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The most important question to consider, 
which you may have already been thinking 
about, is why do Auckland’s Cultural 
Institutions need smart phone applications? 

To reiterate the question, why do visitors within 
an institution need a smart phone application? 
In reading in this document will tease out the 
answers to this question, by targeting it from 
different points of view and perspectives. For the 
duration of this year, four (4) third year Graphic 
Design students (Team Rest), have signed up 
for a collaborative User Centred Design Project, 
which aims to investigate how graphic design 
can contribute to the development of an interface 
that represents Auckland’s Cultural Institutions, 
Auckland Museum, Auckland Art Gallery, Auckland 
Zoo and Motat. This is being done in order to 
develop a meaningful relationship between the 
sites and their visitors. Other Cultural Institutions 
are already leading the way successfully, by 
innovating and maximizing the surrounding 
technologies, for those who are fortunate to 
have access to them. It is time for Auckland to 
step up to the mark and offer a new and exciting 
experience, to the cities visitors and most 
importantly to Auckland’s Cultural Institutions.      
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What are mobile applications?

Mobile apps are internet applications designed to run 
on smart phones and other mobile devices. Mobile 
applications help users by connecting them to Internet 
services more commonly accessed on desktop or 
notebook computers. There are three main advantages 
of using mobile apps for your institutions. These are 
speed, volume of information and advertising.

Today’s society youth are not so patient, ‘we 
know what we want and we want it now’, 
especially when it comes to computers and 
technology. Most of us can’t count the number 
of times we have sat waiting for our computers 
which take over one minute to boot up and 
have found our patience tested to the limit. 
This is when mobile apps are handy. They 
take the ‘wait’ out of mobile computing. This 
is because most, if not all the information 
is stored within the app. There’s no need 
to wait on loading information over a slow 
3G connection to a server. Also if anything 
needs to be updated, it can be done in the 
background, allowing the user to access 
other information while waiting on the app to 
load. The use of mobile apps is becoming so 
popular, it is predicted that by 2015 nearly half 
of all corporate issued devices will be mobile! 

Here in New Zealand we are tied down by 
our internet speeds. Although technologies 
such as ‘4G’ networks are growing, we are 
still years behind countries like Japan. As 
it stands it is not practical to store all your 
information on the internet. Apps are great 
for storing larger amounts of information, 

such as videos and catalogues, and because 
the information is stored within the app, the 
user’s experience is greatly enhanced. For 
many years billboard advertising has been 
widespread. But how effective is it really? 
Most of us tend to forget the billboards we 
pass on our way to our homes or offices. 
Mobile apps provide the type of advertising 
that can be carried in your pocket they are 
mobile, direct and user profile sensitive.

This new form of advertising seems to be 
rapidly growing, with no sign of slowing 
down.  Consider the fact that in 2007 a 
mere 7% of people owned Smartphone’s, 
compared to today’s estimated 32%. That is 
about 1,280,000 New Zealanders that have 
the potential to be reached through mobile 
devices. When torn between developing an 
app and optimising your already existing 
website, it is good to consider the devices 
your target viewers are using. New research 
from mobile analytics firm Flurry, confirms a 
trend noticed last summer: US Smartphone 
users are spending more device time inside 
their downloaded apps and proportionately 
less of their day browsing the general Web. 

This trend is the same for New Zealand users 
as research conducted in December 2011 
shows, the average Smartphone user spent 94 
minutes a day interacting with self-contained 
apps on a mobile device, compared to only 
72 minutes a day on the web either from a 
desktop PC or a mobile device. Time spent in 
apps rose 23% from December 2010 to June 
2011, and 15% from June 2011 to December 
2011. Growth in app time seems to be largely 
due to more frequent use rather than longer 
sessions. That increase in app use seems to 
be driven in part by a growth in the number 
of Facebook users checking and updating 
accounts away from their PC browsers. 
Flurry conducted more research in June 2011 
which found that the average Facebook user 
spent more than 33 minutes per day on the 
web site; which dropped to 24 minutes per 
day, in December. Interacting with Facebook 
and other social networks makes up almost 
one-third (30%) of the time US smart phone 
users spend in mobile apps, exceeded only 
by the 49% spent playing downloaded mobile 
games. They also spent 7% of their app time 
viewing mobile entertainment, 6% checking 
news, and 8% engaged with other tasks.

What are Mobile applications and what 
are the advantages of using one over a 
website?
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Did you know that there are more than 
five billion registered mobile phones in 
the world?
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Mobile phones have become more than just 
a communication tool. With the invention of 
smart phones we now have access to things 
like downloading and listening to music, surfing 
the internet and the download of multipurpose 
applications. New Zealand has been strongly 
influenced by revolution of the mobile phone. 
More than 18% of the population in New Zealand 
currently uses a Smartphone. People between 
the ages of thirty five and forty four have the 
highest defined ownership of Smartphone 
devices. The second highest percentage group 
is twenty five to thirty four year olds. Seniors 
only make up a small 10% of the ownership.



The chart illustrates the percentages of features 
that people use the most. The recent survey, 
done by Google’s Our Mobile Planet in May 
2012, shows that Entertainment is the most 
popular feature that people make use of. The 
Communication feature comes in second at 
80%. Comparing to the News feature, it is rated 
the lowest at 55% of people using this feature.
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How has the make up of New Zealand 
mobile phone percentage, been 
influenced by smartphones in the last 
four years?  

The study details the usage of Smartphone 
devices and other handheld wireless devices, 
in contrast to regular mobile phones. The 
reported survey by Google Our’s Mobile 
Planet, shows a dramatic increase of 20% 
in Smartphone ownership in the last four 
years. The space has gone from 7% of 
Internet users in the 2007 sample, to 18% 
in 2009, to 27% in 2011 and 44% in 2012. 
Among the 44%, Android users were the 
highest figure, which was reportedly 41%.

In recent years, there has been a dramatic 
rise in Smartphone ownership in New 
Zealand. This ownership has been fuelled by 
several factors. These contributing factors 
are, the popularity of Smartphone’s, the 
availability of Smartphone’s, the affordability 
of Smartphone’s and data plans, the 
increases in public Wi-Fi availability, and 
lastly the continuing shift towards a constantly 
connected consumer and work lifestyle.
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27%

44%

2007 2009 2011 2012

Andriod

iPhone

Others

41%
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Description Compatibility

Bluetooth is a proprietary to open other wireless 
technology. A standard for exchanging data over 
short distances, a master device can communicate 
with a maximum of seven devices. Bluetooth is 
designed for low device power consumption.

Bluetooth is compatible with other bluetooth 
capable devices. Both devices must have there
Bluetooth enabled. A smartphone is not a 
requirement for Bluetooth.

WiFi is a technology that allows an electronic 
device to exchange data wirelessly. A WiFi enabled 
device can connect to a network resource such as 
the Internet, via a wireless network access point.

WiFi connects other wireless network 
interface controllers, to devices such as  
routers and modems.

Near field communication is a set of standards 
for smartphones and similar devices to establish 
radio communication with each other by touching 
them together in close proximity. Information 
exchanges are made on contact.

Limited to Near Field Communication enabled 
smartphone devices. Tags store the information. 
RFID tags offer a range of tags with different 
performance and storage, protective tag options 
are available for wet wether conditions and 
exposure to heat, content is lockable and 
rewritable.

Data is sent and received from satellites in space. 
A GPS works at anytime, any weather conditions 
and anywhere on or near the planet earth, gps 
time is accurate to about  
14 nanoseconds.

Compatible with existing Global Positioning 
System host technologies. Smartphone or a GPS 
capable device, software and or the internet. 

Quick Response codes are a matrix barcode used 
to store information. A barcode scanner is used 
to decode the information. The scanners can be 
downloaded as free applications on smartphones.

Quick Response codes are compatible with 
Smartphones or other barcode scanners.  
Built in camera, qr code software reader, internet 
(variable).

Usage Limitations Verdict

Pros: High levels of security. Range of up to 10 meters. 
Low power consumption.
Cons: A master Bluetooth device can communicate with 
a maximum of seven devices. Both Bluetooth devices 
must be Bluetooth enabled and each user has to agree to 
set up a connection.

Both Bluetooth devices must be Bluetooth 
enabled and each user has to agree to set up 
a connection between the devices. Bluetooth 
mobile signals can travel a distance of 10 
meters. Bluetooth transfers data at 721 Kbps. 

Exchanges in information between devices such 
as faxes, mobile phones, telephones, laptops, 
personal computers, printers, Global Positioning 
Systems, digital cameras, and video game 
consoles.

WiFi networks have a receivable range of about 
20 meters indoors and a greater range outdoors. 
Wireless network security is simplified access 
to the network, compared to traditional wired 
networks such as ethernet. The use of  a WiFi 
band is 2.4 GHz and does not require a license. 

Pros: WiFi has a range of about 20 meters indoors and a 
greater range outdoors. Multiple people can hook up to 
the connection.
Cons: The signal is weaker away from the hotspot device. 
The more people linked up to the connection results in 
slower speed. Cost of setting up multiple routers. 

To transfer data wirelessly to achieve access to 
the Internet. Some examples of networks are 
City wide WiFi, Campus wide WiFi and direct 
computer to computer communications.

A contact range of approximately one inch is 
needed from the tag. The tags are read only. 
Limited to certain devices only. 

Pros: The technology is low cost and 99.9% reliable. 
The tags are touch activated so they are quick and easy to 
use. Simple to set up. The tags do not need batteries and 
NFC uses a very low amount of the devices battery. 
Cons: A NFC capable smartphone is required to support 
NFC capabilities.

Applications of use include contactless 
transactions and data exchanges.  
Communication is also possible between  
an NFC device and a RFID tag.

The accuracy of a GPS can be limited on account 
of how many satellites there are sending and 
receiving information.  
A clear view of the sky is required with no 
obstructions from about five degrees elevation 
and up.

Pros: Data can be sent and received at anytime and any 
weather condition. 
Cons: When a GPS used in a less than ideal conditions, 
the accuracy and precision of any GPS system can be 
degraded significantly. A clear view of the sky is needed, 
therefore it will not work indoors.  

Common uses are vehicle navigation, foot 
navigation, aviation navigation, marine 
navigation position calculation and geo tagging. 

Storage capabilities of up to 4296 characters, 
sometimes even more. The data stored is fixed 
and not interchangeable. qr readers can only 
accept so much data. The codes appearance with 
a 30% exception. The codes must be placed on a 
flat surface. 

Pros: qr codes are high speed and they store a lot of 
data. Cost effective. qr codes can sustain until 30% 
damage.
Cons: May require additional software. Scanning 
barcodes takes time because you have to use your camera 
to register a QR code. qr codes aesthetics.

QR codes are used for tracking Products,
entertainment ticketing, product loyalty 
marketing, Store details such as item information, 
urls and product labelling.
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There are some concerns with including the use of GPS as a part of the 
application. The concerns are all to do with the accuracy of the location data. 
Several different factors will have an impact on the accuracy of the GPS. 
The first factor depends on what device the user has, because different 
devices have different antennas, resulting in different signal strengths. The 
next factor is how many satellites that are in clear view of the device the 
‘line of site’ from the satellite to the device. Lastly is the proximity to the 
nearest cell tower. It would be great to provide a GPS service because of 
user support. However development and testing would need to be untaken 
to ensure the functionality of the system meets the user’s expectations. This 
has to happen before the decision is made whether or not to include the GPS 
feature. Ideally a spacious outdoor environment will work better. Above is 
another experiment. This time on how a GPS map locator could work within 
the application. A highlighter would map out the users current position at all 
times. Google Maps is an ideal solution to drive the concept to a solution.   

What attributes can a GPS offer 
differently over QR codes and NFC 
technology?

10

GPS supporting
Interactivity

A global positioning system (GPS) does not necessarily replace 
Quick Response codes, or Near Field Communication technologies. 
A GPS offers some different features than the other technologies. 
Some common uses of a GPS system at cultural institutions are for 
things like current position marking and mapping. A GPS could track 
your whereabouts in real time, in contrast to existing printed maps 
of the institution. Another feature is to offer guided tours within the 
space. There is even the possibility to expand outside of the site with 
the use of a Google Maps implementation. Other common uses of 
the GPS feature are for social uses. Social features include things 
like friend finders, keeping track of where your friends are, or your 
private user group is. The ‘Near Me’ feature included can highlight 
significant places, in close proximity to the visitor. The highlighted 
significant places can range from exhibitions, to food courts and rest 
rooms. A GPS enabled interactive feature is also suited to an outdoor 
setting. The reason for this is because building structures can block 
the GPS signal line of sight from receiving the information from the 
satellites. A GPS locater feature can only work if the satellite signals 
are strong enough to be received reliably in the indoor space. A type 
of map that will work both indoors and outdoors is a programmed map. 
The user could potentially select what they want to pop up on the 
map, highlighting specific places. Above is an experiment of what an 
interactive programmable map might look like. The interactive map would 
function like any other digital map, with the ability to scroll and zoom 
in and out. A GPS position marker would be an extra add on feature.



Quick Response codes are appearing more 
and more often locally. Quick response codes 
or QR for short, are used for several different 
purposes. The focus on the purpose is to 
redirect the viewer to the encoded information’s 
directory. QR code uses may be for marketing, 
ticketing, product labelling and tracking items. 
The advantages of Quick Response codes is 
that they are easy to reproduce, well at that 
same time being very economic all round. 
Quick Response codes in comparison to 
Near Field Communication are not as user 
friendly. However, Quick Response codes 
are still effective because they are essentially 
more common. They also have large storage 
capabilities and high data transfer speeds. 
Quick Response codes have a data correction 
of up to 30% of lost data. What this means 
is that the codes are customizable up to a 
point. The colours of quick response codes 
are also interchangeable. The code reader 
detects the outlines of the quick response 
code and not the use of colour and tone.

There are concerns regarding whether or not 
people will know about Quick Response codes 
and how to use them. Generally people who 
already own a Smartphone have a common 

interest in technology and the technologies 
supported by their devices. To use a Quick 
Response code, code reader software is 
needed. The software is free to download from 
the app stores. An internet connection is also 
required in the instance of redirecting to URL’s. 
Above is a Quick Response code that we have 
generated. The best way to experience the 
usability of a Quick Response code is to test 
it first-hand. Quick response codes would be 
an ideal solution to support Interactivity within 
Auckland’s Cultural Institution’s. The reason 
being is its efficiency in redirecting the user 
to the assigned destinations. The usability 
of Quick Response codes raised some initial 
concerns. The concerns that we had about 
Quick Response codes being a proposed 
solution were that some of the target user 
audience may have not have used Quick 
Response codes before, or some users may 
not have even heard of Quick Response codes.

A first experience with using a QR may be 
difficult, depending on the user’s knowledge. 
My first experience as a new user scanning a 
Quick Response code on a new Smartphone 
device worked out to be like this: 1. Internet 

research on how to scan a Quick Response 
code had to be done before I could figure 
out how to scan the code. 2. Signing up 
to the app store was needed to be able to 
download a Quick Response code reader, 
which was free to download. 3. While still 
connected to the internet, a Quick Response 
code scanner application was downloaded. 
Small file download. 4) With the use of the 
newly downloaded application the code was 
straightforward to scan and then redirect. The 
process of using a Quick Response code 
for the first time may be a daunting process. 
This is followed by the possibility of putting 
people off. To solve this problem the first idea 
to mind was to write an instruction booklet, 
guiding the viewer step by step through 
the process. The whole process is still time 
consuming. When you take a day trip to one 
of the key sites, nobody really wants to give 
up the first twenty to thirty minutes of their 
trip reading and installing software. There are 
often urges to run off and explore the sites.

Is there any other solution to minimising the 
process of scanning quick response codes to 
a new user? Therefore resulting in a more user 

Quick Response 
Codes (QR)

friendly operation? The answer is yes most 
definitely. The solution was discovered when 
exploring the features of other institutional 
designed applications. To aid the visitor 
in terms of usability, a technique that was 
discovered, is to include a quick response 
code reader as part of the application itself. 
The same use of technique applied in our 
application, will remove any of the doubts for 
the usability of Quick Response codes. Quick 
Response codes are a suitable solution. 

Are QR codes a suitable solution 
for redirecting information, within 
Auckland’s cultural institutions?
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Near Field 
Communication

Near Field Communication is 
ground breaking technology that 
is going to soon change the 
way that we use smartphones.  

A new technology is available to us. This 
technology is being used in supporting speedily 
redirected information. It is currently used 
in services and economics. This technology 
is known as Near Field Communication or 
NFC for short. Why is NFC a good choice to 
be used, in further supporting the visitors of 
Auckland’s Cultural Institutions? Near Field 
Communication is designed for ease of use 
and fast paced interaction. It saves time with 
transferring information. The way near field 
communication works, is a NFC enabled device 
is used to receive and redirect information 
from a receiver. Commonly the receivers used 
are RFID tags. The data is transferred at a 
rate of 424 Kbps. The NFC data transfers 
are activated when the device comes into the 
domain of or in contact with the receiver. The 
activated connection range is from around 
one inch away from the point of the receiver 
up to several metres. RFID tags are available 
for many different applications. The tags have 
variations in size and capabilities. A practical 
choice of the tags is RFID stickers. The sticker 
tags are easy to set up and are economical. 
There are different level fixtures available, 
suited for indoor and outdoor applications. 

Auckland’s public transport system has finally 
been upgraded, integrating Smartcards.

These Smartcards operate by using NFC 
technology. The recently updated system is 
more commonly otherwise known as Hop. 
Near field communication is a technology that 
has been around for several years. In 2004 
Nokia, Phillips and Sony established the NFC 
Forum. Near Field Communication is becoming 
a big thing overseas and is already being used 
in commerce. This year NFC was launched 
for commercial use in North America and the 
United Kingdom. NFC commerce has been 
operational in Japan since 2004 and South 
Korea since 2007. We are still catching up here 
in New Zealand. The number of Smartphone’s 
with NFC is still limited, but that is changing 
as people upgrade to the latest models. The 
website mobicity.co.nz, lists that there are 
22 Smartphone’s available in New Zealand 
currently. Samsung and Nokia are leading the 
way. Apple still does not have any NFC enabled 
devices. Apples next generation devices 
due out soon, are said to be NFC enabled.

How can you lead the way in by 
maximising the full potentials, of 
existing and cutting edge smart phone 
technologies?  

Refer to the image on the right hand side of the 
page, to see what the interior make up of the 
RFID sticker looks like, without any coverage. 

NFC offers the most user friendly interactions. 
It would also be an image booster, to be 
seen to be maximising the most current 
technologies available. The down side is 
that the technology is not yet mainstream. If 
NFC becomes a choice, then the most up to 
date technology will be supported and ready 
for use when it becomes mainstream. NFC 
technology can be used presently; however the 
limitations are technology access and device 
ownership. We will soon see NFC being used 
for commerce in late 2012 and early 2013. 
Vodafone expects to go to the market with the 
technology in 2013. This is when NFC enabled 
devices will become more common. Some 
of our biggest networks including Vodafone, 
Telecom and 2Degrees have signed up 
with Paymark and are currently testing and 
setting up the use of NFC Smartphone’s for 
commerce in New Zealand. We will soon see 
the Smartphone device replace many objects 
such as our credit cards and our keys. The 
Smartphone is to become a virtual wallet. 
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Precedents

Museum of London: Street Museum

This app is an example of an augmented reality 
mobile phone application for cultural heritage. 
It was introduced in May 2010 as part of the 
opening of the Galleries of Modern London. This 
app uses augmented reality to give its users 
a unique perspective of old and new London. 
The app guides users to sites across London 
where over 200 images of the capital from the 
Museum of London’s art and photographic 
collections, can be viewed in-situ, essentially 
offering them a window through time. Each 
image comes with a little information about the 
scene to give the users some historical content.

How are other Cultural Institutions 
around the world, taking advantage of 
new technologies?

Key features

GPS/ Map which helps users to locate images.
3D view 
Live video feed 

Analysis

Looking at already existing apps really informed our learning process. 
Comparing and contrasting them helped us analyse things such as features, 
interface designs, etc, to see what we could utilize in our own app. We 
noticed that most of the existing cultural apps had what we call “feature 
creep”, and that was one thing where we are trying to avoid in our own app.

16

Within the first four weeks of, the app 
launching, 65,000 downloads were generated 
well over the  5,000 downloads the museum 
expected and tripled the number of visitors to 
the Museum of London according to Figaro 
Digital.  As of July 2011 the Museum of 
London website stated that the application 
had been downloaded 200,000 times.



Precedents

How do other Cultural Institutions 
enhance the user experience through 
interactive game?

Taronga Zoo: Monkey Mayhem

The aim for this project was to harness different 
digital technologies online and through mobile 
phones to enhance the experience of their 
visitors. An interactive game that encouraged 
exploration of the zoo with the aid of Google 
Map integration was the outcome. In order 
to maintain involvement active participation 
had to be the main focus. This was resolved 
by asking kids to use their parents’ phones to 
photograph the animal s at the zoo, unlocking 
information when added to the Zoo Manual. 
The Monkey Mayhem app gives kids ownership 
of their visit, providing them directions around 
the zoo, and uses incremental rewards like 
unlockable content to encourage purposeful 
exploration. Content is also customisable 
and shareable. Within 4 weeks of the launch, 
Monkey Mayhem was downloaded over 60,000 
times, has been featured in the App Store, 
reached number 1 in its category (Educational 
Games), received priceless PR across news, 
mobile and marketing publications and 
generated 5,500 opt-in emails for Taronga.

Key features

Taronga Zoo illustrated map
Featured animal locations at Taronga Zoo
Featured animal information
Zoo News page
Camera

18



Precedents

How do other Cultural Institutions 
enhance the user experience through 
interactive game?

MoMA (Museum of Morden Arts)

The Museum of Modern Art (MoMA) is 
an Art Museum in Midtown Manhattan in 
New York City. It has been important in 
developing and collecting modernist art, 
and is often identified as the most influential 
museum of modern art in the whole world.
The museum’s collection offers an 
unparalleled overview of modern and 
contemporary art, including works of 
architecture and design, drawings, 
painting, sculpture, photography, prints, 
illustrated books and artist’s books, film, 
and lastly on offer, electronic media.
MoMA’s library and archives hold over 
300,000 books, artist books, periodicals, 
as well as individual files on more than 
70,000 artists. The archives contain 
primary source material related to the 
history of modern and contemporary art.

Key features

Four Main Categories: Art, 
Tour, Info and More.
Calendar, (Not interactive)
Exhibition listings (Acts/ Films)
Film Schedule (description and times)
Programs (What’s On)
Eight programs in total, eg Adult 
program, Family program, etc.
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Who are the specific user groups 
identified, targeted and why?

Users Groups

We started off broad, by looking at covering 
a wide range of users. We discovered that 
trying to cater to every ones needs does 
not work. There is too varied and broad 
a knowledge requirement as well as too 
varied communications and understanding 
levels spread out over a wide range of age 
groups. To try to squeeze every last piece 
of the right information and appropriate 
visual communication into one app made it 
become cluttered and added confusion.

After conducting some on site research 
we soon began to realize that museums 
like MOTAT and the Auckland Zoo have a 
high demographic of children as their main 
visitor groups. After meeting with some of 
the exhibition managers who confirmed that 
children are there main target visitor group, 
it quickly became clear that we needed to 
design for children. The specific age group 
is within the five to twelve years old.

The strategy we devised followed the simple 
principle that if we targeted children, the adults 
would in turn follow. What this was intended to 
do was that it would keep the visitor statistics 

up by bringing more people in through the door. 
We quickly began to realize that we needed 
to offer engagement for both our user groups. 
Our primary user group is the children and 
our secondary user group is their parents. For 
a successful app we needed to provide an 
output that allows for both parents and children 
to get involved in shared activities. Targeting 
both the audience groups is what will bring 
success for the both the clients and the users.

We put together persona profiles, which were 
based on the results of interviews. Personas 
helped us get into the users head, so that 
we could start making decisions based on 
our users’ knowledge and requirements. We 
learnt that children had a mixture of low to 
moderate web competency, depending on their 
age group. Kids also like technology and get 
excited about using it and interacting with it. 
One of our client exhibition managers stated 
that parents who go to the museum often 
follow their kid’s interests and are happy to just 
spend time with their children, keeping them 
entertained and sharing activities with them.

After digesting parent and children relationship 

information, we thought about the potential 
scenario of children getting over excited 
and running off in all different directions. 
This meant the potential to break the wave 
of following a linear trail. We catered to 
this by allowing families to still scan any 
codes outside of the game play, however 
to get the game points they then have to 
return to the targets. There is potential for a 
feature that allows families to fully customize 
and create a trail of their own choice.

The app is not restricted to parents and 
children or to the game play only. In the 
back of our minds we still thought about the 
potential of outside user groups. The app is 
still open to everyone and those who wish to 
not participate in the kid’s games, still have the 
ability to use the map and to scan NFC tags.

Users have been the central focus of the 
applications existence. Without potential 
users, there would be no requirements 
for the app. This made us understand the 
users are of the upmost importance and 
this is why we worked closely with our 
users to create a rich user experience.
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How can the app incorporate the 
existing branding, so it can be a 
cohesive inclusion to the unique 
institutions?

Branding

What we looked at was the physicality, digital presence, 
marketing, advertising and signage. The reason why we 
looked at these was to acknowledge the existing branding; 
therefore, it could be incorporated in the application.

The team got together with different objects, brochures, promotional 
items, membership cards, etc, from the institutions. This was thought 
to be the best way to find any similarities and differences that we 
could incorporate into the design of the app. The main things we got 
from this little exercise were the colour scheme and typeface guides. 
We noticed that all three institutions had red, orange, yellow, black, 
green, blue and purple in their branding. These are the colours we 
decided to use in the interface design of the app. We also noticed 
that all the institutions used a Sans Serif typeface for their text. The 
following pages show our colour swatch and typeface choices.

#ff0000
R : 255   G : 0  B : 0

#ff9600
R : 255   G : 150  B : 0

#ffff00
R : 255   G : 255  B : 0

#000000
R : 0   G : 0 B : 0

#006400
R : 0   G : 100 B : 0

# 00be00
R : 0   G : 190 B : 0

#002d44 
R : 0   G : 45 B : 68

#00afdb
R : 0   G : 175  B : 219

#711471 
R : 113   G : 20  B : 113

#d1e400
R : 175   G : 150 B : 0
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What can the users and clients expect 
to gain from the application?

Expectation

The diagram on the left shows three important 
aspects we worked towards. Something that 
was held in common and tied in all of the 
institutions together is that they all valued 
offering of a rich learning experience for 
their visitors. With these values identified 
it was important for us as the designers, 
to incorporate some enhancements to the 
learning experience in the application. We 
identified that only a limited and very specific 
amount of people stop and read all the written 
text offered on the physical signage. With this 
noted, we realized we had to come up with a 
way to make the learning fun and engaging 
and to get the user to stop for a brief moment. 
We have picked out the rich information 
from the exhibits and displayed it as fun 
facts. This includes a brief sentence and an 
illustrated graphic. The user is rewarded with 
a game piece after reading through the text.

To create an engaging application we picked 
out children as the main focus, since they had 
high visitor rates. If we target children in turn 
adults will follow. Sticking to one user group 
meant that we could come up with the right 
balance in the information design and the 

Graphic Design, to resonate with one particular 
user experience. Apps that try to reach every 
different kind of user in one interface just do 
not work well. Something important to respect 
is that the activities would be done with parents 
as well. The app adds to the experience 
of shared activities. There is something 
for everyone. There is the map for Dad to 
operate and there is the factoid’s that open 
up, stimulate and encourage conversations 
between the parents and children.

The app is an enhancement to the physical 
experience of visiting a museum. We took care 
not to make the application over engaging and 
ensure that the users would not be looking at 
a screen for the whole duration of their site 
visit. The reason being is that they would miss 
out on the importance of physically seeing and 
exploring the exhibits. This would detract from 
the experience for the users, as well as the 
clients. A real world and digital world balance 
was achieved by keeping the app simple 
when it needed to be. NFC is technology 
that is used for quick information retrieval. 
The app is presented with a narrowed down 
navigation bar with three page links. The 

method of unlocking content and layers is what 
keeps the app presented in a simple way.

The app needed to justify some real gains 
for the visitors and the clients for it to 
become a part of the institutions customer 
interaction. One model we looked at was 
to try and create an app that increases the 
visitor demographics of Auckland’s cultural 
institutions. The app itself is another layer to 
reach out to people and another reason to 
visit the sites. There is a community aspect 
that fits into the application, that connects 
the users and it is very word of mouth based 
Return values is another model we worked 
towards. There are different game play levels 
provided, by choosing different characters.

Gift shop memorabilia is also on offer, users 
can purchase custom made t-shirts of their 
game play characters. Also on offer is the 
option to buy augmented reality pads, the 
user can take home the virtual characters 
that they unlocked, with the potential of 
sharing the excitement with their friends.
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How can we incorporate the user 
to become a part of the process 
to, channel the users’ needs and 
requirements?

User Testing

Wireframe

Paper prototype user testing allowed the public decide on the placement 
of features and navigations. We found the results of this to be quite 
varied. It really came down to personal preferences and knowledge. 
We learnt that we needed to dig deeper. We decided to approach the 
research from a different angle. The new method used was to take 
away visual distractions, which was inspired by wire framing. The new 
methodology was intended to get people to organise features into a 
hierarchy, of the most important to the least important features. After the 
results were tallied, it became clear what was considered important in 
the app, which determined the placement and graphic importance. 

Cardsorting 

We used Card Sorting as a research methodology for this project. 
The results that we obtained from interviewing people were quite 
varied. The commonalities that we noted and observed were 
that the features tended to group together. The first common 
feature groupings that we saw were Plan Your Visit, Schedule, 
Calendar, and Family Programmes. The second grouping was 
Ticketing, Accounts, Membership and Donations. The first 
unexpected feature grouping that we saw was people preferred 
Video and Audio content to appear under the Schedule and Plan 
Your Visit menu. The second result was that people put Account 
under Settings; this was in contrast to our initial plan which was 
that Account deserved a space of its own. What we extracted 
from this exercise was to note the common trends and to move 
them up to a higher level of testing. Other decisions made where 
based on user interface predecessors, meaning the navigation 
fit the existing developer’s recommendations. This was important 
to ensure that navigation become natural to the user, resulting 
in a user friendly design which does not need to be learnt.
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How did we go about coming up with 
a solution to providing an application 
that offers enhancments to the 
institutions?

We followed out many processes and methods to come up with a 
solution, for the application. A big influence on coming up with the 
information design, was working in collaboration. When four minds came 
together we were able to individually bring our ideas and strengths to 
the table. Then as collaboration we were able to draw from each of our 
individual strengths and mould them together for the best solutions.

To keep track of ourselves as a team we made the most of the 
wall spaces in our studio, by pinning up all the work we did. It 
meant that we could map out all the visual connections and we 
could clearly see what was working and was not working.

Some of the more useful methods that we practised were case scenarios, 
site visits, personas, user testing, paper prototyping, wire framing 
and critiques.  We were very much influenced by user experience 
design. We explored the methods that user experience design followed 
and the understanding of how the user is the central means. 

Designing an application was not just designing a user interface 
for the visitors of Auckland’s Cultural Institution. It was designing 
an experience and then executed through Graphic Design.  
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The development of the application was a very iterative process. We 
bought our ideas into practice one step at a time. We started off with the 
most basic of wireframes and then it was a matter of testing, critiquing 
and then refining. This process circulated constantly which enabled 
us to explore ideas and to allow us to come up with better solutions. 

Wire framing was enough to get us half way there. It meant that 
when it came time to doing the final graphics many of the decisions 
were already made. The wireframe templates were enough to make 
the push to crossover, to building up the graphic user interface.  

Starting off with a strong plan before starting with any graphic 
developmental work, is what resulted in a better outcome for us. We were 
always looking for ways to improve. This meant we tweaked and refined 
all the way through, right up to the end of the development process.

Concepts Development
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Concepts Development

The team worked together to design a template that would cater 
to all four institutions’ needs but still maintain consistency and 
continuity throughout the user’s experience. Although the Auckland 
zoo and Motat’s apps have a completely different look and feel, 
in terms of design, they all work the same. Keeping the template 
similar was really vital as it would ultimately save us time in the 
future, when it comes to designing for the other two institutions, 
and also as mentioned together would help maintain continuity. 
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First Semester Start Second Semester Start
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