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Explore. Connect.
Preserve.
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REIMAGINING THE MUSEUM EXPERIENCE

EXPLORE. CONNECT. PRESERVE.




Introduction

Hello, we are the STEMNetic
Surge!

 Many people cannot visit
museums due to distance, cost,
or accessibility barriers.

e Current online museum
experiences are mostly 2D or
photo-based, lacking interactivity
and immersion.

Our Mission: Make museums
accessible, interactive, and
unforgettable for everyone
anywhere in the world.?




Problem
|dentification

* Over 70% of people can’t
easily visit museums due to
location, cost, or mobility
ISsues.

e Current online museum
tours are mostly 2D photos
and static videos.

« Students lose the sense of
discovery and wonder that
real museums inspire.

That’s a lost opportunity for education,
creativity, and connection — and we
wanted to change that.



Research Overview

Our findings:

We discovered that old virtual tours, like the ones at the Louvre, are just flat pictures

you can't really move around in, which makes history feel distant and boring.

We ran a poll and 68% of people we asked had never even tried a virtual museum.
We know that we have to make these online experiences much more exciting,
interactive, and easy for beginners!

We tried to understand the problem better by researching different sources. We read
articles about virtual learning, and also reached out to over 30 museum educators
and experts for feedback.

We spoke to Nicole Taylor, an Archeologist who works at the Georgina Library, Sarah
at the ROM, and Ben, a game designer on interactive experiences. They all said our
innovation was great and could be implemented in real life. In fact, the ROM was
exploring a solution similar to ours but they have not made any decisions




Existing Solutions

Platform

Google Arts & Culture

ArtSteps

VeeSpaces

MuseoVerse

Strengths

High-resolution images,
wide range of collections

3D gallery builder

360° views, web-based
access

Real-time 3D, interactive
learning, accessibility
features, multiplayer
exploration

Limitations

Mostly 2D; limited
interactivity; no
accessibility tools

Static; user-built only; no
live interaction

Lacks educational
storytelling; minimal
accessibility



Innovation:

Based on our research and
feedback, we have created
MuseoVerse! It is a virtual
museum, currently focusing on
the theme of Ancient Egypt but
large enough to eventually
include any museum, from any
time period, ever. Our concept is
relevant to global museums,
those in indigenous
communities, and niche, local
museums.




r

TR E.;ﬁ‘;s:iw )

Innovation:

- Qur innovation is unique because it is not just images on a screen, ILis a
complete experience with 3D models and stories of artifacts that you can walk
through, interact with, and play games, which our experts said was a great idea!

« Museoverse is an open-source platform designed to unite museums, schools,
and historians, giving them collaborative tools that will preserve history and
knowledge forever. This focus on working together also makes the platform
accessible, cost effective, super easy, and fun for everyone to access and
explore!

* Anyone who is a member of the platform can access 3D models and interactive
stories. Schools can visit our virtual museums and have interactive discussions.
Our Al algorithms can curate a custom experience based on the type of user
(school, university, senior, etc) and based on interest recommend a tour
pathway. These algorithms will allow each experience to be unique, meaningful
and educational. We will break down barriers in accessibility and education of
history.



Cost

» Building Museoverse will cost a lot, so -I

we will apply for special grants from
groups like the Museums Assistance
Program. Museums will also help keep
the project running by paying a yearly fee
of 1500%. This covers turning their old
pictures, artifacts, and stories into cool,
interactive experiences for everyone
around the world to enjoy!
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Prototype Description




Prototype Description

Here’s how it works:

» We used a 3D scanner to scan images of artifacts
and create 3D models.

» We use platforms like Tinkercad, Blender and
CoSpaces to bring our ideas to life. This is relevant
as it showed our engineering design process. We
learned that CoSpaces was easier and faster to put
together, and made decisions after testing.

« Finally, we chose a platform that worked best for our
skill levels and team. Please see the ipad on our
demo to see our first room creation in cospace and
3D models.




Process & Research

We used the design process to
create our virtual museum,
specifically addressing the lack
of visual appeal, interactivity, and
accessibility issues common in
existing platforms. A 2024 study
we found from Athens, Greece,
explained how children easily
lose interest in learning when
there is no interaction, or games
involved. Using this idea as our
starting point, we sketched
designs of what ours could look
like, and added fun features that
would separate our museum
from all others.




Feedback & Iteration :

We presented to:

e Ben-a STEM Mentor and video game designer, who gave us
invaluable feedback. He reminded us of the costs of the
platform, data storage, copyright issues, and 3D scanning
tools. Factors we did not think of in the beginning.

e Nicole Taylor, an Archeologist who works at the Georgina
Library,

e Sarah at the ROM

They all said our innovation was great and could be implemented
in real life. In fact, the ROM was exploring a solution similar to
ours but they have not made any decisions. All of the feedback
has helped us make improvements to create our new and
improved virtual museum.

Auriel



Feedback & Iteration :

Because of the crowdsourcing nature of
Museoverse, we knew that we should spend our
time testing ideas that would not cost a lot of money

The feedback we got from experts also helped us
improve our design! Features like language
translation tools, and being able to visualize all parts
of the artifacts will allow people from around the
world to be able to use Museoverse - even if they
have some accessibility issues.

Auriel



Impact and Future Vision

Our goal is to make MuseoVerse a global platform that |I

empowers schools and museums to share their collections
virtually.

Imagine classrooms across continents exploring history
together — that’s the future we’re building.



Implementation

Phase 1 (0—6 months): Finalize prototype and test in local |I

schools/museums.

Phase 2 (6—12 months): Add more galleries and interactive
lessons.

Phase 3 (12—-18 months): Global launch with museum
partnerships and school integration.



Core Values & Teamwork

Throughout the journey of this project, we incorporated core
values into every meeting. By working together as a team, we
eventually created and moved into our natural roles within the
group that fit us best. We continued to help one another while still
being connected to every part of the project.

As a team, we solved problems and respected each other's ideas
that were brought to the group. We all learned new skills and
improved on others, made decisions together, and celebrated
small wins along the way.

And most importantly, we had fun learning about Ancient Egypt
and working together as a team to create something that can help
others learn and still have fascination about ancient history.

Leah



Reflection and Learning

We learned how real-world engineering, coding,
and design thinking can protect something as
precious as our history. We also learned about
teamwork, problem-solving, and how small ideas
can make a global difference.”



Closing

L

Thank you for listening to our presentation about
MuseoVerse. We hope to keep the joy of learning
and history alive with our interactive museum!



