Tennis Challenge
Riley Children’s Health Sports Legends Experience®

12:45 p.m.: Water Clock—Sunburst Atrium

1 p.m.: Fossil Discoveries — Surviving the Mesozoic
Dinosphere®

*1:30 p.m.: Mesozoic Marine Deep Dive—Dinosphere®

A1:30 p.m.: Dee O’Hara: Reach for the Stars
Beyond Spaceship Earth

*1:30 p.m.: Dinos Alive!—Dinosphere Art Lab (LV 2)
A1:30 p.m.: Voices of Hope—The Power of Children®

1:30 p.m.: Tamika Catchings Legendary Challenge
Riley Children’s Health Sports Legends Experience®

2 p.m.: Dino-motion Challenge—Sunburst Atrium

*2 p.m.: Inventor Workshop
Teenage Mutant Ninja Turtles™; Secrets of the Sewer™

A2 p.m.: Mandela: Through His Own Words
Mandela: The Official Exhibition

A2 p.m.: Make Your Myth—Take Me There®: Greece
A2 p.m.: Experiencing Art Together—Playscape®

2 p.m.: Life in the Pond
Corteva Agriscience ScienceWorks

2:30 p.m.: Up Close in the Cretaceous—Dinosphere®
2:30 p.m.: Terra Cotta Warriors— Treasures of the Earth

*2:30 p.m.: Mission Control Team Takeover
Beyond Spaceship Earth

3 p.m.: Celebration Dance Party!—Sunburst Atrium

*3 p.m.: Ninja Academy
Teenage Mutant Ninja Turtles™: Secrets of the Sewer™

A3 p.m.: Making Music Together—Playscape®

3 p.m.: Artist in You
Riley Children’s Health Sports Legends Experience®

3:30 p.m.: Up Close in the Cretaceous—Dinosphere®
*3:30 p.m.: Dinos Alive!—Dinosphere Art Lab (LV 2)

A3:30 p.m.: Dee O’Hara: Reach for the Stars
Beyond Spaceship Earth

74:30 p.m.: CAPCOM Go!: The Apollo Story
Beyond Spaceship Earth

*Tickets must be obtained in person by standing in a queue line in the exhibit.

ASpace is limited. All programs are on a first come, first-served basis.

Program times are subject to change; see gallery signage for the most up-to-date information.
Program times are updated daily on our website at childrensmuseum.org/visit/calendar.
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Cell Pizza

For an animal cell, use a premade round
pizza crust or a tortilla.

For a plant cell, roll out refrigerated bread-
stick or pizza dough into a rectangle.

Organelles and Suggestions

* Cytoplasm: The cytoplasm is the jelly
that surrounds all the organelles in the
cell. Use sauce for your cytoplasm.

¢ Nucleus: The nucleus is the “control
center” for the cell. The nucleus contains
the chromosomes, which are made of
DNA. DNA is the instruction manual for
the cell to make everything the body
needs. In most animal cells, the nucleus
is near the center. In plant cells, the
nucleus is often pushed to R
the side by vacuoles. Use :
something large and
round, such as a slice
of tomato, eggplant,
ham, or salami for
your nucleus.

* Ribosomes:
Ribosomes are like
little factories that
make proteins for the
cell. Ribosomes can be
found either free in the cell, or
on the rough endoplasmic reticutlum. Use
something small but colorful to represent
ribosomes such as minced green onions,
chopped herbs, or bacon bits. Sprinkle a
your chosen ingredients around the cell
and push them to set them in.

* Mitochondria: Mitochondria are
often called the “powerhouse” of the
cell. These organelles have their own
circular DNA and are the site of aerobic
respiration, which produces ATP, the
energy your cell needs to survive. These
are found throughout the cell. Bits of
sausage or olive, or even black beans can
represent the mitochondria in the cell.

| You Can Make an Edible Cell at Home!

* Golgi bodies: Golgi bodies are a series
of stacked sacs that process and package
the lipids and proteins made in the cell.
Try using peppers or even pineapple!
They are often depicted near the nucleus,
but can be anywhere in the cell.

* Endoplasmic reticulum: Sometimes
called the ER, these organelles are a
series of tubes that carry the lipids and
proteins to the cell membrane. They
can be rough or smooth. Rough ER has
ribosomes on it, and makes proteins
and sends them to the Golgi bodies
for packaging. You can use sliced
mushrooms or peppers for ER. Make a
smooth (without ribosomes) and a rough
(with ribosomes).

* Vacuole: Vacuoles contain many things:
food, waste, enzymes and water. They
% arestorage sites in the cell. Plant
I, cells usually have large central
o 7 ™ vacuoles, while animal
way - cells have smaller ones
- & throughout the cell. You can
1", use any food that looks like
« apocket to you, like curved
4 2 slices of pepperoni, or even
' put in an empty space for the
vacuole—be creative.

Chloroplasts: Chloroplasts
are only found in plant cells, so don't
use them if you're making an animal
cell! Chloroplasts contain green pigment
called chlorophyll, and are needed for
photosynthesis. Photosynthesis is the
process a plant uses to make food from
sunlight. Use green peppers, green
olives, or green onions for chloroplasts,
but only in the plant cells!

* Membrane and cell wall: Every cell has
a membrane, which acts as a skin, letting
good things in and keeping bad things
out. The membrane is made of fats,
or lipids, and proteins. Plant cells also
have a cell wall, which is stronger and
thicker. You can press herbs or cheese
around your crust to form the wall
and membrane!
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Make Cheese!

il need: optional \f
We can learn about enzymes and biotechnology this expe\"““e“t you willn Half-and-ha
by making cheese! According to legend, cheese To do rock pot Herbs
was discovered thousands of years ago by a 1 gallon¢ Crackers

shepherd carrying goat’s milk in a pouch made
from a goat’'s stomach. A substance in the lining

of the goat’s stomach called rennet contains an
enzyme, chymosin, which coagulates milk. During
the shepherd’s travels, heat from the sun activated
the enzyme in the goat’s stomach and turned the
milk into curds and whey. Whey is a thin liquid, and
curds are chunks of cheese.

Today, instead of using the lining of a goat's
stomach to make cheese, we can make the enzyme

1 gallon pitcher
3 packets nonfat instan
quarts)

£ milk (enough to make 3

9 cups warm water
4 cups puttermilk

(W
1, rennet table : :
szearch for distributors ifyo

you\' \oca\ groce\‘)

O\ng an Onhne

endd :
e recomm t find this at

u canno

v cup €oOl water

15 tsp. Salt

end doing an onlin€

using genetically engineered bacteria in the lab. anot find thisat ~

This is biotechnology—the use of living things as
tools! We can make our own cheese using a rennet
tablet, milk, heat, and a few other simple materials.

(we recomm

Cheesecloth if you c2

search for distributors
your local grocer)

Thermometer

Colander

1. Prepare nonfat instant milk by filling a pitcher/
container with 4% cups of warm water. Pour in nonfat
instant milk and stir to dissolve. Fill the pitcher/container
with the remaining 4% cups of water.

8. Once the curd is somewhat firm, use a knife to break
the curd into smaller chunks. This part is not critical as
stirring will further break up the curd. Turn the crock
pot on high and stir slowly and gently in an up and
down motion. The curds and whey (liquid portion) will
separate. Stir enough to make sure the curds are not
sticking together.

2. Add buttermilk (room temperature) to the crock pot and
turn on high. Buttermilk increases the acidity and helps
the enzyme work well.

3. Fill the remainder of the crock pot with the nonfat

instant milk prepared above, and leave about 1 inch of
headroom in the crock pot. You may have a little instant
milk left over. Stir until temperature of the mixture

Once a temperature of 102°~105°F is reached, turn off
the heat. Do not let the temperature go over 105°F. Stir
for about five more minutes.

reaches 90°F, then turn the crock pot off. 10. Line the colander with cheesecloth and put over the

sink. Pour the mixture into the colander and let the
whey drain for about five minutes. Rinse the curds in
cool water to remove more of the whey.

4. Dissolve ¥ rennet tablet in % cup cool water. Rennet
contains the enzyme that will turn the milk into curds.

5. Add rennet solution to crock pot mixture and stir in
an up and down motion for two minutes. (Stirring in a 1.
circular motion slows the enzyme down.)

6. If mixture is still at 90°F, leave the crock pot off.
Otherwise, bring the temperature back up to 90°F and 12.
turn the crock pot off.

If you want, add ¥z teaspoon of salt, a small amount

Wrap cheesecloth around curds and press out the whey.

Put the cheese in a small bowl and break up or cut with

a fork to look like cottage cheese.

of cream, and herbs for flavor. Serve your cheese on

crackers. Store the cheese in your refrigerator. It is also J

good for dishes such as lasagha or crumbled onsalad. & 7
V-4

V4

Y

7. Putthe lid on the crock pot and let sit for 40-45 minutes
or until the milk forms a solid curd that shows a clean
break. If curd is like soft yogurt, wait a little longer.

Adapted from Utah Education Network, “Cheesy Tool...Biotechnology,” by William Deimler.
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View of Learning, Exploration, and Play

Boston Children’s Museum believes that exploration and play are critical for children’s healthy
development and learning. It employs a_child-centered approach to creating engaging, varied
learning experiences that prioritize exploration and play. The Museum uses the following descriptions
to characterize learning, exploration, and play.

Learning is an active, multi-sensory process directed by the learner that occurs over time and across
the lifespan. It is constructed by connecting new experiences with previous experiences, building on
and developing skills and understandings about the individual and the world. Influenced by social and
cultural factors, learning occurs through interactions with people, objects, ideas, and the environment.

The Museum prioritizes exploration and play as two essential processes for learning.

Exploration is a method of engaging with and understanding the world through inquiry and
examination of materials, objects, and phenomena. Prompted by curiosity and wonder,
children use their senses to investigate the environments around them, gathering information
from and about the physical, social, cultural, and emotional world.

Play is a way for children to develop their interests, capabilities, and lifelong learning skills. It is freely
chosen, personally directed, intrinsically motivated, and enjoyable. It is a subjective experience in
which

© Boston Children’s Museum. Please do not copy, reproduce, or distribute without permission. 7

the individual playing decides whether or not it was successful. Though understood and valued
differently across cultures, play is an activity that all children engage in, and is critical to
healthy development.

Exploration and play are essential expressions of childhood. They are connected, yet distinct, processes

that lead to learning, and often appear to be simultaneous and seamless with children moving
knowingly and unknowingly between the two. Both exploration and play cross developmental domains

(social, emotional, cognitive, and_physical), change with development, and are often guided and shaped

by adults and the environment.
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Graphic to represent the relationship among exploration, play, and learning

The Museum places a premium on creating developmentally meaningful experiences that use
exploration and play to support children’s learning. Its experiences also encourage many other ways
people learn, from reading and drawing to listening and observing. Exploration, play, and other
processes for learning are supported through Museum experiences, and serve as a valuable
complement to the learning that occurs in the classroom, at home, and in out-of-school time.
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HOURS

Please check our website for current hours.
Advance/online tickets recommended.

Operating hours and dates (especially holidays and vacation weeks)
are subject to change. Visit our website for details and reservations.

VISITOR SERVIGES

ACCESSIBILITY

Ask any staff member for assistance. Visit the Admissions Desk
for assistive listening devices, sound-reducing earmuffs, and
wheelchairs. Stop by the Information Desk for large print maps
and other accessibility information.

FOOD AND DRINK

Food and beverages are welcome in the 1st Floor Lunch Room. No
food or drink allowed in exhibis. Please consider leaving nuts and
nut hutfers at home. BostonChildrensMuseum.org/allergy-awareness.

BABY CHANGING TABLES IN EVERY RESTROGM
Health regulations require that all diaper changing be done in restrooms.

COAT/BAG STORAGE
15t Floor Coat Room and Lockers.

LOST AND FOUND
15t Floor Informafion Desk.

NURSING
Please feel free to nurse anywhere in the Museum.
A private nursing room is available in PlaySpace.

PARKING — DISGOUNTED

Farnsworth Street and Stillings Street Garages offer discounts for
Museum visitors. Atlantic Wharf Garage offers discounts on
weekends only. Validations are given af the Informatien Desk.

STROLLER PARKING
1st Floor Coat Room.

UNACGOMPANIED ADULT POLICY
Adults unaccompanied by children are required to leave a photo
ID at the Admissions Desk during their visit.

(A

SPY WITH MY

AN UNFORGETTABLE

FAMILY DAY

Explore our green playspaces,

seasonal markets, fun pop-ups,

new shops & eateries, and more.

SEAPORT

@SEAPORTBOS / BOSTONSEAPORT.XYZ

CITY TAP HOUSE BOSTON
Family-friendly upscale American pub just a few
blocks away! www.CityTap.com

PASTORAL

Come join us for authentic Neapolitan pizza in a
welcoming children's environment. Gluten

free/Vegan options. Enjoy 10% off your food
purchase with your Museum admission receipt.
www.pastoralfortpoint.com

THE SMOKE SHOP BBQ

Andy Husband's famous American BBQ with a
kid's menu and family-style hospitality.
www.thesmokeshopbbg.com

You are welcome fo eat food from home in the
Museum’s 1st Floor Lunch Room or dine outside
on the Milk Bottle Plaza. Food is available at
the Milk Bottle on a seasonal basis.

MORE TO DO

CORPORATE GONNECTIONS MEMBERSHIP

Invest in o unique benefit for your employees, partners, and clients
by inviting them to experience Boston Childrén's Museum through a
Corporate Connections membership. To inquire and for more
information, email Corporate@BostonChildrenshMuseum.org

CORPORATE EVENTS AND FUNCTIONS

Take the monotony out of meetings, corporate events, holiday
narties, and weddings by hosting your next event at the Museum.
To inquire or o book your party, call (617) 986-3647 or email
Events@BostonChildrensMuseum.org

GROUP EXPERIENGES

Arrange a special experience for school and community groups.
Please call {617) 426-6500 ext. 405 or email
GroupVisits@BostonChildrensMuseum.org

MUSEUM COLLECTIONS AND ARCHIVES

Explore cultural materials, natural history specimens, and archives
in exhibit and window displays. To learn more please visit
www.BostonChildrensMuseum.org/collections

PROGRAMS AND EVENTS

Whatever your age, Boston Children’s Museum provides
adivities o spark your imagination. Check out our daily
calendor of programs and events, or visit us at
www.BostonChildrensMuseum.org/calendar

Sponsored by:

massculturalcouncil.org

r BOSTON
CHILDREN'S
MUSEUM

308 Congress Street, Boston, MA 02210
(617) 426-6500 | www.BostonChildrensMuseum.org

Cover phato © Karin Hansen

_»” BOSTON
CHILDREN’S

MUSEUM

~ VISITORS GUIDE

T Map
“, More to Do
" Food Options
Visitor Services
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Please Support Our

CONSTRUCTION ZONE JAPANESE HOUSE GALLERY Helping Hands Campaign
Trucks, Bobeats™, and jackhammers! Experience art that represents the ideas of Your aift hel o ’
Construction Come build with your children. today's multifaceted youth culture of Japan. T o SHEP
Tone our kids and families!
DINOS IN SPACE «  KYOTO STREET
Discover this fun, creafive, imaginary Take a stroll down a street in Kyoto, Japan.
universe that joins dinosaurs with outer space.
YOU, ME, WE

JAPANESE HOUSE

Explore a historic Japanese home.
See today's schedule for hours and adivifies.

A space for families to connect around
questions of fairness in the world and express
themselves through guided identity exploration.

JOHNNY’S WORKBENGH

Practice using real tools like

COUNTDOWN TO
KINDERGARTEN

ART LAB
Get creafive! See today's schedule for

PLAYSPAGE
Children ages 0-3 and their adults

Creative

PlaySpace Peep’s | Countdown Arthur Fantastic workshops and drop-in art experiences.  Get ready for school in our fun and  saws, screwdrivers, and more.  can explore, play, and connect
(lust for ages 0-3) World to WS mfﬂ i orts s farlt; immersive model classroom. ing saif,e spure izsi for them.
slﬁ‘:w|u‘:,."$:".; ARTHUR® & FRIENDS KID:POWER
2nd Floor Brids Explore the world of Arthur®, D.W.®,  FANTASTIC FORTS Pedal, climb, and learn how STEAM LAB
S and their friends and family. Build big structures and bigger ideas!  famiilies can live healthier lives. ~ Make something, solve problems,
Boston Children's and experiment with STEAM

Museum

Stonewall

|
EepUptiey Kitchen

Lunch Room

-

| Science Playground

—

@ Labby

- Climb Admission @ .
Boulders Z '
AL N -
MathTrail Nei - ST ' Plaza
Smith Family Park Entrance

WHO @ & O ® O B O ==

Elevator Stairs Information Coat Emergency Dining Lockers

Room & Fire Exits

Nursing

THE GALLERY .
See artwork by local artists featuring
a wide range of ideas and techniques.

THE COMMON

Play games and make some music!
Features a lively calendar of events.

[ = — ——

KID POWER

Pedal, climb, and learn more about
how families can lead healthier,
more acfive lives.

NEW BALANCE
FOUNDATION CLIMB

This incredible three-story climbing
sculpture made of flowing, curved

KIDSTAGE gtl:fllf::slm :Ifil:;.children experience
A theatre designed just for families.
Check calendar for special events. POP-UP PLAY

Pop-up seasonal experiences.
Check the calendar for more details.
BostonChildrensMuseum.org/calendar

LOBBY

The central lobby is the place to get
information and plan your visit.

WHAT IS BOSTON CHILDREN’S MUSEUM?

Boston Children’s Museum engages children and families in joyful discovery
experiences that instill an appreciation of our world, develop foundational skills,
and spark a lifelong love of learning. It is a private, non-profit, educational
institution that is recognized internafionally os a research and development
center and pacesetter for children’s exhibitions, educational programs, and
curriculum. More information can be found at www.BostonChildrensMuseum.org

PEEP’S WORLD®

Discover the wonders of water,
light, shadow, and more.

(science, technology, engineering,
arts, and math). See today's
schedule for activities.

9 ¢ gy m— |

STONEWALL KITCHEN
Specialty foods, home goods,
gifts, and an in-store café!
www.stonewallkitchen.com

SCIENCE PLAYGROUND
Stop by and INVESTIGATE
plants and animals, make
BUBBLES, and roll golf balls
down RACEWAYS.
MATHTRAIL

Explore math through prompts
and games in this outdoor frail.

SMITH FAMILY PARK
A free, open, safe, and
educational space for all.

Become a Member TODAY!

Membership gives families an opportunity to save
money and support the Museum. To learn more
email: Membership@BostonChildrensMuseum.org.
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Accessibility + Inclusivity

Toilets

Accessible toilets are located on every level. There is also a single-stall,

all-gender restroom on the Ground Level near the Explorer Cafe and a
changing room in the restroom by the East Entrance.

Wheelchairs

Visitors can borrow wheelchairs at no cost from the South
and East Entrances.

Hearing

Assisted listening devices are available in our 3D theaters at no charge.

Hours + Contact

We are open every day except Thanksgiving and Christmas.

Contact us with guestions or feedback about your experience.
Phone 312.922.9410 / TTY: 312.665.7669
Email visitorservices@fieldmuseum.org

Wifi
Free wireless internet is available throughout the museum (signal
strength may vary). Look for the "FieldMuseumWiFi” network.

Programs

We offer a variety of free programming throughout the day,

from docent-led tours to on-the-fly collections exploration with
our Discovery Squad volunteers. For more information on
programming during your day at the Museum, visit the Information
Desk located in Stanley Field Hall.
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Families

Changing Stations

There are changing stations in every restroom, plus three
family-friendly restrooms on the Ground Level.

Nursing Room

Moms can nurse wherever they are comfortable. Need more
privacy? There’s a nursing room in the women'’s restroom behind
the Siragusa Center on the Ground Level.

Strollers

Stroller rentals are available for $3 from coat check or any point
of entry. Strollers are allowed everywhere except in some ticketed
exhibitions—"parking” is available outside each entrance.

PlayLab + Science Hub Hours
Kids become scientists through hands-on play in the Crown
Family PlayLab, open 10am-3:30pm every day.

See and touch items from collections in the Grainger Science Hub,
open 10am-3pm most days.

Mission

The Field Museum connects all of us to the natural world
and the human story. For more information, visit fieldmuseum.org.

cHicago) We thank the people of Chicago for their generous,
PARK | 'ong-standing support of the Museum through the
DISTRICT) Chicago Park District.
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Eafly Childhood Programs

Activate wonder in your
junior explorers with a
PlayLab program!

PlayLab Summer Camps

PlayLab PlayDates

Two-day, morning summer camps
for 3-5 year olds

The Crown Family PlaylLab offers families and their
young learners summer camp programs spanning
dino, safari and underwater themes. PlaylLab
summer camps are available to 3-5 year olds and
take place across two morning sessions. To
participate, children must be accompanied by a
caregiver 18 years of age or older.

Weekly, drop-in programs for 2-6
years old on IL Resident Free Days

Drop in to the Field Museum for free activities in
the Crown Family PlayLab! PlayLab PlayDates
provide families with children ages 2-6 years old
something different during each weekly session.
Sessions take place on Wednesdays, which are
also free admission days for IL residents! Visit our
website to learn what PlayDates are coming up.

Learn more: fieldmuseum.org/playlab-programs
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WHICH EXHIBITS
SHOULD MY

FAMILY VISIT?  comereer

All exhibits are open to all
ages! The exhibits listed here
are our best recommendation
of what will allow children
under 10 to get the most out
of a visit, and which exhibits
are most visually engaging
for a younger audience.

FIE
LD.




TABLE OF CONTENTS

Underground Adventure

Whatis AnAnimal?.............c..ccciiiiiiiiiatinssnctnantsnncnnnnannas p
Nature Walk

Messages from the Wilderness

Carl Akeley Memorial Hall

Mammals of Asia

Ronald and Christina Gidwitz Hall of Birds

Griffin Halls of Evolving Planet

Plants of the World

Inside Ancient Egypt
Crown Family PlayLab




Life and Earth Sciences Exhibition Location > Ground Level

UNDERGROUND
ADVENTURE

Suggested Visit Length 30 minutes

Description

In this immersive exhibition, you'll “shrink” to 1/100th of
your actual size—smaller than a penny—to take a closer
look at the soil beneath our feet. Once you're down to
size, you'll meet a creepy, crawly cast of characters, ]
including a giant mole cricket and a wolf spider. You'll : :
learn about the diversity of life that soil supports and q _

how every species needs soil to survive and thrive. | !

Ground Level

Key Features

Dark tunnels and large animatronic models of insects like

earwigs and ants, along with plant root systems allow you Note

to feel like you're walking through underground soil. **The This is a ticketed exhibition (not included in general admission).

animatronic insects will move, but nothing is alive!

Lead Sponsor: Monsanto

Life and Earth Sciences Exhibition Location > Main Level

WHAT IS AN
ANIMAL?

Suggested Visit Length 30 minutes

Description

Learn about what an animal is, how they have so many different
shapes, colors, and sizes. Learn about where animals live, how
they live, and what they do to survive.

Key Features

A more accessible exhibit great for younger children to explore
facts about animals. A few opportunities to touch displays and
watch videos. Option to extend visit into the neighboring animal

biology and mammals halls.

Main Level
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Life and Earth Sciences Exhibition Location > Main Level

NATURE WALK &
MESSAGES FROM
THE WILDERNESS

Suggested Visit Length

30-60 minutes (Messages from the Wilderness is one
hallway, and Nature Walk is one smaller area.)

Description

Take a “nature walk” to find animal and plant ecosystems
from various climatic zones. Then, enter the hall for
Messages from the Wilderness to observe animals in
their habitats and learn what they do to survive.

Main Level

Key Features

Visually striking displays of animals like bears and moose
allow children to experience animals up close. Nature
Walk has several interactive flip-books and displays to
allow children to see and hear these habitats.

Life and Earth Sciences Exhibition Location > Main Level

Suggested Visit Length

Length can depend on the interest of the children. There are few
interactive, video, or hand-on components, but the displays are

striking. Groups could focus on one hallway, geographic area,
animal type, etc. Some groups walk through one area in about 10
minutes, others spend an hour throughout the many halls.
Description

Explore the many hallways of mammals from Africa and Asia.
The halls include early, hoofed, marine animals, primates,
rodents, bats, shrews, and more.

Key Features

Display after display of taxidermy animals in their habitats allows Main I-evel
children to explore the types of animals and placards provide —

information about how and where they survive.
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~ Life'and Earth Sciences

GIDWITZ HALL OF
BIRDS

Suggested Visit Length 30 minutes

Description

Extensive displays of birds from North America, with a
smaller number of birds from around the world. These
preserved and displayed specimens are Wonderful
examples of birds both common and exotic, as well as
some that are now extinct. Learn about bird features,
nesting, habitats, migration, threats, and more.

Key Features

Press buttons to hear bird calls, and a few interactive
screen displays allow you to learn more about the colorful
birds behind the glass.

Life and Earth Sciences

EVOLVING PLANET
& SUE THE T. REX

Suggested Visit Length 1 hour

Description

Get to know the many creatures that have roamed the earth
throughout history, from single-celled organisms to our
extended human family. Experience a variety of fossils that tell
the story of evolution. The exhibit proceeds chronologically,
starting billions of years ago and ending at the present.

Key Features

See SUE the T. rex, a model of Lucy (a 3.2-million-year-old
hominid), as well as many fossils and displays of plants and
animals that are extinct. The exhibit is divided into “Mass
Extinction Events.” There are a few videos throughout the
exhibit to support the information from the displays.

Exhibition Location > Main Level

Main Level

Exhibition Location > Upper Level

'; Upper Level

The Griffin Dinosaur Experience, made possible by the generous support of Kenneth C. Griffin, includes a special

traveling exhibition, Antarctic Dinosaurs; Maximo the Titanosaur; updates to SUE the T. rex and the Griffin Halls of

Evolving Planet; and new dinosaur education programs
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Life and Earth Sciences

PLANTS OF
THE WORLD

Suggested Visit Length 30 minutes

Exhibition Location > Upper Level

Description

See detailed reproductions of plant species from around the
world, such as rubber, cotton, coffee, fruits, and tea.
Accompanied by large artistic representations of humans
farming plants in various geographic settings. Many plants have
genera, species, or parts of the plants labeled.

Key Features

Life-size, colorful displays of plants that provide us with

everyday materials, medicines, and goods. g ' . | i. Upper Level
[ g L4

Lifé and Earth Sciences Exhibition Location > Ground Level

THE MACHINE
INSIDE:
BIOMECHANICS

Suggested Visit Length 30 minutes

Description

How do living things move, fly, sense, and survive? See displays
that compare living things to machines to better understand
the ways that plants and animals function. Try to pump a giraffe
heart, clamp jaws, or see how plants fold in the wind.

Key Features Ground AV |

All ages can try out interactive buttons, levers, and handles that
show how mechanics like wings and fins, pumps and pipes, and

claws and jaws work in nature.

The Machine Inside: Biomechanics is sponsored by NASCAR

The Field Museum gratefully acknowledges the generous support provided by ITW and Searle Funds at The Chicago Community Trust for
The Machine Inside: Biomechanics exhibition from 2014 through 2021.
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kﬁf‘fﬁ“”gﬁf_ﬁf ] Exhibition Location > Ground Level

INSIDE ANCIENT
EGYPT

Suggested Visit Length 30 minutes

Ivescription

Take an up-close look at the daily lives of ancient Egyptians—as
well as how they thought about death. Along with tombs and
mummified remains, the exhibition features a recreation of an
ancient marketplace reconstructed from market scenes depicted
on tomb walls. Note: This exhibit will bring up questions about
death. This tends to be more popular for 9+ year olds.

Key Features

i
Enter through a three-story replica of a mastaba, a type of _ Il Ground Level
ancient Egyptian tomb, to see an authentic burial chamber which —— =
dates to 2400 BC. The exhibit houses one of the largest

collections of mummified people in the United States: 23 human

mummies and more than 30 animal mummies.

Exhibition Location > Ground Level

PLAYLAB

Grade Levels Pre-K - 1st (ages 2-6)

Visit Length 30 minutes (advance registration required for large
groups or field trip groups)

Description

This space allows our youngest visitors to play in hands-on
spaces and experience the museum in a different way.

Key Features

Explore a Pueblo home, star in a nature play dressed as your
favorite lllinois animal, move to music from around the world,

cioate | . i thi Ground Level |
participate in arts and crafts, or uncover dinosaur bones in this —al b Lo Lhria—2y

entirely interactive space.
Suggested Exhibit Connections

Explore Evolving Planet for more dinosaurs, insects in
Underground Adventure, or Nature Walk for more local animals!
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BALCONY

Balcony Level 3

Main Level 2

AMENITIES :

Dining
Lower Level 1 Find a variety of food choices for
everyone at our recently renovated

— \ Entry Hall 5
dining locations. Help us maintain

Educgtion | b
Labs
®@ Chemisfry \ our exhibits by eating and drinking
g ﬁ in designated areas only. Scan the
o ,

lt_lj =) .__\\Hl

LEVEL 3

Flight and Motion
Simulators

and VR Transporter QR code to see what options are
/ 0. 727 Take Flight — available today.
. > We Can Beat the

/ - AT B ' Pandemic. Together. ) Museum Kitchen: Offers a variety of options for
Vg[;,%,?t / v 9 \ %ﬁ';?ﬁse lunch including salads, sandwiches, soups, and

more. Closes 90 minutes prior to Museum closing.
Stan’s Donuts: Proudly serving Big Shoulders coffee,

:r,-lt. l\ =2 ' Stan's featured donuts, frappes, milkshakes, soups,
) sandwiches, salads, and snacks. Closes 1 hour prior
to Museum closing.
One Small Snack: Coffee, smoothies, popcorn,
drinks, and snacks. Open select days. Hours may vary.
l
mens)

Wired to Wear

YOU!
| The Experience
(Contains real human speci

Parking

Please pay for parking at pay stations before
returning to your vehicle. Credit cards are accepted
at all stations and cash is accepted gt stations on
the Green (C) and Brown (F) levels. érifﬁn MSI
Members: Scan your membership card to enter and
exit the garage. Individual and Dual Members: Scan
your membership card at pay stations to pay your
appropriate rate before leaving.

MAIN Shopping
'\’I'_%’Srt]’ee"s ) There’s something for everyone! The Museum Store
LE\IEL 2 | g in the Entry Hall has a variety of merchandise.
[ ] - — Launch Pad, located in the Henry Crown Space
Yesterday's / | NUFA“IE’A?:E'OL”N’;‘:;:@- \ - Center, offers unique space-related products.
Main Street - . R
! . @ @ Sﬁi l Dream Design Make! Flrs,t Aid " R
Gallery 2 — 007 Science = \—F‘_ ! - Notify any uniformed Museums' staff member
(Closes October 27) _r";:! - B ?_&351 Fab Lab \Toymaker = if you need assistance.
; i \
Transportation Gallery 127] . Coat Chef:kIRentalsIStrollers .
The Rotunda %i'ence Guest services in the Entry Hall provides coat check,
T-Eg%esrt?)ar; e EReReReS ‘_‘ ekl single and double stroller rentals, and complimentary
L—\h K; 5 . wheelchair rentals. items are checked at your own
m -:',r o -.'-:_,r \ risk - no valuables please. See a Guest Service Staff
Genetics 0] =2l 007 Science —— Gallery 1 T member for pricing; rentals are free for members.
@ oo (Closes October 27) theeBicyg[e Valid picture ID required for rentals. Guests may also
_ ) . BB | — _.|._ bring their own strollers. For safety reasons, wagons
I ] Notes to Neurons E=E Extreme Ice ; R Eartr d1 Whilel’ering ! \ are not permitted in the Museum.
/ | | | Revealed | Gallery |
(2] ' | EQ'L Lost and Found
f | @ Lost and Found is located at Guest Services in the
f The Blue . Entry Hall. You can also contact (773) 684-9844
Paradox Ticketing and Access to Front Lawn West ext. 6862 or coatcheck@msichicago.org.
(May 24 - September 2) Pavilion
| / \ \ { Child Care Room

Griffin MSI welcomes caregivers to nurse and/or1 21
feed their child in any public space. If you prefer
a semi-private space, one is available in the Idea




LOWER

CoIIeer"n
LEVEL ’I Fal?/lry? %raesstle Coeélxl?'/cline

Giant Dome

Theater ﬂ,
o _L_One Small
/ Snack

Henry Crown @

Space Center

Launch Pad 0 Farm Tech m m
Museum Kitchen
Swiss Jolly Ball
ldea Factory

Outdoor Seating m | ! 0 ;

(Weather Permitting,
Closes September 30) / / fm | 00&
Eye Spy Mold-A-Rama Beyond

oo

D

B!e:ckCremi\lrim | Ships | Racing
Architectu?e e | Gallery i Cars
N

4
Stan’s Donuts & Coffee @

it

(-0

[TEANEN]

@‘IQ‘! ™ g = @ group
- | enter Grou
@JD = Ev=....r-= @ 'ﬁ‘ér(‘;;‘ \ Centgr
U-505 Return to Parking, Street Level \

Submarine / and Entry Hall

<l

&

rﬂnn;ionmlln!_
9__,.

e

Ticket Counter
and
Membership Services

Pioneer
Zephyr

©@ o i)

® 0

Parking Garage Parking Garage
Blue (® Yellow & Brown G R oueet  Orange @) Purple@® Green ®

Li:i?‘:f.'_"_ oo e

Restrooms

[=]
i
[T Restrooms  All-Gender/ Food & Vending Retail First Aid MOLD-A-RAMA  Information Stairway Elevator ATM Coats/ Stroller ‘Wheeichair
m Family Drink Machines Desk Luggage Rental Service
-l

Factory on Lower Level 1.

MEMBERSHIP

One visit is never enough. Give your family a year
of discovery with FREE admission, discounts on
special exhibitions, and so much more. Apply
today’s Museum Entry tickets towards a
membership at the ticketing desk on your way
out and start saving. You can even get free or
discounted parking for today's visit!

ABOUT GRIFFIN MSI

Photography

We love being tagged in your #MSIchicago posts!
Photos and videos for your personal use and

social media may be taken inside the Museum
except inside the Giant Dome Theater and where
otherwise posted. Photos, video, or audio for any
other use requires advance notice and the
permission of the Museum’s Marketing Department.
Tripod photography is not permitted.

Experience Griffin MSI, Anywhere You Are
Please stay in touch with Griffin MSkkby visiting us
at msichicago.org and by following us on our social
media channels. Learn more about your favorite
exhibits, access science activities, and experience
our hands-on web and mobile-based apps.

fOXOd

Our Commitment

The Museum has an unwavering commitment to
diversity and inclusion. We value and respect our
diverse guests, volunteers, and staff and expect
the same from our guests. Use of inappropriate
language and/or behaviot witthot be tolerated.

It may result in removal from the Museum with
no refund.

Support Griffin MSI

Griffin MSlI is a non-profit organization and one-third
of our operating support comes from charltabIF gifts.
Please support our work to transform lives through
the power of science. Visit msichicago.org/donate.

One of Chicago’s Museums in the Park

The Kenneth C. Griffin Museum of Science and Industry gratefully acknowledges
the support of the Chicago Park District on behalf of the citizens of Chicago.
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