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Assignment Objectives

Assignment Objectives

Initial Research

Objectives
Technology and relational design theories are radically reconfiguring
the museum. How can a museum engage the typical visitor with interaction and information, and make the museum a center of knowledgebuilding? This assignment asks you to consider new ways to design the
traditional museum experience. How are relationships between people
and objects structured in the museum? How can these relationships be
rethought to provide new meanings and new ways of navigating the
museum, new ways of learning about objects, their history, their context,
and their cultural significance.
In particular, this project will ask you:
•
To think analytically about the experience of museum-going and
exhibiting
•
To analyze the ways a collection is presented to an audience
•
To consider the different ways in which different participants (onsite or remote visitors, museum staff, curators, historians, archivists)
can explore an object, and contribute to the history and analysis
of an object.
•
To consider how technology is changing the museum experience
•
To consider how design can shape dynamic exhibitions
•
To think how to engage an on-site and remote audience in a particular theme; what kinds of activities and experiences contribute to
the theme?
•
To use print design, exhibition design and multimedia design to create a rich, site specific exhibition proposal
•
To consider how an exhibit can stimulate co-authorship and cocreation.

For this project I was asked to pick a piece
in the museum and design an exhibit
around it. I chose Lynda Benglis’ sculpture
Zita. I began my process by researching the
analysis and historical context of the piece,
and I found myself drawn to the themes of
process and femininity in Benglis’ work.
Lynda Benglis
American, b.1941
Zita, from the “Sparkle Knot” series
1972
Cotton bunting, plaster, acrylic paint,
glitter, aluminum screening
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Example of Benglis’
previous work. This
piece was created by
pouring latex directly
onto the gallery floor.

BACKGROUND
Lynda Benglis
•
born in 1941 in Lake Charles, Louisiana
•
lives and works between New York; Santa Fe; Kastelorizo,
Greece; and Ahmedabad, India
•
studied at Newcomb College, graduating with a BFA in 1964
Overall Aesthetic
•
the transformation of sculpture (1960-70)
•
investigation of materials, surface, format
•
test definition of art
•
focus on process
•
action-based pieces including stroking, pouring, suspending,
molding, knotting
Context
•
contrast to impersonal, masculine overtones of abstract/
minimalist sculpture from the period.
•
minimalist sculpture: geometric forms, monochromatic color
palette, seeking to minimize/eliminate any associative content

Example of
Modernist sculpture
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Process & Materials
•
layer cotton bunting and plaster over a wire-mesh amateur
(aluminum screen)
•
coated with glitter/ acrylic
•
formed tall, thin tubes of plaster and gauze-coated aluminum
screen, and folded them into knot forms.
•
part of a series: different configurations of knots
•
next part of series: knot sculptures sprayed with metallic paint

ANALYSIS
Process
•
investigation of materials
•
artists’ gesture suspended in space
•
involves the movement of the body in a dance-like rhythm
•
emphasis on the physical involvement in making art
•
emphasis on the handmade rather than industrial
•
refers to knots made by sailers, fisherman, rock climbers
The Body
•
width of tube=width of Benglis’ arms
•
bow form suggests twisted appendages/ internal organs
•
references the gesture of arms/ legs
•
different knots reflect different forms of body language/
different states of being
•
different knots remind Benglis of different people
The Feminine
•
use of glitter and bright colors references to ideas of
stereotypical femininity and superficiality
•
bright colors and glitter in contrast with monochromatic,
dark “masculine” palettes of the time
•
role of embellishment and pleasure in art
•
vulgarity vs beauty
Benglis created a large series of sparkle
knots. They all have a similar size and color
palette but they are tied in different ways.

Initial Research
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Extended Research
I found myself drawn to the theme of
female stereotypes in the sparkle knot
piece. I extended my research beyond
the scope of the sculpture itself and
explored the role of female stereotypes
in our culture.
Definition
Femininity is a set of attributes, behaviors, and roles generally associated with girls and women. Femininity is socially constructed, but made
up of both socially-defined and biologically-created factors. Femininity
is sometimes linked with sexual objectification and sexual passiveness.
The western ideal of the feminine appearance includes long hair, light
skin, a narrow waist, and little to no body hair. This definition has been
criticized as restrictive, unhealthy and discriminatory.

Girly stickers- a stereotypical girly
product marketed to little girls.

Stereotypes
Female Stereotypes: loving, compassionate, nurturing, caring,
sympathetic, submissive
Male Stereotypes: financial provider, assertive, competitive, independent, courageous, career-focused, strong, denies pain/ vulnerability

Images of the girl and boy toy isles in a
store: Stereotypical girly imagery is heavily used to market to girls. This imagery
includes the color pink, hearts, and script
text. Toy stores are clearly segregated
between boys and girls and this creates
limiting experiences for both genders.

Glitter & Femininity
Glitter is used in female cosmetics such as eyeshadows, lipgloss and body
powders. It is also used in toys marketed for younger girls. Glitter is also
linked to crafting, a pastime that is considered feminine.
Femininity in Marketing
Stereotyping makes it easier to sell products by boxing people into clearly
defined categories. Oftentimes products are specifically designated for
men or women. This is especially apparent in products marketed to
children. Sometimes, products that are typically thought of as feminine
such as irons, candles, loofahs, etc. are re-branded to seem “manlier.”
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Mapping
In this step I mapped out the sculpture’s
location in the museum, focusing on the
physical experience of museum-going and
the details involved in the display of the
object. These considerations helped me in
my brainstorming process.

Above: Information about Zita on
RISD’s website.
Right: Sketch of the sculpture in its
gallery location.
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Mapping

Notes on the object’s location in the museum:
•
located in the RISD Museum’s 20th Century collection
•
no glass, pedestals or other barriers but still cannot touch
•
eye-level
•
sense of physical scale in relation to self
•
height of the sculpture on the wall has a relationship to the body
•
back of the piece against the wall away from view
•
located in a curated gallery space: the surrounding artwork gives
some context into the time period that this piece was created
•
the museum space gives credibility to object-sets up a respectful
environment (supported by the presence of monitors/ security
guards, white walls, etc.)
•
the space in which the piece is viewed cannot be determined by
the viewer-- the surroundings are controlled by the museum
•
potential to overhear others’ discussions about the piece
•
audience: schoolchildren, RISD students, other.
•
audience is location-based
•
restrictions for interacting with object: no touching, no tasting,
no photography
•
generally viewed while standing-- one could be seated, but this is
not a comfortable sitting environment
•
plaque gives limited information about the piece: Title, date,
materials, source, brief analysis (this information matches the
content on the museum website)

Mapping
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Proposal A
This initial proposal helped me develop
my ideas about creating an exhibit
experience. I eventually decided to move
in another direction, but through this
process I learned how to revise a proposal
in order to make it more practical and
manageable.
AUDIENCE
Children: I researched children’s museums and found that children are
attracted to tactile experiences that encourage active evolvement and play
VERSION 1
Proposal
My first proposal was to create several life-size cotton-stuffed fabric tubes
that children could tie into various knots. These tubes would be left in
a play area near the actual sculpture. After they finish tying their knot,
children could then take a picture with their sculpture that would be
posted in an online gallery.

Above: Examples of
interactive experiences
designed for children.
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Proposal A

Objectives
I wanted to create an experience that would involve children in way that
is both fun and educational. The project was centered around the theme
of process that is present in Benglis’ work. The children could experience part of the sculpture-making process themselves, and therefore gain
a deeper understanding of the piece. Benglis also stated that each individual knot that she created reminded her of a different person. Each
knot that a child creates would reflect their own unique personality, and
the differences between knots could be viewed in the online gallery.
This proposal also gave children a chance to add to Benglis’ series.

Proposed materials: sparkly fabric and
cotton stuffing

Criticism
The main criticism of this idea was that it would be too labor-intensive
to ensure that the tubes got untied after each child made their knot. The
proposal was also too limiting as it would only involve a couple of kids at
a time.

Sketch of proposal set-up

Materials
The objects would be made from glittery fabric tubes filled with cotton
stuffing. The fabric would be quilted with different colored swatches to
mimic the strokes of paint in Benglis’ original sculpture. I chose these
materials because they are soft and easily handled by children. They are
also flexible which would allow for the tubes to be repetitively tied
and untied.

Proposal A
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Proposal B
This proposal eventually developed
into my final product, but it evolved
dramatically from the initial version.
The first 2 versions of this proposal
were unclear and I had to work on
how to better articulate my message.

Above: lanyards
made from plastic lace
Right: Sketch of
proposal setup.

AUDIENCE
The target audience for this proposal appears to be girls around the age
of 10. Shallow and materialistic, the audience embodies all of the negative stereotypes associated with adolescent femininity. However, since I
am proposing a commentary on these issues rather than an straightforward proposal, my audience is broader than this as I hope to raise questions about femininity among all age groups and genders.
VERSION 2
Proposal
My revised proposal idea was to set up a small craft station with plastic
lace that would allow viewers to make their own version of knots, but at
a smaller more manageable size than the first version of this proposal.
After someone completed their own little knot sculpture they could pin it
on the wall next to the original piece.
Materials:
Plastic lace- This is the material used for constructing key chain lanyards.
This material reflects DIY culture and alludes to a cheap, kitsch aesthetic.
These references are strong themes in Benglis’ work.
Objectives:
Again, I wanted to focus on the themes of process and individuality.
Viewers can experience part of the process of tying a knot themselves,
and gain a greater understanding of the role of process in the piece itself.

VERSION 1
Proposal
Place an image collage of glittery, feminine objects on the wall behind
the sculpture.
Materials
I would create a collage from pictures of different objects from various sources. These would be compiled into one large digital image that
would be printed and stuck to the display wall with adhesive.

Examples of images
that would be included
in the collage

Sketch of proposal set-up

Objectives
In this project I wanted to address the theme of female stereotyping
found in Benglis’ work through her use of glitter. My hope was that the
collage would affect how viewers perceive the artwork and make them
evaluate how they view femininity. They would be forced to draw comparisons between the sculpture and the images in the collage around it.
Criticism
The criticism of this proposal was that it was too static and did not
actively involve the viewer. In addition, the underlying message of the
piece was unclear.
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VERSION 2
Proposal
Create an app that establishes a cultural context for the use of glitter
in the piece. The app would show various images of glitter in different
contexts throughout its history. These images would include references
to glitter used in girls’ toys, musical performances, feminine products
such as makeup and fashion accessories, etc. Users could comment on
pictures and add their own images to the gallery.
Materials
There would be an ipad located next to the sculpture so that viewers
without a smartphone could view the app along with the piece.
Objectives
I wanted to look at how the changing cultural context can effect one’s
perception of a work of art. Glitter is a material that has many different
connotations and its use can be perceived differently by different people.
My goal is to start a discussion among museum visitors about their
different perspectives.
Above: Examples of
images that would be
featured in the app.
Right: Sketch of
proposal setup

Criticism
The main criticism of this proposal was that people would not want to
spend their energy looking for images to contribute to the gallery while
they are in the museum.

VERSION 3
Proposal
My final proposal was an app that provides a “girly” tour of the museum.
This proposal expands beyond the scope of Benglis’ sculpture to
encompass many pieces in the museum. I would find images that are
visually girly to feature in the tour and use a stereotypical girly
aesthetic throughout the application.
Objectives
I wanted to emphasize Benglis’ theme of the female stereotype. The
app highlights the limiting nature of stereotyping and how it shapes our
perception of the world around us. By treating a museum in the same
overly-segregated manner that toy stores market to children, I hope to
bring attention to its ludicrous nature.

Proposal Sketches

How feminine is this piece
on a scale from 1-5?

RISD Museum: Girl’s Tour

1 2 3 4 5
Lynda Benglis
Zita, 1942
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Proposal B

Artist
Title, Date

Artist
Title, Date

Artist
Title, Date
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Final
Fashion

Jewelry

Flowers

Portraits

Hotties
For my final I created “A Girl’s Tour” of the
RISD museum. This tour is in the form of a
smartphone application. I used stereotypical girly imagery, colors, language and
themes to create a satirical experience.
This app focuses on a selection of pieces
in the RISD museum that I chose because
of their appeal to pre-teen girls. I selected
these images from a purely aesthetic and
superficial standpoint, and I wanted to
make the museum experience as shallow as
possible. This app is a commentary about
the ridiculousness of female stereotypes
and shallow materialistic culture.
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INFO
The info page includes a welcome message greeting the user to the
app. The entire message reads: “Welcome to a Girl’s Tour of the RISD
Museum! This app shows you all of the girliest pieces in the museum,
and it is jam-packed with special features that will make your museum
trip totally fabulous! You can view a map to help locate all of the coolest
pieces, filter the artwork by subjects such as fashion, flowers and jewelry,
and vote which pieces YOU think totally rock!”
PHOTO
This app includes a photo gallery where users can upload pictures of
themselves in front of the artwork. Included are easily-accessible links to
facebook, tumblr, pinterest, twitter, and google plus.
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ART
In the “Art” tab of this app, the user can browse through all of the
pieces featured on the tour. These are already organized by gallery,
but the user can also filter these pieces according to their own personal
preferences including fashion, jewelry, flowers, portraits, and hotties (an
image selection featuring pieces of attractive guys). I chose materialistic
categories that would reduce the images to their aesthetic qualities and
recontextualize the work in an amusing way. When the user clicks on
one of the pieces in the art gallery, they can view that piece’s individual
page. This page includes social media buttons, a comment section and a
rating system. I designed the rating system to reflect a system one might
find rating a celebrity’s dress on a gossip site. The page also includes an
image description that is significantly dumbed down from the original
museum tombstone. It focuses on the ornamental qualities of the work
rather than its deeper meaning or historical context.
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MAP
I designed the map for this app based on the assumption that pre-teen
girls cannot read traditional maps. This map uses an augmented reality
first person user interface that recognizes objects in the museum when
the user points their camera at them. The application places icons over
the featured pieces when the user views them through the camera.
These icons are based on the subject filters fashion, jewelry, flowers,
portraits and hotties. When the user points the camera towards the floor,
a set of arrows directs them to each piece in the gallery they are currently standing in. The user can see their place in the overall museum by
looking at the small reference map located in the bottom middle of the
screen. The user can also click this map to get a larger view.
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Finished!
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