
Yorkshire Museum Treasure Hunt App 
Overview: 
This project aims to develop an interactive media prototype to be used at the Yorkshire 
Museum to enhance visitors’ experience. I started first to research what other museums 
had and tried to come up with a few unique ideas. From here I went to the museum and 
asked a few people to fill in questionnaires to gather more research. I found that most 
people carried round smart devices with them and therefore decided to create a mobile 
application. Looking at other applications, I found them to be very adult-directed and only 
provide information rather than an experience for the user. From this, I decided to create 
something that older and younger visitors could use; a treasure hunt app that lets users 
‘scan’ the object into their libraries and see information about the item. This makes people 
want to explore the museum more and makes them pay more attention to the exhibits, 
having to look closer to gather more information.


Design Approach: 
To understand more about who and what my project would be designed for, I went to the 
museum to conduct user research. I first decided to do some user observation (see 
appendix). I wanted to see how people went about their visit of the museum. I counted how 
many people visited the museum and whether they were in groups or not (Appendix A).


I found that it was mainly old and young groups such as adults and their children or 
grandchildren visiting rather than just a group of older people or a group of younger people. 
I therefore decided to make sure that my app would be suitable for all, being easy to use 
and would try and increase the communication within these groups.


From these initial observations, I came up with a few basic ideas and decided to ask people 
in a questionnaire. Inside, I asked a few basic questions about age range and whether any 
exhibitions stood out to them. I also asked questions about which devices they had and 
whether they would feel comfortable using an app to learn more about the exhibits. 
(Appendix B).


I tried to keep my questionnaire short and to the point so as to make sure that people did 
not get tired of it. I also tried to ask people of different ages what they thought so that my 
app could appeal to all of them and managed to get a broad spectrum (Appendix C).


From my results, I found that whilst the ages of visitors varied heavily, most people did have 
a smart device around them and quite a few felt comfortable using it around the museum. 
From my app ideas, most people liked the app that would show them more about objects 
based on where they were however other ideas were also very popular. I therefore decided 
to try and incorporate as many of these as possible into one app whilst keeping it simple. 


I created a few personas to try and collate my ideas. I did a young, middle aged and an 
older one just to gauge the full scope of my target audience. These helped me to narrow my 
approach to make sure that I was addressing what mattered most to these people, creating 
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a fully interesting and enjoyable experience. I tried to see how my app would engage and 
enhance their experience within the museum (Appendix D).


I also looked round the museum at current installations and how they interacted with the 
users. I in particular looked at the exhibits that most people were interacting with or 
watching. These seemed to be the installations that the user directly interacted with and 
that engaged the user in a game or other interactive way. Although these seemed to be 
quite young in design, many different ages were going and using them however retention 
seemed to be with younger visitors. I concluded that since the design of the installations 
was younger, children were the ones that interacted with it the most. I wanted to attract all 
ages so decided to make the design of my app a bit more grown up but still easy to use 
and attractive to children.


I also looked at the current aesthetics and branding of the Museum both inside it and on 
the website. I saw that it mainly used the font ‘Foco’ with a bold for headings. It also had 
three main UI colours, a green, a dark grey and a light grey. I decided that my design would 
use these extensively along with blocks to separate information in a logical way. I also felt 
that any images should be with only a small border but this would not be noticeable. In any 
scrollable pages, lines would designate spacing in-between items. 


I also decided that users may want to see related items to the one they were viewing. I 
therefore decided that below the item’s description, it would show some items that the user 
could progress on to if they wanted to. I also wanted users to be able to search for items at 
the top of the screen so that they could narrow down the items easily. I also wanted it to be 
obvious from the initial screen that a user had already collected an item. I decided to 
designate this with a star on the item if it had been collected.


Design Statement: 
This design seeks to increase the interactivity between the museum and its visitors utilising 
users own smart devices to deliver more information and improve the enjoyability of a visit 
to the museum. This follows from user research where most users had smart devices with 
them and were willing to download a free app to interact more. It will follow the design of 
the museum, using the same font and colour scheme and although it will look quite mature 
in appearance, it will be easy for small children to use. It considers the whole museum 
visitor experience and aims to provide a way for people in the museum to collaborate on a 
bigger project. 


I decided on this because I felt that due to the presence of groups with adults and children, 
they would like to have an experience that they could both do together and could take 
home, personalising it with their own pictures in the process. It also allowed development 
later for different areas of the museum and would still be relevant if the museum decided to 
make new exhibits. It will give the user hints through the names of the objects and the 
presence of zoomed in views of the objects. Each item will also include a description and 
any relevant diagrams. 
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Design Context: 
As I wanted to create a unique experience for users, I decided to have a look at existing 
apps and games designed around museums along with a website.


National History Museum  
I first looked at the Natural History Museum App. This had mostly basic information and 
maps on it but had nothing the user could really interact with. It was cleanly designed, 
shows the information clearly and navigation was simple, requiring no previous user 
experience to understand how to use. 


It also used a constant colour scheme, font and UI design. This made it simple to use. I 
however found it wasn't always intuitive and this led to getting lost within certain parts. I 
also liked the use of large images or graphics to show the different parts of the app. This 
attracted the user to each bit and distinguished it from the last. I felt that it was good that 
there was a section called ‘Continue your journey’ linking to relevant areas and showing 
how they were linked. I would have liked more information on exhibits such as individual 
item profiles as I felt the app was designed more to navigate the museum rather than about 
the items on show. This made it inherently less interactive, only something to be referenced 
rather than to guide the user at all times and bring them back to it.


Huntzz 
When looking for similar ‘treasure hunt’ app to my idea, I stumbled upon Huntzz, an app 
that uses location data to allow users to access contextual questions which in turn unlock 
items. I felt that the app was really immersive and had some good questions which related 
to the location the user was at - the answer was usually around the area the person is 
located. It also had multiple locations available to explore (unfortunately not the Yorkshire 
Museum) but also required a lot of walking, usually not in one place and took the user on a 
predefined route.


The UI design of the app was quite interesting. It used manuscript paper and an interesting 
UI to direct the user around it. I personally found that the app was not that intuitive, was 
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hard to navigate and was quite ugly in a few ways. It didn't have a constant UI theme and 
did not have any real instructions to its complex interface. For example in the 2nd 
screenshot, the user is unable to tap the other items in the bottom ‘tab bar’. This is very 
confusing to the user and is not the way that the bar was intended (it could show a page 
describing what it will be used for later for example if the developer wanted to keep it as a 
tab bar, rather than just not working).


I felt that the idea and execution of the actual mechanics of the app were good. I liked how 
people could create and share their own treasure trails, and that they could see popular 
trails near their location. I also liked how the questions only were available near to the 
location designated. There were also rewards to finding certain things on the map and it 
was a fun app to experience.


Yorkshire Museum Website 
My final source was actually the Yorkshire Museum Website. I liked the UI design of the site 
and thought it was probably the most relevant example based on what the museum had as 
exhibits and how it thought it was best to set it out. The UI design of the website was good 
and was easy to navigate through (incorporating responsive design) and provided a little 
information about the exhibits along with some photos. 
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I liked that it was clear what each section was however I thought that the large blocks of 
text may be a turn off for those who do not want to read a lot or children. I felt that the fact 
that users had to scroll to see photos was not a good choice in this regard. I also think that 
there was not a lot of information on individual exhibits - only a few exhibits did this and 
there was not that many pictures of smaller exhibits. I felt that it would be good to 
showcase smaller items to users rather than only the ‘flagship’ exhibits. 


As this was only a website, I didn’t expect any real interactivity and I feel this is where my 
app can come in, providing another source for information about exhibits and providing 
users with a lasting memento of their visit.


Development Process 
When designing my prototype I first went to the Yorkshire Museum website and got the 
colour codes for all major UI elements. I felt that since my app was something the museum 
would be using, it was important that it fitted with their aesthetic. I also downloaded the 
font that was used and used a similar splash-screen to the website. In the future I can see 
the app leading straight on from the website using an app opening link.


I added two buttons on the first screen, one guiding the user through the experience 
(starting with the Romans and going round the rest of the museum) and the other allowing 
the user to select a section of the museum to go to first (useful if they don’t want to go the 
same path as others or to continue if visiting after a previous visit). I added a large logo on 
the front that fitted with the design. I also added a small introduction to the Roman Exhibit.


On the second screen, I designed a large list containing all the items that the user could 
collect under the topic of the section of the museum. These are zoomed in images with the 
name of the exhibit underneath. The list is broken up using line UI elements. At the start of 
designing this, I added a search bar to go to specific items if they so wish as I felt this was 
a very useful item.


After talking through initial designs, it was suggested that seeing that whole item was too 
easy. I therefore decided that a zoomed in image would be best as people could still 
recognise the item from the picture but wouldn't have the whole thing, requiring them to 
look for it. I also decided that when the user found the item, it would show it on the app and 
also show the full image.


When designing the page of the exhibit, I decided to break up the UI using blocks of grey 
on top of the white. I put the picture front and centre with a scan button to its left and a 
collection status marker to its right. These are easy to see and access as they are important 
to the user’s experience. I added a small block of information along with a small diagram, 
both sourced from the museum. Below I added a section called ‘More images’. At first I 
added some more images that the user could see but later on I decided it would be best to 
hide these until the user had scanned the item. 
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Underneath this, I added a section called ‘Your images’ containing the users own images 
i.e. the ones they took, and a related items section linking to other items of interest. I also 
added the disclaimer from the Yorkshire Museum website about artefacts to the bottom.


I wanted the ‘Scan’ page to be as simple as possible so therefore just included a frame and 
a camera button. I also added a share button so that users could share not only pictures 
but the whole item if they so wished. 


After some feedback on my initial design, I toyed with the idea of favouriting items if the 
user wanted to but decided against it. I also made it so that once the user had scanned the 
item, it would show the zoomed out image and display a star, designating if the item had 
been collected.


Recommendations: 
I felt that my overall design was good and fits with the already present design of media 
within the museum. It also provides information clearly and is intuitive to use, therefore 
suitable for all ages. I thought that I did my design in a logical way and the use of sketching 
out layouts and looking at other apps helped to inform my decision and streamline my 
approach. I felt that my app is relevant to the brief, draws on the feedback to my 
questionnaire and provides an enjoyable, interactive experience that enhances the user’s 
visit.


If I could revise or reiterate the design I would consider letting the user select a difficulty 
level, changing the app for their age and use case, for example toggling zoomed in image 
thumbnails or making the app more child friendly, adding more age appropriate words, 
paraphrasing long blocks of text and adding characters that helped guide the visitor.


I also considered having the option of just viewing the exhibits within the app without 
having to go look for them. This would be useful for someone who didn't want to play and 
just see information, maybe incorporating a map of the museum to guide them around. 


Finally, I noticed the lack of a real homepage for the user rather than the existing splash 
screen. I felt it would be good to implement this to help users navigate and to have 
something that they could use to differentiate between sections of the museum, especially 
if other sections were added later.


In conclusion, I felt that my design was a good interactive media prototype that increased 
interactivity within the Yorkshire Museum.


Word Count: 2721
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Tally Chart of visitors to the museum and group sizes
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Group Size Tally

1 1

2 1

3+ 4

Age Range Tally

Under 16 3

16-25 2

26-35 1

36-45 1

46-55 4

56+ 6



Appendix B:


Museum Questionnaire 

Museum Questionnaire


Dear Participant,


Thank you for your interest in my study for the University of York. The information in this 
form will be solely used by students of the University of York for their Interactive Media 
Design and Development module to create and design an application for the Yorkshire 
Museum. Please feel free to ask any questions at any time. You also do not have to answer 
any question if you do not want to. Your participation will be limited to the completion of 
this form and any other discussion only and no personal details will be collected. You will 
not be recorded in any other way. All information collected will remain confidential and be 
stored securely and any records that could identify the participants will not be publicly 
accessible and will be made anonymised. 


This online survey is part of a student project for a User Experience Design module at 
University of York, UK. The survey aims to gather information on the use of web enabled 
devices in museums. The results of this survey will help me to design a concept for an 
interactive media museum exhibit. The estimated completion time for the survey is 5 
minutes. 


The survey is conducted by James Mitchell (jjm548@york.ac.uk) and Rebecca Cressey 
(rc1209@york.ac.uk). 


All data will be reported anonymously. By submitting this survey you are providing consent 
to participate in this study.


Thank you again for your participation


* Required

• I give consent for the information I give here to be recorded and understand that it will be 

anonymised *

• Yes

• No


• What age group(s) are you and the people with you?

• Below 16

• 16-20

• 21-30

• 31-40

• 41-50

• 51-60

• 61-70

• Over 71


• How often do you visit museums?

• It is my first time

• Rarely


�9



• Occasionally

• Often

• Regularly


• Have you been to the Yorkshire Museum before?

• Yes (regular)

• Yes (once or twice)

• No


• Did any of the exhibits stand out to you in particular?

• Yes

• No

• Exhibit name:


• Do you prefer interactive exhibits such as a game, or static exhibits like a short film?

• Interactive

• Static


• What devices did you bring with you today?

• iPhone

• iPad

• Android phone

• Android tablet

• Windows phone

• Windows tablet

• Handheld console (3DS, Nintendo Switch)

• Laptop

• Other:


• How comfortable would you be using a free App for one of these devices to learn more 
about the museum?

• Uncomfortable (1)

• 1 to 5

• Comfortable (5)


• Would you prefer to download an app and have more features or just use it in the 
browser (no download) but have less features?

• Download an app

• Use it in the web browser

• Don't mind


• Which of these ideas sounds interesting and something you would use?

• A game like bingo that uses the camera to 'collect' the object

• An app that could show you more about objects based on where you are

• An app that could translate the Latin or other languages around the museum

• An interactive map which shows you where points of interest are

• A simple directory of all exhibits

• Other:


• How likely are you to visit the Yorkshire Museum again?

• Not at all (1)

• 1 to 5

• Very likely (5)
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Appendix C:


Responses to questionnaire:
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Appendix E:


Initial Sketches
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Appendix F:


Prototype Screenshots






Appendix G:


User Feedback


Person 1: 
Pros:

Like the design, very clearly laid out and the colour scheme was good. Was easy to see 
information needed and seemed very intuitive.

 
Cons:

Thought that the lack of a home screen was annoying and that the non zoomed out 
pictures made it a bit easy.


Person 2: 
Pros:

Enjoyed using the app, was really interesting and was easy to navigate.


Cons:

Lots of text for young children.


Person 3:

Very nicely laid out, like how it fits with iOS and the Museum theme.


Cons:

Not much, just that some icons look like buttons.
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