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Macular Degeneration is an age
related eye disease that causes
loss of central (focal) vision.
When left unchecked, it could
lead to serious vision loss.

Preliminary desktop research
helped us understand the nature
of this disease and how it affects
an elderly population (65yrs +).

Loss of central vision leading to a
blurred visual experience.

Based on this knowledge
each researcher created

a Low Vision Simulator
using a pair of glasses and
modifying them to replicate
the condition.
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Through the course of 2
weeks, our team wore LV
simulators (while working
on home chores) and
maintained a log of our
experience which helped us
empathise with those that
live with AMD.




Next, we used research
techniques from mobility

studies to investigate the

spatial, sensorial and temporal
experience of someone with AMD
within the museum environment.

Some of the main methodologies
utilised were transect walks and
semi structured interviews.

To begin with, a transect route
was devised to collect qualitative
data on participants’ journey
through different environments
at the museum such as indoor,
outdoor and transitional spaces.

We prepared task schedules
where each researcher was
assigned to take field notes, keep
track of time stamps, or capture
photos during the walks.

Transect Walks  ccrrrrrereeeerrreereennaaaann..

A total of 5 participants were then
invited to a (15 minute) walk along
the transect route while wearing
low vision simulators.

During the walk, we used tools
such as Go-Pros, and Zoom
recorders to document

- Participants’ Speech

- Participants’ Behavior

- Video Recordings

 Audio Recordings

Semi Structured Interviews

After each transect walk,
participants shared their
spatial, sensorial and emotional
experience through semi-
structured interviews.



The data collected from the
transect walks was imported
into an audio production

software called Reaper which

served as a great way of
aligning different layers of
data along the participants’
journey such as their pace,

thoughts and behaviors along

the transect path.

Used hand rail and then Slowed  Can see from Stopped after taking a left There is a sense Stopped, moved close to
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Held guide®
arms with

cold and dark

Hesitant steps

in the second - -
half of the ramp

due to a change

in elevation - X .
platform and Putting hand out  Did not change tempo.
slope Noticed a change in light

Pause

two hands

Does not feel
comfortable speaking
while walking

Became relaxed close to
the phonograph area
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Looked around Her hand

No idea about reached out

the way while exiting lift
corridor

When entering the
bright area after
the lift, asked if
there is a door there

Needs hand Problem with
guidance. orienting herself
Looks at red in the lift. Uses
column hand to feel

to locate lift wall, then
toilet signs corrects herself

Slow and
careful

look for hand rail
again after ended

Walking slowly

Using the hand rail

all the time

Back step when someone
walk towards him

recr

NEUTRAL CURIOUS ANXIOUS

Turn head left and right
near the pasifika gallery

Tilted head down
Looking around

Tilted head down

slowed down Can feel the surrounding trying to touch a Looked around because of
more when there is light column soundscape

Going into the gallery
without hesitation

RELAXED UNCOMFORTABLE PAUSE sTOP

Tilted head down
near the map

80+ BPM

Able to point

at the ramp on

the left

Looked left and right
while the lift was arriving

Tilted head down while
exiting the lift corridor

Points at cafe Was excited during
Found the lift the interview
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70-80 BPM 60- 70 BPM

The interview transcript
from each participant was
individually coded and then
group coded to identify
emerging themes. These
insights were then added to
a chart for visualisation and
analysis.



“l had to get accustomed
to the change.”

“You can sieze

the space when “That light made me
you’'re outdoor.” feel uncomfortable.” )
From mapping all of the research
— data, two main themes emerged.
1. We found that AMD caused
HALLWAY

participants to experience
stress and anxiety when

transiting between bright and
FOREST GALLERY MELBOURNE STORY EXHIBITION dark environments. 4 out of 5

Bright environment Dark exhibition environment

Transition Point

participants felt that they needed to
adjust to the new light conditions
upon entering the Melbourne Story
Exhibition hall.

2. The sonic experience in the
hallway was full of echoes and
caused participants to become
disoriented.

Transect Route: Forest Gallery through to the Melbourne Story Exhibit




FOREST GALLERY

Forest soundscape
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These findings were used to develop a soundscape that assists the
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Route to the
Melbourne Story Exhibit

Soundscape delivered
using strategically
positioned speakers

Upper Level

Ground

Forest Gallery
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