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STORIES IN THE ROCK: A DESIGN CASE OF AN EXPLORABLE IMAGE
VIEWER IN A NATURAL HISTORY MUSEUM

Marti Louw, University of Pittsburgh; Ahmed Ansari & Chris Bartley, Carnegie Mellon University;

Camellia Sanford, Rockman et al.

This design case explores the affordances of gigapixel image
technology for science communication and learning in
museum settings through the iterative development of an
explorable image viewer to engage visitors in an archaeolog-
ical exhibit. We reflect on the series of user studies, prototype
iterations, and design decisions taken to optimize navigation,
annotation and exploration in this zoomable user interface.
We highlight a set of design precedents, interaction frame-
works, and content structuring approaches, while detailing
the development of a media rich digital annotation strategy
to augment interpretation, commentary, and conversation
about a petroglyph site. Through this work, we highlight

the unique affordances of multiscalar image platforms to
scaffold disciplinary observation and engagement with
scientific content.
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experiences that support participation, engagement and shared
meaning-making with science.

Ahmed Ansari completed his Interaction Design degree at
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to evangelize the use of design thinking and research methods in
general pedagogy.
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projects that seek to effect positive, lasting, and meaningful change
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Camellia Sanford is a Senior Researcher at Rockman et al, a
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INTRODUCTION

To see, look, notice, and begin to observe—how do we
support this fundamental learning progression towards
developing an expert eye? Observation as a practice requires
both learning to see, and seeing to learn. Seeing itselfis a
first enabling condition. One must have access, resources,
mentors, and often, specialized tools for looking closer and
deeper. Attending to and reasoning about what seen is a
second necessary condition. Finding patterns, systematically
comparing and noting details, understanding which features
are salient and connect to a history of past observations
collectively tested over time—these are the learned as-
pects of disciplinary observation (Daston & Lunbeck, 2011;
Norris, 1985).

Museums are specialized sites for observation. Exhibits,
demonstrations, and collections are displays designed to
engage people in looking more intently and reasoning
about what they see together. The project we describe next,
while utilizing an emerging visualization technology, is at

its core an effort to draw people into active observation in a
museum context.

Creating Rich Learning Environments with Gigapixel
Technology

Networked gigapixel image technology is an emerging class
of explorable interactive media. High-resolution images
displayed in zoomable, visual environments enable users to
seamlessly move from full panoramic views to deep close-
ups, often comprising billions of pixels. These multiscalar
image viewers are most familiar in online mapping and
geospatial browsing applications such as Yahoo! Maps and

Copyright © 2013 by the International Journal of Designs for Learning,
a publication of the Association of Educational Communications and
Technology. (AECT). Permission to make digital or hard copies of portions of
this work for personal or classroom use is granted without fee provided that
the copies are not made or distributed for profit or commercial advantage
and that copies bear this notice and the full citation on the first page in print
o the first screen in digital media. Copyrights for components of this work
owned by others than LIDL or AECT must be honored. Abstracting with
creditis permitted.

56





OEBPS/Images/Fig11_ParentChild_Intx_fmt.png





