
VR/AR Conceptual Hackathon 

Amplify the Social Experience

Amplify the social experience for visitors to the Goethe-Museum!
Create means for awareness and social interaction between the visitors 

of the physical museum and the online visitors.  

Albrecht Schmidt, LMU München
#weimARVR
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Task: Amplify the social experience for visitors 
to the Goethe-Museum!
ÅCreate means for awareness and social interaction between the visitors of 

the physical museum and the online visitors.  
ÅThis includes, concepts for:
Åa web based visitor experience that links to VR and the physical place
ÅA VR museum experience
ÅAn extension of the traditional museum visit to the physical place

ÅCreate an overall concept (horizontal prototype) and highlight one specific 
solution detail (vertical prototype):
ÅDevelop ideas and make visual mock-ups
ÅDescribe a system architecture and outline the technical solution
ÅPresentation (6 minutes)
ÅOne page flyer 
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Breaking boundaries

ÅTemporal boundaries
ÅPeople visiting at different time

ÅShort time frame (e.g. across time zones)

ÅLonger time frames (e.g. generations)

ÅSpatial boundaries
ÅWith in the physical space

ÅBetween remote access to the web or to VR and the 
physical space

Albrecht Schmidt, Marc Langheinrich, Kristian 
Kersting, "Perception beyondthe Hereand
Now," Computer, vol. 44, no. 2, pp. 86-88, Feb. 
2011, doi:10.1109/MC.2011.54

4



Things to consider: User journeys

ÅMuseum visit as part of a bigger experience (e.g. holiday, school year)

ÅPhases and transitions between phases
ÅBefore the visit (typically remote)
ÅPreparation physical visit
ÅInformation gathering 
ÅSharing of intent, bragging 

ÅActual visit (typically on side)
ÅExploration 
ÅImplicit and explicit capture

ÅAfter the visit
ÅReflection 
ÅSharing of experience, bragging

ÅReturn visit?
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Things to consider: Technologies

ÅProvide experiences for alternatives 

ÅIn the Museum 
Åusers with no additional personal tech (e.g. projected AR, background sounds, labels)

Åpersonal mobile devices

Årented devices (e.g. AR or audio guides)

ÅRemote 
ÅRemote but local (e.g. in town but not in the museum)

ÅRemote a never there phyiscal

Åmobile phone 

Åweb browser

ÅVR devices 
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Inspirations / Random input

7



Experience as Value that is Staged
ÅCustomers value the 

experience

ÅFrom function to 
emotion

ÅBUT no experience 
without functional 
technology

Aus: PineandGilmore. 1998.
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Horizontal prototype
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verticale Prototype

11

home page

subpage 3subpage 2 subpage 4

detail 3detail 2 detail 4

function 3function 2 function 4

page 3page 2page 1 page 4 page 5

Χ Χ

Χ

Χ

Χ

Χ



Emotions change abilities

Photo by Stevage(CC BY-SA 2.5) 
https://en.wikipedia.org/wiki/File:Luna_Park_Melb
ourne_scenic_railway.jpg 12



Very basic understanding

²Ŝ ŀǊŜ ǎŀŘ ōŜŎŀǳǎŜ ǿŜ ŎǊȅΧ

²Ŝ ŎǊȅ ōŜŎŀǳǎŜ ǿŜ ŀǊŜ ǎŀŘΧ
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