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A toolkit prepared for a Co-ideation Workshop session, Marrakech 2018.
Photo: Ece Özdil
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It’s important to share 
the knowledge around 
the design process.

At Jüniör, we believe that innovation in the cultural sector 
can only be initiated by understanding audiences, applying 
strategic thinking and seeing cultural institutions as 
services for cultural knowledge. 
 
With this document, we share with you a brief introduction 
of some of our Method+Tools we perform, presented 
through our design phases: Explore, Envision and Evolve. 

Have a read of them as a first-step-guide to understand 
how we undertake audience-centric research, ideate and 
work together in meetings & workshops, map-out your 
institutional practice and design meaningful experiences 
for cultural institutions while building a long-term 
relationship with their audiences.

For more information, please visit: 
www.thisisjunior.com/methods-and-tools
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Explore*

The first stage of our design process is about 
gaining an empathic understanding of the 
challenge we aim to solve and mapping of 
the needs, interests and opinions of all the 
actors; from audiences to key stakeholders 
and subject matter experts through direct 
engagement. With Design Research activities, 
we immerse ourselves into the real context 
of the cultural institution. Conversation 
sessions also take an important part of this 
phase allowing us to map the cultural barriers 
and resistance that are holding back the 
innovation within the cultural institution. 

At the end of this phase, we translate the 
data we collected into insights and initial 
design directions that can inform and support 
the envisioning phase. The confrontation 
among the project team allows us to foresee 
the opportunity areas where we can make 
improvements.

*TIPS

Mapping activities should 
not be undertaken before 
or without field research 
activities. Audience-
centered conversations  
and observations can 
provide highly valuable 
findings and insights 
that inform the mapping 
activities.
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Audience-centered Conversations

The way to understand the needs 
and interests of your audiences starts 
by talking with them directly. There 
are different ways to enable these 
conversations, from semi-structured, 
open-ended or long interviews to 
visitor intercepts, from organizing 
focus groups to meeting for think-
aloud activities. All these tools 
help you to learn about who you’re 
designing for while giving you the 
space to observe what they do and 
how they do it.

Observatory Actions

Observatory actions are about 
viewing, recording, understanding 
thus “observing” the actions and 
behaviours of audiences and gather 
insights. Tools vary from shadowing 
or ‘accta’ (audience, content, context, 
time, activity) observation to video/
photo-ethnography with the same aim 
to systematically trace the actions, 
choices, interests and behaviours of 
audiences without any interference. 
These actions are suitable for 
understanding audiences in both 
physical and digital spaces.

Journey Mapping

Whether an experience journey or a 
content journey mapping, this tool 
helps cultural institutions understand 
how, with which content and why 
online and onsite audiences interact. 
It’s about mapping the actions 
and interests of a visitor/user from 
the moment they hear about your 
institution until the moment they finish 
their experience. It brings not only a 
profound understanding of what your 
institution offer and its relevance for 
your audiences but also becomes a 
guidance on how to improve it.

Opportunity Mapping

Opportunity maps are tools that let 
project members to easily explore, 
understand and visualize the areas 
where a cultural institution can make 
improvements or enable innovation. 
The map is done by using different 
parameters, for example, from 
territorial to international impact or 
types of audiences and visualizations 
such as 2x2 matrixes, stack or gradient 
circular diagrams which can be used 
both for gathering research outcomes 
or as a tool for discussion for making 
decisions. 
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Envision*

This phase is all about generating ideas and 
shaping them into practical applications 
that can make cultural institutions stronger 
organizations and engaging spaces. In this 
phase, we help you run new projects, set up 
new experiments and create new services. 
Based on the deep understanding of the 
context we have explored in the previous 
phase, we bring a solid definition on who we 
are designing for, how we position ourselves 
and what we want to achieve. We underline 
“we” because working collaboratively with you 
enriches and informs the ideas we generate 
and helps us select a promising design 
direction for prototyping.

By the end of this phase, we would have not 
only identified a new single design solution 
that can improve that you’re doing now but 
established a clear common understanding on 
the values and missions of the institution for a 
better future.

*TIPS

Skipping the Explore Phase 
and jumping straight into 
problem-solving activities 
will end in superficial 
results. That’s why we 
highly suggest not to 
embark on activities 
such as Personas, Now 
and Tomorrow, before 
interacting with your real 
audience and actors.
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Personas, Now and Tomorrow

Before starting any project or taking 
any decisions, it’s crucial to identify 
who you’re designing for today and to 
whom you would like to expand your 
offer. Personas, Now and Tomorrow 
is about creating an audience 
development plan by having a clear 
idea on their background, learning 
cycles, interests and context without 
falling into the trap of stereotyping. 
It makes you think beyond your 
current audience and consider 
even your relationship with other 
institutions, stakeholders and 
businesses.

Cross-sector Vision

Cross-sector Vision analysis is 
generally a result of an in-depth 
research that identifies key 
applications, directions, trends and 
partnerships from different sectors 
that can bring insights to shape the 
services, experiences and business  
of a cultural institution. Looking at  
the overall experience offer and 
structure of a cultural institution 
through a cross-sector vision helps  
to better respond to the expectations  
of contemporary audiences and 
prepares the institution to the future.

Co-ideation Workshops

Co-ideation Workshops bring together 
a group of people with different 
expertise, from curators, architects 
to archivists and art historians to 
involve them in the design process. 
Since every institution is unique in 
the way they are founded, operating, 
collecting and disseminating, 
it is essential to bring different 
perspectives on the possible design 
solutions and directions. The activities 
also establish a common ground and 
language to work efficiently while 
learning from each other.

Lean Prototyping

Lean Prototyping is all about 
experimenting, learning and testing 
ideas. It’s an effective way to make 
ideas tangible and start in small steps 
with continuous iterations while 
collecting feedback to make it better. 
Even if you work on a brochure or 
labels for artworks, there are ways 
to make them tangible for people 
you design for and test. For example, 
visual storytelling or unpolished mock-
ups are great ways to gather feedback 
with small investments so that you can 
adjust the idea and test it again.
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Evolve*

For us, Design never stops: exploring the 
present and envisioning the future is a 
continuous act of observing, understanding 
and making. Therefore, this phase covers 
the act of revising, revisiting, replanning 
and redesigning activities on the projects of 
cultural institutions under the light of further 
research and insights. Whether it’s a new idea 
on a test phase or a rather older solution, for 
us it’s important to measure the impact and 
success from both an audience and internal 
point of view. 

By the end of this phase, we would gather 
additional insights and translate them into 
improved actions. We also assist you in 
prioritizing your actions and planning a 
roadmap which helps you to improve your 
overall institutional strategy. Changes on what 
you do for audiences impacts also the way 
you function, that’s why we invest in a longer 
relationship accompanying through change.

*TIPS

“We have done that, what’s 
next?”. This question can 
evolve your institution only 
after analyzing profoundly 
what you have achieved. 
Every design action and 
project needs evaluation 
and activities such as 
Experience Check-ups 
are crucial to finding 
useful insights for a better 
understanding of the 
context and approaching 
problems consciously.



11Playbook Method+Tools

Roadmapping

Time constraints can help to deliver 
projects on time but a roadmap 
gets you on top of the Alps. It’s a full 
strategic plan of how, when and with 
whom you’re going to work with and 
what the priorities are in implementing 
your idea. In defining a roadmap, it’s 
crucial to gather all the stakeholders 
and team members and define 
together the key milestones in order to 
move efficiently. With a roadmap, you 
also recognize the skills of all people 
involved in a project in a deeper way.

Direction Sorting

Direction sorting is a participatory 
activity to, on one hand, clarify 
and break down the attributes and 
features of a possible design direction, 
on the other hand, understand the 
value of the direction for an audience. 
Most often the participants of the 
activity discuss the directions and are 
asked to prioritize between different 
possibilities keeping in mind their 
audiences. This activity not only helps 
to select a direction but also helps the 
researcher to gain valuable insights 
from the discussions.

Pilot Actions

Sometimes in order to truly 
understand how to select a design 
direction, you should plan Pilot test-
actions. These actions require to fully 
bring into life a design direction and 
analyse in a longer period if it works  
in the way that you’ve imagined.  
It sounds similar to prototyping but 
instead brings a comprehensive 
analysis not only on the solution 
itself but also how it impacts the 
overall structure and resources of 
a cultural institution by balancing 
audience desirability with institutional 
commitments.

Experience Check-ups

Experience check-ups are about 
measuring the success and impact of 
a design solution both on an audience 
and business level. They help you to 
learn from what you’ve been doing 
by evaluating its effectiveness and 
define areas where you can make 
improvements. There are different 
tools to collect quantitative and 
qualitative data such as the number of 
visits and user stories. At Jüniör, we 
believe that only a mix can help you 
understand what is the real issue and 
inform your strategic planning.
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At Jüniör, we work with and for the museum, archive 
and library professionals and culture-lovers to improve, 
innovate and sustain the products, services and 
experiences of cultural institutions. For this, we organize 
workshops+design actions to take the first steps in 
approaching innovation and offer consultancy services 
for an systemic improvement. Our aim is to let design a 
way of life for the cultural sector and accompany cultural 
institutions for a better future. 

Start your journey
into design today.

Learn how to apply our Method+Tools and understand 
how you can start change within your institution.
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Workshops+Design Actions

Jüniör develops and organizes 
workshops+design actions for cultural 
institutions in ‘design for cultural 
heritage’ aimed at helping museum, 
archive and library professionals to 
learn about human-centred design 
methods, apply strategic thinking and 
bring a service-system mindset to 
build impactful services, experiences, 
programs and initiatives for 21st 
century institutions, from national 
museums to private foundations. 

Consulting

Jüniör offers a range of innovation 
support with the aim to help cultural 
institutions understand and address 
their challenges from a design point 
of view, from audience development 
and experience offer assessments to 
organizational design and strategic 
planning. Our work always starts 
with co-ideation meetings and design 
research in order to map opportunities 
and define a clear vision for the future 
together.
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Notes
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About

Jüniör is a design action in service of innovation for the 
cultural sector. Our goal is to improve, strengthen and 
transform people’s engagements with cultural institutions 
while optimizing their businesses by ideating impactful 
experiences and services. Based in Milan, we organize 
design workshops+actions and do R&D+strategy with 
and for the museum, archive and library professionals. 
Most importantly, we do love exploring the field for 
ourselves!
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