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An experience design toolkit for facilitating 
co-creation in a learning space and designing 
meaningful experiences for children in Indian 
context
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Client : 
Museum of Solutions, JSW
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Design Consultant for Experience Design &
Design Research

How To Tell A 
Story In Space
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Museum of Solutions of first of its kind upcoming children’s 
Museum in Mumbai. When we started working on the project 
we felt there was a lack of clear process to follow for a prject of 
this scale to cater to wide group of ur user audience, especially 
creating expertiental journeys which could cater to different 
school curriculums and levels of learning.

This is Muso’s Guide for designing and creating learning 
experiences for children, in Indian context. 

Through this playbook the user will embark on a fun journey 
as a designer, educator, facilitator or researcher to create 
experiences for children. 

This toolkit was created to establish a design prcoess for 
Museum of Solutions to guide the multi-disciplinary team 
for navigating the process of creating experintail exhibits and 
learning journeys for children in the age group of 8-14 years of 
age. 

The toolkit can be used in long format or short sprints. Toolkit 
for designing with the users - co creation. Captured the design 
process to bring in stakeholders at various points making it 
more collaborative, 

How might we create  
learning experiences for 
and with children in the 
Indian context? 

My key role on this project as a part of the Design team at MuSo 
was working towards Experience Design for MuSo Discovery Lab 
and structuring, conducting any research or workshops required 
for the process. 

One of the two designers on an interdisciplinary team of 
educators, architects and researchers. The composition of our 
team gave me a lot of freedom as a designer to pitch and try 
new things especially in workshops with children. I brought a 
design research-led perspective and participatory approach 
to the process on the team through tools and methods for 
creative learning practices. 

My Role
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Who are you 
telling the story 
to?

1 2 3 4

What is the story 
about?

How will you tell 
it?

What does the 
journey in space 
look like?

Understanding the 
users to design for 
is the groundwork of 
human-centred design. 
Through this step, the 
participants will be able 
to define their user.

The participants will 
explore the possibilities 
of what experiences 
could come in the 
space.

This step lets the 
participant/s explore 
and decide what are 
the key questions/
topics that they want 
to address through the 
experiences.

The participants will 
walk through the 
conceptual design 
through the perspective 
of a user. It will help 
to decide on the final 
conceptual design

Four Steps to designing the experience 
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Who Are You Telling The Story To? 
“Don’t assume they know less, assume they 
know different” - Alisha Sadikhot 

Outcome of this step 

As we proceed to design experiences for 
children, it is important to urge everyone to  
understand things they care about, things 
they might not care about, experiences that 
can engage them and don’t engage them. 

For this step, tools have been created so 
the members of the cocreation session are 
able to empathise with their user (children) 
and step into their shoes 
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What Is The Story About? 
 “The most powerful person in the world is 
the storyteller” —steve jobs

Outcome of this step 

This step of the process lets the 
participant/s explore and decide what are 
the key questions/topics that they want to 
address through the experiences.
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How Are You Going To Tell The Story? 
“The next big thing is the one that makes the last big thing usable.”
— Blake Ross, Co-creator of Mozilla Firefox

Outcome of this step 

After selecting the questions to be 
addressed in MuSoLab as a whole, the 
next step would be to allow the questions 
to different stations in the journey and 
visualise how the experiences in that 
particular station would look like?

Experience Cards 
 
A collection of cards that serve as a started 
point to how the story can be told. 

Design principles

These cards are fundamental pieces of 
advice that might make the process easier. 
These cards come from accumulated 
knowledge and experiences with children 
during co-creation sessions and testing 
panels. 

These cards can be used while decision 
making. Constructive questions arising from 
the cards will guide your team towards 
making appropriate decisions.

Design Principle 
Cards
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Experience Cards
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What Does The Journey In Space Look Like? 

Who 

The first step is to 
identify whose journey is 
being created.To express 
the more emotional 
aspect of the experience 
one might even have 
several journeys, through 
the perspectives of 
different personas of 
children created

Informant

The first step is to look into how the child hears 
about the experience? Did she/he see a poster, 
did they hear it from their school teachers? Was a 
school trip organised?

Q: How does the child find out?
Q: What obstacles does the child have to overcome 
to come visit the space?
Q: Who is the child coming to the space with? 
Q: What motivates the child to visit the experience? 
Q: What part of the experience is the child most 
excited about and why? 
Q: What will make the visitor 

Immersion

It’s important to point out 
details about the interactions 
a child is having. For eg. 
“The child is fascinated by 
the headphones kept beside 
the table of objects and 
puts them on. Within a few 
seconds she/he hears the 
voice of a turtle and is so 
excited…..”

Connection 

Q: Has the visitor made any connections to the 
content? 
Q: What personal choices is the visitor making 
in the space? Eg. Priya decides to head over to 
the story telling station to listen to the stories 
of Kolis. She lives in Worli near Koliwada and has 
alway been intrigued by methods of fishing. 

Value addition & Goodbye
Q. How does the experience end?
Q. What do the visitors take back 
from the experience? 
Q. If he/she was to talk about what 
they learnt from your experience 
what would it be? 
Q. Why would the visitor want to 
come back to your experience? (or 
doesn’t want to?)



Simran Toor 2022

Workshops 1 : Co - creation with children for MuSoLab

Pathway

Memory circle 

Madlibs to help articulate every step of the process

Sorting Cards 

The Design team used co-creation as 
a method to capture the children’s 
expectations and aspirations for this 
space and understand what experiences 
would they like to have in a space like 
Discovery Lab

• 8-14 year old children
• MuSo Design Team + Educators 

Participants: Tools Used 
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MuSo team conducts 
feedback sessions to 
incorporate in the next 
co creation session

For children to explore further 
we surpised them with mid 
workshop challenges like “Create 
and experience for visitors from 
the blind peoples assosiation”. 

Certain groups may 
require more nudges 
than others. A faciliator 
is present at every 
group to prompt when 
stuck. 

During every workshop, 
share sessions make 
children feel inspired 
by one another. 
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Workshops 2 : Virtual  Co-creation 

Content of classes in digital format has become 
fundamental but how does one conduct a hands on 
co creation session online? No matter how successful 
our workshop  was in a physical setting we knew that 
a virtual workshop will need to undergo a redesign. 
Making this migration required planning and 
adaptations to obtain the best result. 

This workshop is an adaption of the process to a
digital platform. It is a shorter sprint format. It was 
conducted on zoom. 

Tools Used 
Google slides
Digital stickers, posits 

• Undergraduate students from 
Srishti School of Art and Design, 
India

• MuSo Design Team (facilitators)

Participants:
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Journey of group 2 to create their story in space
To catch the attention of sleepy 
college students its important to set 
context of what they are going to 
learn/do during the session and tell 
them exactly where they will be at 
the end. 

Since its an online workshop, 
its important to use simple but 
effective tools. In the interest of 
time and depleting attention spans 
in the world of technology - the 
simpler the better. 


