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Deborah Perry 
What Makes Learning Fun?
Why Should We Care? 

 



The integration of museum and visitor agendas

 


Defining Fun & Learning

Not all learning is fun; not all fun is learning

Designing Learning That Is Fun 

Communication

· Collaboration

· Guidance


Curiosity

· Perceptual

· Intellectual

· Interest


Confidence

· Success

· Expediency

Challenge

· Expectations

· Uncertainty

Control

· Choice

· Power

Play

· Sensory Exploration

· Imagination
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Tsivia Cohen

What’s Fun Got To Do With It? Programs That Promote Learning
1. Types of programs
Facilitated vs. free standing

2. Questions and mission-driven programs
Connecting fun/play to learning
3. Rationale

Programs can spark processing and connect to whole social group
· Constructivist approach to learning

· Museum-based research

· Song: Experience is never quite enough

4. Strategies for programs

Invite so that visitor controls approach/choice.

· Props and costumes

· Environments that beckon and/or allow escape

Involve the whole social group.

· Challenge/amuse all ages

· Amenities and soft-sell prodding

Make it personal

· Hand over the spotlight and control

· Appeal to the best in visitors

Bridge the gap 

· Meaningfully goofy

· Scaffold the reflective processing

· Support post visit conversations with reminders

· Food and music as memory links
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Stephanie Weaver
8 Steps To Better Learning Experiences

Step 1: The invitation 

 



Marketing, P.R., Web site, street signage, parking lot

 


Step 2: Welcome 


Front door/entrance, first impression, greeting, customer service


Step 3: Orientation 


Maps, wayfinding, you-are-here, info booths




Step 4: Comfort 


Seating, restrooms, food service, lighting, safety

Step 5: Communication 


Verbal and written interpretation




Step 6: Sensation



Five senses, surprise, randomness




Step 7: Common Sense




Visitor studies, trends, collaboration, alignment, cultural sensitivity

Step 8: The finale  


Exit script, last impression, mementos, memorabilia
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