Extending museum learning experiences to online using branching narratives
Introduction. Museums provide communities and visitors with knowledge and insight delivered through their physical exhibits, and onsite learning experiences [1]. Interactive online learning experiences and opportunities from museums can potentially take physical artefacts, exhibits, and extend their reach by taking advantage of information technologies [2, 3].
Aims. This activity is part of a larger research project intended to analyse the content, structure, and presentation of the ‘Getting In’ physical exhibit at the Immigration Museum Melbourne (IMM) and determine ways it could be expanded online. A suitable learning unit was created using a grounded design method that contained an appropriate understanding of Australian immigration history to meet the requirements of broadening the accessibility of the exhibit.
Methods. Based on supporting theories and literature, the project used branching narratives [4]. This approach facilitates the transfer of information and knowledge presented in IMM to a web-based learning unit. This output provides a unique mode of engagement for thinking about Australian immigration history.
Results. The design and development of the User Interface (UI) for the ‘Getting In’ exhibit from the IMM was incorporated into a working prototype in Adobe XD. Throughout its iterative construction, the effectiveness of the design was tested, evaluated and analysed with the project lead and end users via a survey and access to the working prototype. One goal was to find out how the design could extend physical exhibits at IMM into digital online instances. 
Discussion. Creating a useful and effective online learning unit required an informed approach and grounded design method, and application of usability principles. Though students are often stereotyped as being digital natives and competent and confident in their use of digital technologies, careful design of interactive online resources is still essential to maximise the educational benefit [2], so they gain important perspectives with Australian migration history.
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