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01 Motivation

During the course Interactive
Communication Systems, we were
tasked with developing an interactive
exhibit that actively engages visitors
beyond simple screen-based
interactions. The goal was to design an
experience that sparks interest,
encourages interaction in different ways
and teaches visitors about, in the
beginning, a randomly selected topic in
a memorable and unique way.

Our final project, “A Day in the Life of
Early Humans”, is an interactive
exhibition that allows visitors to
experience everyday moments of early
human life through storytelling, physical
interaction, and special experience.
Rather than relying on traditional
touchscreens, the exhibit has a
distinctive haptic, spatial, and visual
interaction to create a more interesting
learning environment.
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Our project began with the observation that humanity’s past
remains deeply connected to the present. Recent
archaeological discoveries, such as wooden and stone tools
found in Greece, although these findings date back hundreds of
thousands of years, continue to tell stories about ingenuity,
social life, and the evolution of human culture. All topics that
still inspire us today, as many aspects of our lives and the lives
of the first humans are still the same: art, creativity, community
and the will to survive.

This empathy for our ancestors led us to explore how their
everyday lives could be brought closer to modern audiences,
especially younger visitors, and to show the similarities and
contrasts of such. We wanted them not only to learn about the
past but also to relate to it through an immersive experience.



2.1 Topic Selection

At the start of the project, we
considered two possible directions: an
exhibit about the southern night sky or
one about early humans. We ultimately
chose early human life because it
allowed us to work with a variety of
physical elements. We had a lot of ideas
for design interactions that work with
touch and movement and not with just a
screen.
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2.2 Research and Target Audience

Our first task was to research
extensively and divide our topic into
several key subthemes that peaked our
interest the most.

While our initial audience was defined as
just museum visitors, a broad group, we
later narrowed down our focus

to children and families. As we wanted
to make the exhibit child-friendly. This
decision influenced both our visual
language and interaction design, making
us focus on simpler interactions and
creating a more childish-illustrative art
style.



Toolmaking

For toolmaking, visitors can
try making their own tools,
understanding how early
humans shaped and used
materials.

Art and creativity

For art, visitors can follow
cave drawing tutorials on
their own drawing mats,
experiencing early forms
of visual expression.

Food and cooking

For food, visitors can smell
and touch different spices or
ingredients that were used for
cooking and therefore

creating a sensory experience.

Hunting and survival

For hunting, we imagined a simple
game, such as can throwing, to
simulate coordination and aiming.

Social behaviour and living situations

Visitors experience early human social life by

gathering around a shared camp setting,

learning about cooperation, communication, and
communal living through collective activities.
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2.3 Design Requirements

From our research and audience
analysis, we defined the following core
requirements for our exhibit:

The exhibition must be interactive and
fun.

It should engage multiple senses,
especially touch.

It should create an immersive
atmosphere.

It should avoid reinforcing stereotypes
of early humans.

It should move away from overused
touchscreen-based interactions.
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03 Content Structure
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3.1 Narrative Concept

Early prototypes explored individual aspects of
early human life in only one way, such as
toolmaking, food preparation, hunting and
gathering, or cave painting. However, we soon
realised that combining these elements into a
single narrative would create a more coherent
and engaging experience in which the visitor
can learn about many aspects of early human
life.

This led to the overarching concept “A Day in
the Life of a Homo Sapiens”. Visitors follow an
early human through the course of a day, being
able to make decisions and live through the
eyes of an early human over 40000 years ago.
The exhibit is structured like a storybook with
chapters, each one containing different
information.
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3.2 Chapter Structure

The story is divided into several chapters that,
as a whole, show a daily routine:

Wake Up: Preparing tools for the day ahead.
The Hunt: Entering the forest, checking traps,
and hunting animals through a game-based
interaction similar to Whac-A-Mole.
Strangers Ahead: Encountering Neanderthals
and learning about social interaction between
different human species.

Cooperate or Fight: Making a decision that
affects the narrative outcome.

Night Celebration: Cooking, socialising by the
campfire, making paints and being able to
participate in one of the earliest forms of art.
This structure helps visitors understand early
human life.
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Wake Up

You wake up and make tools to

go hunting

Strangers ahead

talking to them

Night Celebration

Meeting the neanderthal and Celebrating the day, cooking

and painting

—[ CHAPTER 1 ]—[ CHAPTER 2 ]—[ CHAPTER 3 ]—[ CHAPTER 4 ]—[ CHAPTER 5
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The Hunt

Going into the forest, checking
traps and hunting rabbits

cooperate or Fight

Deciding to fight or to talk it out
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04 Interaction Design

Our interaction design focuses on active participation and
touch. Each interaction is able to present the task at hand in
a unique way. In the beginning we had lots of ideas on what
types of interactions we should implement. In the early
stages of the project, we planned a wide range of interaction
types, including physical toolmaking by combining objects
together, food exploration through smelling and combining
ingredients, game-based hunting interactions such as
throwing objects or timing challenges, creative participation
through cave painting and symbolic art, motion-based
anatomy comparisons between modern humans and early
human species, social decision-making encounters with
other human groups, and book-based navigation that allowed
visitors to progress through the story by physically turning
pages and interacting with the narrative.

21
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1. Physical Interaction

2. Games




4.1 Interaction Types
The final types of interaction are:
Physical Interaction: Visitors handle real

stones to simulate toolmaking, which is
underlined with an animation.

Games: Mini-games such as timing-based
hunting interactions (e.g., Whac-A-Mole-style
mechanics).

Book Navigation: A physical book serves as

the narrative support. Turning pages changes

chapters, while additional information is

available for those who want to explore deeper
3. Book Navigation 4. Spatial Interaction without interrupting the story flow.

Spatial Interaction: Visitors interact with
projected elements on a table or surface,
guided by natural curiosity to touch objects that
appear tangible.




5 Visual Language

To appeal to our target audience, we adopted an
illustrative, child-friendly visual style inspired by children’s
books and comics. The visual language combines:

A cartoony, friendly style, vibrant colours, clear shapes
and soft backgrounds. The Homo sapiens characters are
visually emphasised to maintain narrative focus, making
the backgrounds not too distracting. In total, the project
includes over 100 hand-drawn digital illustrations,
including one animation. These visuals are the first thing a
visitor will notice.
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06 Technical Realization




How can physical
object interactions
be detected
reliably?

How can the system
recognise when a
book page is turned?

How can touch
interactions be
measured without
visible technology?

6.1 Core Technical Questions

During the development we tried finding some
key questions as a guide to which type of
technical components we would need in the
end. Therefore, we could separate our technical
requirements into three different parts.
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06.2 Implemented solutions

To detect physical touch, we considered using a
touchscreen, but this would have required constant
overhead lighting on the book and stones, which
conflicted with the desired atmosphere. Instead, we
implemented capacitive touch sensors, which worked
reliably in combination with a projector and allowed for
invisible interaction points beneath the table surface. The
initial idea of detecting page turns in the book was using
light sensors and light barriers but these could be easily
disturbed by hand movements and cause false signals. We
ultimately chose a barcode-based solution, placing a
unique barcode on each page. A barcode scanner then
allowed the system to always know exactly where the user
was in the story.
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After 5 minutes of no barcode being scanned, the
projection will turn dark, displaying a text that encourages
the book being opened. All interactions and mini-games
were implemented in a browser environment.

A microcontroller acted as a keyboard, sending inputs
from the physical setup directly to the digital website.
Each component was prototyped and tested individually
before being integrated into the final setup. All technical
elements were hidden within and beneath the physical
structure to preserve the immersive illusion of a storybook
that visitors can physically read through.
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While the individual components functioned reliably on their own,
integrating them into a single program introduced additional
challenges. In particular, calibrating the sensitivity of the capacitive
touchpoints proved demanding, as sensor values fluctuated due to
interference and varying cable lengths. With eight separate touch
areas, achieving consistent and stable input required extensive
testing and adjustment. Despite these challenges, all technical
elements were ultimately concealed within and beneath the physical
setup, preserving the immersive illusion of a storybook world that
visitors could physically read through and explore.
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07 Conclusion
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The final exhibit successfully combines storytelling,
physical interaction, and educational content into a
cohesive experience. By avoiding traditional touchscreen
interfaces and focusing on tangible interaction, the
project encourages exploration, empathy, and curiosity.
Visitors are not only informed about early human life but
also invited to actively take part in it.




Due to the lack of time, we had to cut out some content,
but if we had more, we would make several improvements:
Replacing the barcode scanner with an overhead camera
system. Implementing previously scrapped storylines and
alternative endings. Adding more detailed and varied
interactions and further polishing of visuals and producing
a printed version of the book.
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