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Find yourself here.



άYƛŘǎ ŘƻƴΩǘ ƘŀǾŜ ǘƘŜ ŀōƛƭƛǘȅ ǘƻ 
ǳƴŘŜǊǎǘŀƴŘ ƘƛǎǘƻǊȅΦέ

άIƛǎǘƻǊȅ ƛǎ ōƻǊƛƴƎΦέ

ά! ƳǳǎŜǳƳ ƛǎ ƴƻǘ ŀ ƎƻƻŘ ǇƭŀŎŜ 
ŦƻǊ ȅƻǳƴƎ ŎƘƛƭŘǊŜƴ ǘƻ ƎƻΦέ
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History Clubhouse

ÅFor kids ages 2ς10 
with their families or 
caregivers

ÅEverything is hands on

ÅFREE
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ÅLearn about St. Louis history in a way 
that is interactive and fun 
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Early Content Decisions: Historically Significant 
STL Places

Downtown, present day

Ancient city of Cahokia

Mississippi River, early 1870s

Soulard Market, 1929
Forest Park, 1904
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Early Content Decisions: 
Family Focus Groups



Full-Scale Prototype 
IƛǎǘƻǊȅ /ƭǳōƘƻǳǎŜΥ [ŜǘΩǎ .ǳƛƭŘ LǘΗ 
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Feedback Stations
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Banner Contest
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[ŜǘΩǎ .ǳƛƭŘ ǘƘŜ IƛǎǘƻǊȅ /ƭǳōƘƻǳǎŜ ²ŜŜƪŜƴŘǎ
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Takeaways

ÅDesign and Durability

ÅExperiences and Safety

ÅInterpretation and Labels
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End Results
Excitement, Fun, Quality, Trust, Investment
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VISION

Inspire Empower Connect Influence

Four aims to develop thecreative confidence anddesign skills vital to help Gen A thrive

children and young 
people's creative 
agencyand 
voicethrough 
engagementwith the 
V&Acollections and 
themes relating to art, 
performance, 
anddesign.

educators to drive 
forward creative 
education in art, 
performance and 
design from early 
years to secondary 
school. 

children and young 
people with the 
ingenuity of designers, 
entrepreneurs, 
innovators and 
inventors and with 
each other.

the sector in 
inclusive museum 
practice for children 
and young people.



VISION: Reach

An anchor organisationand 
powerful community asset 
relevant to the lives of local 
children, young people and 
their families. 

Local National International

Foregrounding theworld-changing creative potentialof Gen A from the hyper local to the global

A national resourcefor 
creativeeducation withHQ 
in East London, developing 
anecology of programmes
andpartnersnationwide.

An advocate andplatform
internationally for the critical 
value ofcreative educationfor 
the young.



CO-DESIGN
Co-design is the practice by which users become active, creative participants in the design process.

Co-design Co-curation Co-production

Co-design is about designing with, not for.



The 22 co-design workshop sessions with project architects De Matos Ryan aligned with Stage 2 brief 
development and enabled us to bring togethervisions, hopes and ideas with people of various 
generations, interests and abilities. Co-design groups involved in Stage 2 were:

Å East London Primary Schools
Å 9ŀǊƭȅ ¸ŜŀǊǎ /ƘƛƭŘǊŜƴΩǎ ŦƻǊǳƳǎ ǿƛǘƘ ǇŀǊŜƴǘǎκŎŀǊŜǊǎ
Å Teachers Forums (Primary and Secondary)
Å {9b5 ǘŜŀŎƘŜǊΩǎ
Å Regular Museum users
Å [ƻŎŀƭ ŎƻƳƳǳƴƛǘȅ ǿƘƻ ŘƻƴΩǘ ǳǎŜ ǘƘŜ aǳǎŜǳƳ
Å Activity Workshop Assistants
Å Learning Team Workshops
Å Primary School children and their parents

Co-design Workshops: Early Design Development



De Matos Ryan Workshops : Early Design Development

The co-design approach has delivered three broad architectural concepts:

In and Out
Around 

and 
About

Up and 
Down1 2 3



Town Square: Staircase co-design



CO-DESIGN 
Kaleidoscope staircase sketches

½ǳƴŀƛǊŀƘΩǎsketch, Age 8



CO-DESIGN
/ƘƛƭŘǊŜƴΩǎ Ŏƻ-designed prototype models for the staircase



CO-DESIGN
The Staircase



Pre-Walkers

Motor Skills

Sound it Out

Construction
Games

0-14 years 
Å Physical play
Å Movement
Å Structured play
Å Creative collision

Play gallery




