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Reinventing the Museum by Design for All: 
Attract the Senses, Raise Awareness for

Diversity and Engage Visitors
Good Practice examples from France and Italy



Summary
Who we are and what we do

Design for All
Touching for Knowing: Haptic educational devices in museums

The multisensory museum
Good Practices in France and Italy

More A11y



ORIENTATION - INFORMATION - MEDIATION for all audiences



Who we are and what we do

Touch Modells
Tactile Orientation Plans
Relief Images
Olfactive and Auditive Devices
etc..



Learn and Share: More Inclusiveness with every project





DESIGN FOR ALL 



WHY UNIVERSAL DESIGN ? 

ACCESSIBILITY FOCUS ON USABILITY

Participation Autonomy Group target Use 
and Usability

DESIGN 
FOR ALL

WHY DESIGN FOR ALL?



DESIGN 
FOR ALL

LEARNING

A BETTER EXPERIENCE
FOR ALL

INTERPRETATION

EXHIBITION
DESIGN ACCESSIBILITY

WHY DESIGN FOR ALL?



FOR ALL AUDIENCES

DESIGN FOR ALL

New audiences
Loyalty
Pride

VISITORS MUSEUMS

More sharing
More learning

More memorisation



TOUCHING
FOR KNOWING



/ UNSER METIER: HAPTIC INFORMATION PROCESSING

Wie lange würden Sie 
brauchen, um diese 
Gegenstände allein 
mit den Händen zu 
«erkennen»?



Six Exploratory Procedures of Active Touch  (Ledermann & Klatzky, 1987)

/ HAPTIC INFORMATION PROCESSING



LET THEM TOUCH.

To discover museum artifacts by touch offers new learning possibilities for everyone.

/ GUIDED TOUCH TOURS ARE A REALITY IN MANY MUSEUMS



LET THEM TOUCH WHAT NO ONE CAN SEE: A tactile snowflake 

Bundeskunsthalle and Deutsches Museum, Bonn



THE SENSE OF TOUCH

BE CAREFUL:
THE SENSE OF TOUCH is not obvious, magical and automatic. 

MULTIPLE SENSORS:

 SENSE OF TOUCH: 
Not a pure and simple sense 

Not automatically and easily read, understood and interpreted

ROUGHNESS WEIGHT HAPTICS

/ SPECIFIC HAPTIC INFORMATION PROCESSING



/ OUR SPECIFIC KNOWLEDGE:  HAPTIC REPRESENTATION IN RELIEF



Source: Michel Bris (CNEFEI)
http://www.braillenet.org/ Michel Bris

/ THE CHALLENGE: TO CREATE A MENTAL IMAGE

EXEMPLE: TACTILE WORLDMAP



Source: Michel Bris (CNEFEI)
http://www.braillenet.org/ Michel Bris

/ THE CHALLENGE: TO CREATE A MENTAL IMAGE



CONSEQUENCE : 

Size & format are important. 

Optimal format : 60 cm x 40 cm

Maximum format : 100 cm x 60 cm. 

GLOBAL ERGONOMY

CONSEQUENCE 1: 

MESURE AND FORMAT ARE IMPORTANT



Source: Michel Bris (CNEFEI)
http://www.braillenet.org/ Michel Bris

CONSEQUENCE 2: 

RELIEF IMAGES ARE DIFFERENT: SPACE, REDUCTION, COLORS, ETC.



An equivalence for non-blind user, is to discover these images…

THE MENTAL IMAGE

/ GLOBAL ERGONOMY



... in order to see this



THE MENTAL IMAGE





THE MULTISENSORY
MUSEUM



THE MULTISENSORY MUSEUM

/ COMBINE OLFACTIVE, AUDITIVE, TACTILE AND VISUEL ELEMENTS



/ ACTIVATE YOUR VISITORS





BEST PRACTICES
FRANCE
ITALY



FRANCE:
DISCOVER HISTORY

Museum Louvre, Paris, 2016 
Pantheon, Paris, 2017















ITALY: PLAY,LEARN 
AND SHARE

Museum Louvre, Paris, 2016 
Pantheon, Paris, 2017



MORE A11Y 



11Y 11Y 

HIER SOLL ES UM DIE DISKUSSION « INKLUSION GLOBAL» GEHEN



WHAT CAN YOU DO TOMORROW?



#A11Y
RETHINK YOUR ATTITUDE

GET INVOLVED WITH THE COMMUNITY

... AND CONTACT US;-)



ITALIA:

WWW.TACTILESTUDIO.IT

/ Thank you !

info@tactilestudio.it

www.tactilestudio.it
@tactilestudioFR


