The New Interactive
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The demand for multi-touch has pushed interactive exhibits beyond nor-
mal touchscreen displays into a diverse array of new forms. “Touch-based
exhibits can be projected, or constructed of Christie MicroTiles—they can be
all manner of things now,” Kidd said. He added that the videogame industry’s
motion-sensing innovations have also altered expectations for exhibits, “We’re
hinding people wanting to incorporate a lot more tools into interactive exhibits,
for example, cameras that sense where you're coming from and how many
people are in the group and do different things with the display according to
that information.”

We may live in a multi-touch world now, but soon the gesture will super-
sede touch in museum exhibits. “The hardware computer touch screen display
hasn’t changed that much in quite a few years,” observed Sean Langdon, direc-
tor of business development for Horizon Display, which works with exhibit
designers and AV integrators to create custom interactive displays. “We’ll
laugh at it when we see it 10 years from now. Everything will be gesturing. With
a 3D gesture recognizer, your body becomes the input. We'll all get used to that,
because in a lot of ways it’s better, faster, and cheaper.”

For the time being, Langdon said demand is for “museum quality” touch-
screen treatments, with stainless steel bezels and enclosures topping the list for
aesthetic appeal. Horizon is also seeing a lot of touchscreen customization for
ultra-wide aspect ratio displays.

“Basically the usage model is based on whether a 12-year-old can walk up
and use an interactive display,” Langdon said, “Touch is second-nature to the
younger generations.”

While video displays and projected images continue to get bigger, brighter,
and higher-resolution, what museum clients are most interested in is doing
more in the way of interactivity. Museums want to get beyond the cinema expe-
rience and into the realm of audience participation, noted Adam Neale, director
of 7th Sense, manufacturer of advanced media servers that are often used in
museum projects. “Rather than it just being a playback type of exhibit, there is
more interaction with the audience or a feeling of immersion.”
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Those interactive experiences
will continue to evolve in the muse-
um space, according to Langdon.
“As technology keeps getting bet-
ter and cheaper, people can less
expensively and more easily deploy
a project that more closely resem-
bles their vision of that exhibit in a
perfect world.”

After all, he said, “if you’ve seen
it out there, it’s already five years
old. The projects we see in the lab
and under development are very
exciting. People should be asking
for more from technology.”

—Kirsten Nelson



