In the beginning, the possibilities for museum exhibits seemed endless; from solar-powered hot dog cookers, to waste-management videogames, the scientific world was our oyster, so to speak, in our quest to latch onto possible science outreach exhibits for the Sci-Tech Museum.  Our coach had secured a number of various U of C scientists to come in and discuss environmental science concerns with us; unfortunately, many of them were no longer currently doing research at the university.  Slowly but surely, exhibit ideas began to fall by the wayside (sanitary issues and proper meat-cooking standards squelched the solar powered hot dog cooker) until we came up with two major ideas: bio-mimicry and the physics and history of the modern toilet.  Although neither of these ideas was directly tied to what was happening at U of C, they did address environmental science issues.  

However, although bio-mimicry and toilets may have interesting scientific principles attached to them, we were unable as a group to come up with anything particularly intriguing or educational.  Unfortunately, too much time was poured into the physical manifestation of the final product (i.e., an interactive giant toilet, or a bio-mimicry Velcro wall) that little time was spent on the actual conceptualization of a cohesive exhibit experience that would convey relevant scientific principles to the museum go-er.  In fact, our two main ideas were so dependent upon the object themselves, that even after visiting the Peggy Nobart Grossolgy exhibit, where we saw an entire room filled with the science of the disgusting, we failed to realize that we had yet to come up with anything but a giant toilet to slide down or a bio-mimicry bean bag toss.  What were we proposing was nothing that would seem out of place inside a McDonald’s play ground.  The lack of a solid exhibit design became even more apparent when a professional storyteller came to assess our exhibit designs: we discovered that we had very ‘story-heavy’ exhibits that would need to follow a chronological progression which would not necessarily be the best exhibit for Sci-Tech.  Furthermore, front end evaluations done at Sci-Tech did not spark much interest in the children, or the staff, for the biomimicry and toilet ideas.  

However, all was not lost with these initial ideas.  After all, Shen Weiss became the toilet-spokeswoman, and managed to secure a possible partnership with the Kohler Company; the company sent us a working model of one of their current toilets and offered to help sponsor any exhibit that might have a potty focus, giving her some basic experience in seeking potential partners for museum endeavors.  Meanwhile, other members of the group learned a lot about the history of the toilet – for example, did you know that John Crapper invented the initial design for the modern toilet?  Or that at the beginning of the industrial revolution in England, people from all classes were literally drowning in their own feces?  

Unfortunately, showing off the latest and greatest toilet model was not the intention of our project, nor was Sci-Tech a museum particularly suited to a history heavy exhibit – so once again, with a better understanding of exhibit principles under our belt because of homework assignments, our group decided to take our project in a new direction, and thus the water table was born!

The initial design of the water table required a starfish shape that would have an interactive water activity at each of the points’ tips.  The initial activities for each tip were the following: Archimedes Screw, Water Twisters, Water Tower, Pump Race, and Water Mill.  Also, two of the group members, inspired by the new water focus and a quick review of Sig Nagel research, decided to work on an exhibit that would allow visitors to explore the properties of a single water drop.  By Christmas, our new big idea, of “Liquids in Motion,” was forming. 

After the holidays, our dream of a giant water table remained just that: a dream.  Because of cost issues and engineering demands, it became less and less practical to have a giant water table or interactive activity akin to those water themed exhibits from the Peggy Nobart Museum, the MSI, or the Navy Pier Children’s Museum.  Consequently, our split up and began prototyping the individual aspects of each of water table activities, and the water drop prototype followed the basic design of the exhibit on display in the KPTC.  After a successful prototyping phase, our group presented our ideas to a receptive audience in early spring, with a last minute addition of a highly aesthetic, preconceived ‘Ooze Tube’ display that provided another way that a museum audience could experience the break up of individual liquid drops.

As we conclude the write-up of this report, Sci-Tech has officially sent the following exhibits off to be fabricated: the Archimedes Screw, the Strobe Drop, the Water Tower Exhibit, a Water Mill, and a Bubble – Tube that, in its final configuration, will allow visitors to create bubbles of various sizes as they watch them form from the bottom and than rise to the top of the bubble column.  Also, Sci-Tech has purchased many ‘Ooze-Tube-esque’ toys to set out in the open as an open-learning activity to engage children.  
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The Interactive Water Wheel


Kids can create different size water wheels and see how energy from falling water is used to turn the wheel.   Kids have to choose the right size and angle and enough blades to get enough energy to transfer into motion.





Stop A Drop


Patrons can see water drops ‘frozen’ in different, patterned, states as they descend from a faucet.  Shows universal shape and repeating pattern of falling water drops through use of strobe mechanics.  





The Ooze Tubes


These toys, which show the breakup of a viscous bubble, will be available for patrons to explore on their own.  Besides showing interesting fluid physics, they are quite aesthetically pleasing!





The Bubble Racer Column


Besides showing the break-up of bubbles in a viscous solution, this dual-pump device allows patrons to create bubbles of varying sizes depending on the amount of air trapped in the liquid, and ‘race’ them towards the top of the column.  This shows how bubble density affects terminal velocity.





The Water Tower


By using a hand pump to ‘fill up’ a water tower, patrons can learn how water pressure affects the amount of water that will flow to three separate ‘apartments.’








The Archimedes Screw


Letting patrons learn about ancient irrigation techniques, one crank at a time.


Emphasizes how the Archimedes screw is a device used to lift water for irrigation or drainage. 








