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Project 3B

Interactive Music Museum Treatment

1) List three objects that are central to or representative of your exhibit:

                     a) Informational Kiosks- these kiosks will provide musical history and facts about all kinds of artists and music they play.  Visitors will be able to interact with these kiosks using video screens, in which you could play games, take quizzes, see videos, and look at pictures from all kinds of musical events and perspectives.  Through these kiosks, visitors can listen to music, write and create their own music, view biographies of a various amount of musicians and bands, and see the evolution of music through the years in a videography.    

                     b) Interactive “Rock Star” Zones- these interactive zones will most likely be the most appreciated and most popular section of the exhibit.  In these zones, visitors will be allowed to pick from a extensive list of songs, and create music videos for them, as well as being able to perform 1-2 songs in a mock concert.  As part of the rock star treatment, visitors will be able to be walk on a mock red carpet, as flash bulbs, screaming fans, and all kinds of chaos are going on.  Interviewers will ask questions and your biggest fans will be there to scream your name.  Also, visitors will be able to hold a mock radio interview, as they can pick their favorite radio stations to hold a mock interview with them.  They will be asked about their music and where they are playing that night.  After all the glamour and glitz of rock stardom, visitors will be able to be all kinds of musical instruments, from guitars to drums to keyboards.  This gives all fans the opportunity to play music and feel the buzz from being “acclaimed musicians.”  These zones will give fans the chance to act on the musical fantasy and become rock stars for the day.  

                   c) Music Artifacts Exhibit- In this exhibit, visitors will actually get to experience the history and see the real evidence of musical progression.  Visitors will be able to see famous pieces of history, such as Kurt Cobain’s guitar, Elvis Presley’s first record contract, and an official Woodstock ticket.  Music fans may appreciate this section as they get to see the actual artifacts of the musicians and their contributions in person.  After listening and learning about the history of music, fans will be able to make mental connections to the real artifacts that they heard about in the informational kiosks.  

Media to be used in our Exhibit:

· TV Screens- used at the informational kiosks, and the musical artifacts exhibit.  We will project images of music videos, historical videographies and live concert footage.  

· Computers- we will use computers so the visitors can create and write music, view artists’ bios, take music history quizzes, and play interactive games. 

· Cameras- the cameras will be used for the filming of the visitors’ music videos and mock concert.  This camera footage will be seen on video screens throughout the exhibit and edited through computers for visitors to purchase and enjoy.  

· Radio Equipment- The radio equipment will be used to create and explore the mock radio interviews to give visitors the first hand look of what it is like to give an interview over the airwaves.  These interviews will be broadcast through the exhibit intercoms all day.  

· Speaker Monitors- we will use speaker monitors to use in the interactive zones, as they will playback fan noises, and interviewer questions.  They will also be used to project music the visitors play in the music instrument demonstration.  

Exhibit Success

-  We would evaluate our exhibit’s success by gauging the popularity of our interactive zones, in which would draw the most people.  As this exhibit creates up and coming musicians dreams a reality, we feel that this exhibit will be very popular and very successful.  We would give surveys for visitors to fill out to see what parts of the exhibit they liked, disliked or thought needed work.  From there, we can properly gauge our success.  

