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Figure 3-13: Two of the original photos for Part 7. (Photographed by author, Oct
2014)

= Part 8 “Looking-up”: The bigger photo showed the sky and the two
small ones were of flowers with light coming from the back; all

three came from the camera angle of bottom view.

Figure 3-14: Part 8 - “Looking-up”. (Photographed by author, Oct 2014)

» Part9 “Hope”: Backlight shot photo printed as the largest size in the

whole exhibition that stands for hope.
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Figure 3-15: Part 9 - “Hope”. (Photographed by author, Oct 2014)

Discussion

Discussions for From Despair to Hope focused on the relationship of four
key elements in the exhibition environment: artefacts, space, architecture
and lighting. It was aimed at taking an insightful view of the relationship
and overlap between these elements and some of the results later served

as a basic framework for the New Exhibition.

Artefacts and Space

The given space for this exhibition was limited to a two-dimensional wall
which is three meters long and five meters high. It is hard to put mise-en-
scene in place given the fact that one of mise-en-scene’s key aspects is to
look at each frame individually. This perspective was applied in a limited
way for From Despair to Hope, which it was not able to block visitors” eye-

level view completely while the sizes and separation of photographs
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meant that the views could not focus on all images in details at the same
time either. Space was one of the essential elements that would affect the
visitors” understanding of the set up of the places and objects. It was not
only about the relationship and sequence that linked everything together,
but also the depth and the mood of the whole storyline that were

represented through space.

The form of artefacts was unified in the exhibition From Despair to Hope, in
which all the artefacts were photographs. This was done on purpose so
that the forms of artefacts would be able to be compared with the ones in
New Exhibition in Chapter 4, which were object-based; therefore making
it possible to examine how different forms of artefacts could affect the
presentation of narratives. Apart from using distinctive space between
each set of artefacts to support the development of narrative behind this
exhibition, thoughts were also given into the space among artefacts as well
as between each part, to make that the story is more interesting and to
build up a framework to give visitors enough room for their own

interpretations for the exhibition narrative.

All the spatial designs in this exhibition were aimed at creating a sense of
narrative and developing a sequence that joined all the artefacts together.
The parts in which space played a more obvious role by affecting the new
meanings of artefacts will be further discussed. The three artefacts were
neatly joined together but not aligned in Part 1 “Destroyed”; these artefacts
were aimed at creating a sense of struggle and helpless emotions. The
space among artefacts gave depth to negative feelings, which was like an
explicit character showing all the emotional outbreaks in order to make
the visitors feel their emotions from what happened in their past based on

their own background and experience. When everything was joined
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together, this group of artefacts was powerful to bring back the memories
for some visitors who have had experienced something that had made
them feel similar. There was no specific alignment for this group of
artefacts in order to show the nature of negative emotions, which was

always unexpected for the one who was suffering from it.

In Part 2, “Isolation”, the three artefacts were neatly joined together and
aligned as a group. The main purpose of arranging artefacts this way was
aimed at creating an atmosphere to remind the visitors of their immediate
reaction right after something sad and negative happened in life; most
people tend to shut themselves down completely for a certain period of
time to block out everything. “Isolation” contained the artefacts in a closed
shape, metaphors for those who lock themselves in a box and black out all
their connections with the outside world. There were some overlaps
between Part 2 and Part 3 “Details” in space, but the set up of Part 2 was
able to create a sense of ignoring what happened in Part 1, which was the

inner emotional downside, as well as Part 3, which were the surroundings.

Part 5 “Transition” was another typical example of how to use space to
support the development of narrative in exhibition. It was the main
transition part of the whole exhibition. Before Part Five, the emotional
changes were toward despair; from Part 5 onwards, hope was slowing
coming. All artefacts were originally from the same photo that was taken.
In order to apply new meanings to it, the photo was divided into six parts,
by using the space between each of the two parts to show the process of
one’s inner emotional changes. The space in Part 5 among artefacts played
an important role for the change of time, which was able to show the
emotional changes when visitors are standing right in front of this set, and

while visitors were walking from the right (despair) to left (hope), the
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space between artefacts changed as well. It created the sense of which time

is always needed while going through the process of regaining hope in

life.

Artefacts and Lighting

No specific consideration for lighting was taken in this Pilot Exhibition.
The only lighting in the venue was the one in the building itself, which
was bright and up on the five-meter high ceiling. The lighting had no
ability to focus — giving an even tone to the whole space. This arrangement
of lighting did not help to support or create the mood that is suitable for
the exhibition narrative. A single ambient light setting does not create
focus or depth to draw the attention from the visitors” eyes and this made
it worse for this specific narrative based exhibition. Without controlling
lighting properly, it is hard to show the darkness of the negative emotions

and contrasting brightness of the positive emotions.

Space and Lighting

Space and lighting are two of the essential supports to tell the story behind

artefacts to visitors, because lighting can help to create space as well.

As in the exhibition From Despair to Hope, no lighting had been planned
due to budget and venue constraints. It was therefore difficult to know the
effect of lighting and how it was used to create positive and negative
space in the exhibition area and how useful lighting was for assisting the

development of the sequence behind the exhibition narrative.
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The space for this exhibit was limited; instead of having a three-
dimensional space, which could best present mise-en-scene; this exhibit was
installed on a flat wall. The outcome for having an exhibit on a wall within
the limited space meant it was not easy to block out the visitors” view.
There was no way to completely separate each set of artefacts and create a

sense of having various frames in a film as mise-en-scene usually does.

Architecture and Artefacts

The connection between artefacts and interior design of the building was
an important consideration in this exhibition. Mise-en-scene is widely used
in theaters and every theater has its own unique design. Stage designers
must consider the architectural design of the stage and the building. Stage
design for a play also utilizes the architectural design as part of the set for
the play and takes advantage of the venue set up to better communicate

the story to the audience.

In the exhibition From Despair to Hope, although the space was limited, the
advantage of being located near the stairs helped to better transfer the
meaning of looking forward to the future to seek hope, which fitted the
sequence of the whole narrative and helped inform the narrative. From the
middle of Part 7 “Actions” onwards, artefacts were placed in a flow that
followed the movement of the stairs going up, which both Part 8 “Looking-
up” & Part 9 “Hope” used looking up to the sky or a higher place as the
metaphor for a better future. The connections among artefacts and
architecture fitted the narrative sequence and were aligned with the

meaning of artefacts along the stairs.
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Overall Effects

When considering the four elements of architecture, lighting, space and
artefacts working together as a whole, it is far more powerful than any of
the combinations discussed before. All elements in exhibitions tend to
have their own meanings while being analyzed separately, but when
actually taking the whole exhibition into consideration, more new
meanings can appear. When these new meanings are applied, artefacts
along with everything in space become the narrator and actors in a play to

try to communicate a different story to visitors.

With the exhibition From Despair to Hope, all nine groups of artefacts of
various sizes were put next to each other purposely and different tones
applied to each group. The meanings of the artefacts then changed. With
the given brief of the exhibition, it was easier for some visitors to put
themselves into the scenarios; memories came to their minds based on
their past experiences and backgrounds, etc. This exhibition became more
than just an exhibition; every single detail mattered in the whole set up;
nothing was designed randomly, and everything had its usage and

meanings as to why it was designed to be there.

Summary

There were three major disadvantages in this exhibition: the first was the
lack of lighting, especially with the given theme about showing someone’s
emotional changes; the two sides of emotions could have been a lot
stronger with the support of lights and shadows. The second one was not

being able to block visitors’ eye-view between each part of the artefacts.
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The element of curiousty was lost by providing the opportunity for
visitors to glance the whole exhibition at once; therefore, some of the
visitors might not be interested to further discover the deeper meaning
that was not immediately obvious from a scene based viewing. Lastly,
although there was a detailed exhibition brief provided for visitors, as the
whole exhibition space was opened up, visitors might have missed the
brief or not been interested with written information at all. As a result, it

was hard for visitors to completely understand the exhibition narrative.

But on the other hand, placement of the artefacts did take advantage of the
architectural design of the venue in order to support and develop the
narrative. The sequence beyond artefacts created a framework for visitors
to apply their own memory and experience to it, which was one of the key
successes of this exhibition, especially the visitors who paid attention to
the details and were willing to discover the hidden information, for them

to be able to connect themselves with the exhibition on a personal level.

The Pilot Exhibition as a whole created an effect that was larger than the
sum of any individual parts. By using a dramatic curve to build up the
narrative, it managed to create tensions which attracted visitors from
different perspectives. Although the design aspects do not fit with mise-en-
scene very well, but it is still valuable as a pilot exhibition to examine what
are the potential limits and possibilities of applying mise-en-scene in

exhibition design.
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Conclusion

In general, this exhibition worked well in communicating the narrative
through artefacts. With the limited space, the selection of artefacts fitted
together well and was grouped into various scenarios to compose the
narrative. However, by looking at the exhibition through mise-en-scene,
there are several recommendations for further research in order to answer

the research question for this chapter:

What exhibition design aspects require specific attention through mise-en-

scene?

* Information Exposition - Without the audience reading the brief,
the story itself was not necessarily apparent. It is worth taking into
consideration how to present the narrative with a minimum
amount of information exposed, because not all the visitors are
interested to read a large paragraph before entering the exhibition

venue.

* Lighting - More attention is needed on how to use lighting to create
a different atmosphere to support the development of exhibition
narrative. Using this exhibition for example, the side presenting the
dark mood of despair should have been a lot darker than the side
representing hope. The transition of the lighting from Part 1 to 9
should have been a gradient which becomes brighter and brighter.
Various spotlights can also help to create focus in certain sets of

artefacts to draw visitors” attention.

* Forms of artefacts - Further investigation will be needed to figure

out what are the differences by using various forms of artefacts to
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build up narrative based exhibition and how different artefact
forms could affect the way visitors understand the exhibition

sequence as well as the new meanings behind them.

Sequence and Framing - There was a set sequence in exhibition
From Despair to Hope, however, there were no space dividers in the
exhibition venue to block the eye-level views of visitors and it
allowed visitors to enter the exhibition from any point of the
sequence, which destroyed the narrative to some degree. Especially
for the visitor who did not start from the beginning of the
exhibition, some of the sequences might not make sense for them
apart from a group of photos. For further research, it is crucial to
make sure that each main set of the exhibition is isolated from each
other, using space dividers or utilizing the architectural design of
the building to block visitors” view. The aim should be to let the
visitors focus on what’s around them and require visitors to pay
close attention to their surroundings within the limited space to

experience what the curator is trying to communicate.
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Chapter 4 - New Exhibition: SHUT UP!

Bal (2008) used mise-en-scene to analyse and critique a well-developed
exhibition in order to explore the connection between exhibiton narratives
and film. From the analysis and discussions in Chapter 2, there is a
common ground shared between exhibition environments and
film/theater plays. For engaging visitors at a deeper level, narratives link
artefacts and space together in exhibitions, not only by creating “surprises’,
but also by building a memoriable experience in which visitors are able to
relate themselves to the exhibition at a personal level. Previous
discussions showed that there are huge potentials for taking mise-en-scene
as an exhibition planning tool. In this New Exhibition, the following two
aspects of mise-en-scene will be used for creating narrative based

exhibition:

All the frames within a film that is able to stand alone but still support

developing the narrative. (Bordwell & Thompson, 2004)
and

The broad design aspects basically include everything that appear in a
scene, which covers lighting, space design, actors, set designs, etc.

(Bordwell & Thompson, 2004)

This chapter will firstly take a look at the methodologies that the New
Exhibition was based on; followed by the documentations and analysis of
the exhibition planning process to which mise-en-scene was applied as an
exhibition planning tool. Criticism of the pros and cons of using this
film/theater technique in exhibition design will be given towards the end

of this chapter, while providing suggestions and advice to curators and
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exhibition designers who will be interested in using the same method for
exhibition planning. In summary the research question is: ‘How can mise-

en-scene inform the exhibition planning process’?

Methodology

This section outlines the methodology that this New Exhibition followed,
and how to use these methodologies to measure the outcome for this

research.

Action Research

In simple terms, action research is learning by doing. This research follows

the action research model as shown in Figure 4-1.

\/

Revised
plan

Observe

Figure 4-1: The "Action Research Spiral’. (Based on Kemmis and McTaggart 1988: 14,
cited in Hopkins, 2008)
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There are four key aspects in this method: planning, acting, observing and
reflecting; then it loops to a new circle, which contains the same steps until
the whole problem is solved. The last step of reflecting is essential; it gives
researchers a clearer idea of the outcomes from previous circles and build

up foundations for the upcoming ones.

Abduction-2

With the complexity the research question for this exhibition has raised,
action research is a better option than the traditional research method. A
specific method of design thinking/action research will be introduced
shortly. It will guide this research through how to use mise-en-scene as an

exhibition planning tool; therefore, enhancing the research process.

This method is called Abduction-2 which is a term introduced by Dorst
(2011) in the application of “design thinking” (p. 521). The general setting
for problem solving in the equation is “WHAT (thing) + HOW (working
principle) leads to RESULT (observed)”. This is the “core to the “context of
discovery’ in the sciences”; when two out of three are known, the

mathematics is easier to be solved.

As in design, although there might not be an absolute outcome for
everything, there is always a purpose behind every design project, either
for clients or for the society, so in order to fit design into the problem
solving equation, the outcome is changed from “RESULT (observed)” to

“VALUE (aspired)”. (Dorst, 2011)
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The basic reasoning pattern in productive thinking is Abduction which
comes in two forms — what they have in common is that the outcome of

the process is conceived in terms of value.
The two forms of equations for Abduction which are Abduction-1 and -2:
Abduction - 1:
??? + HOW (leadsto) VALUE
Abduction - 2:
??? (thing) + ??? (working principle) (leads to) VALUE (aspired)

Abduction-2 is more sophisticated than Abduction-1, which is the
category that this New Exhibition falls into. The outcome for the
exhibition is clear, which is using mise-en-scene as an exhibition planning
tool to apply a narrative in an exhibition. However, because mise-en-scene
is barely used outside the theater/film context, the HOW (working
principle) in the equation of Abduction-2 remains unknown in the
exhibition environment, which leads to the unknown of WHAT (thing).
“That means we have to create a "'working principle” and a “thing’ (object,

service, system) in parallel.” (Dorst, 2011, p. 524)

Framing

Schon (1983) first introduced framing in design literature aimed towards
finding a standing point where a complex situation can possibly be

resolved.
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Dorst (2011) gave a suggestion for the complex situation that occurs in

Abduction-2:

The double creative step requires designers to come up with proposals for
the ‘what” and "how’, and test them in conjunction. The most logical way
to approach this complex problem situation is to work backwards, as it
were, starting from the only known " in the equation, the value that needs

to be created, and then adopt or develop up a frame. (p. 525)

In this research, working backwards is one of the main solutions to the
research question. One of the key aspects in mise-en-scene, which is
‘narrative’, is necessary to decide on further action steps in the planning
process. The problems and conflicts that occur in the exhibition planning
process and the other scenarios that are triggered by that specific problem
which will be further analysed to provide advice and suggestions to

others who may follow a similar process for exhibition planning.

From the discussions above, the research for this thesis follows the action
path by adding analysis into the praxis to discuss the possibility of using
mise-en-scene for exhibition planning, and to sum up the principles and

paths that other designers can follow in the future.

The exhibition was called SHUT UP! — Miscommunication Technologies
Exhibition; which was held at Creative Waikato, N0.131 Alexander Street,
Hamilton, New Zealand from the 13t to the 20t of March in 2015.
Organizing of the exhibition included planning, producing, marketing, set

up, opening and artist lunch talk.
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Figure 4-2: Notice board at Creative Waikato with exhibition details. (Photographed by
author, Mar 2015)

Documentation

This section provides brief documentations for the exhibition SHUT UP!.
An overview of the exhibition, planning, production, set-up, opening and

artist lunch talk.

Exhibition Overview

With the fast pace that technologies have been developed, face-to-face
communications are decreasing among people. SHUT UP! was a narrative
based exhibition which intended to show the miscommunication between
children and adults among multifarious technologies. In order to express
the strong emotions behind miscommunication, the name SHUT UP! was
chosen. The exhibition was divided into seven different sets; the brief of
each set and their names will be given in table below. Full-documented
footage of all installations and detailed descriptions are provided in

Appendix E.
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Name/Artefacts

Narrative Contribution

Set 1 “Confused”:

- Tall side: a tripod with an old large format
analogue camera.

- Lower side: a smaller analogue camera,
empty photo frame and broken pieces of
films everywhere.

Set 2 “Ignored”:
- Tall side: Neatly organized stationary.

- Lower side: Drawing pens put in gradient
and a teddy bear with red paint all over it.

Set 3 “Troubled”:

- Tall side: Old sewing machine, threads,
buttons and fabrics put together nicely.

- Lower side: Threads, buttons and fabrics
were dragged and thrown into a corner.

Set 4 “Annoyed”:

- Tall side: Well-organized tools for hands on
work and displays of 3D-printed objects.

- Lower side: Large number of screws thrown
everywhere, left along with a teddy bear and
broken 3D-printed toys.

The tall side represented
adults and the lower
ones stood for children.
Tensions were slowly
building up from Set 1
to Set 4, shown by the
artefacts on the
children’s side getting
messier.

Set 5 “Attention”:
-Afallen TV

Something major had
happened which
required serious
attention.

Set 6 “Process”:

- Spherical shaped artwork composed of
cables.

- Two computer mice — old and new — were
placed separated with their cables joined
together.

- 3D-printed hand playing a piano keyboard.

The changes between
adults and children after
the incident in Set 5,
where it is a progress
from the adults feeling
frustrated to slowly
understanding the
children.

Set 7 “Harmony”:

- Cardboard made mechanical craft robots.

Cooperation between
adults and children

Table 4-1: Brief descriptions for artefact sets in exhibition SHUT UP!.
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Planning

Planning is a fundamental part of this research because it followed
Abduction-2, using the working backward method aim at joining mise-en-
scene and exhibition planning together. Mise-en-scene is not a common
term that people usually use in exhibition environments. Therefore, all the
unknown challenges for both successful and unsuccessful decisions will
be all recorded in detail with further discussions about the possibilities of
how to enhance and/or improve for future decision making by using mise-

en-scene for exhibition planning.

Three main tools were used for planning SHUT UP!, which included
storyboard (Figure 4-4), floor plan (Figure 4-5), and a script (Figure4-6).
Apart from these tools, a large amount of brainstorming and research took
place previously (Figure 4-3). There were 40 initial concepts for the

exhibition narrative, which got narrowed down to a final one.

Among all the initial ideas, the following one was chosen to be the main
direction for developments of narrative in the first place: In a
conversation, as soon as one starts speaking, the other(s) automatically
cannot talk until the one who is currently talking finishes. The internal
emotional changes of the one who is listening and can’t talk shows up first
as frustration and anger and then calms down to slowly become patient. It
is aimed at reminding people to be patient and the need to learn the art of
listening; apart from listening to what you want them to say, more
importantly, need to pay attention to what the other one(s) actually

intended to communicate.

This chosen narrative was modified a couple of times through the process

with a major change towards the end of the planning stage due to external
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limitations, but the main direction of “miscommunications’ remains the

same; this will be discussed in the future sections.

*adms

Figur'e‘4—3: Brainstdrming notes - The narrative was further developed by using a
dramatic curve to consider the amount of potential tension points through the whole
story, so as to decide how to divide the exhibition space up.
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Figure 4-4: Initial storyboards - The space was divided into various parts and this was
connected to the potential artefacts to decide placements for the artefacts as well as the
shape and length for each part to support developments of the narrative.
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- low side: on the floor/a lot lower, small analogue camera + few rows of films, exposure,
j:l < o messy, laying around

scene 2
(in transition area between sets or in an empty set alone)
-an oldm, only one corner pin on the wall, upside down, a family photo
shooting from the back, mum, dad and akid  (spve o swall we , clpenck en e wenlt the wall cam
» classic g phote frawns [ )
® o photo Shizt o ool photo berved from Sudane)

scene 3

(dinning room).  Singl

- tall side: small dinning table(or plinth), @R akid's chaif) o the table: news paper, fev,
tableware + a cup of coffee, phone, laptop T @l e venetz comirol o the flee)

- low side: kid's cup, pullinganilkion the ground (not really milk as artefact)
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soneuws ) s
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& ~ broken TV, a small toy laying around with a little bi€blood >
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| Y blokhot on o e white oy * a0
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‘ (long hallway, photographs mainly)
Jow side (tone: live and vivd): small inserts, flowers, which people usually expect to find very
o close to the ground, try to shot from the same or similar background
Gl tall side (tone: a bit cold):
ot 1) higher area on the wall, objects or photos or many different technologies
- 2)fower are3, same high as the low side, a long long long image/photo sets of a se-
CRIATIT 36 X Lom blk) quence of concreté grounds and the lower part of buldings on a street (low as a kid's point of view)
o (S X [$m Cuhrte) * (oblos gm tgetier. cmaghe, prepa {i Yot
— by S scene 8 ” i
), (ending) (oddh o gwall Phew AR« Py EBLY)
| ~abox of toys and various toys and many others things laying on the ground, sewed toys, 3D
ok | printed toys, and whatever toys
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Figure 4-5 and 4-6: Left, floor plan - The various parts of the narrative were mapped on
to the floor plan of the venue for figuring out the exact space and locations, which hence
decided the visitors” movements. Right, narrative script - Further development of the
narrative of exhibition with already known artefacts as well as the ones that still needed
to be outsourced.

Production

During the production stage, two main things were made specifically for

this exhibition: signage and partial walls.

* Signage — Displayed in the venue to remind visitors not to touch
the artefacts as well as not to step into certain areas where artefacts

were displayed on the floor.

* Building the partial walls — Due to a limited budget, partial walls
used in this exhibition were hand built, which consisted of two-
meter tall wooden sticks with a wooden base and double layers of

eco-cloths were applied around the wooden sticks to complete the
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