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DIGITAL LEARNING AT THE SAMSUNG DIGITAL 
DISCOVERY CENTRE

•  Programming a Blue-Bot Bluetooth floor robot using a connected tablet. Families can
move the robot to find the ‘home’ of animals in each ‘gallery’, which is depicted on a
specially created floor mat

•  Using DUPLO blocks to build a home for a HEXBUG micro robot and then using more
DUPLO blocks to form a maze to lead their HEXBUG back home

•  Feeling and exploring different handling objects representing animal homes ie nests,
reeds

•  An under 2s area is available with ‘push and go’ toy animals to show simple cause and
effect programming, in addition to books about animals and homes and animal puppets

The Samsung Digital Discovery Centre (SDDC) was created 
in 2009 to provide a state-of-the-art technological hub for 
children and young people to learn about and interact with 
the British Museum’s collection. Offering the most ambitious 
and extensive on-site digital learning programme of any UK 
museum, the SDDC runs 16 different school programmes 
throughout the school year, and has family programmes 
operating 52 weekends a year.

SUMMARY
Six under 5s sessions have been developed since 2015, in collaboration with the SDDC 
Management team, two freelance audience specialists and advice from the Schools and 
Young Audiences team. The sessions are marketed as being suitable for under 5s and their 
parents and carers, with no minimum age restriction. Regular SDDC family sessions have  
a suggested age of 7+. 

Under 5s sessions have included:

Animal explorers 
A gallery session based in the Greece and Lycia Gallery. Under 5s learn about what a 
mythical creature is and then explore some of the mythical creatures and real animals 
shown in our collection, using a specially created flip book for reference. Children use the 
camera function on tablets to photograph what they find.  An under 2s area is available 
with mythical creature and animal hand puppets. These drop-in sessions run every hour  
on the hour between 11am and 4pm and last approximately 30 minutes.

Animal homes 
In the SDDC, families are introduced to the theme of animal homes. During the activity 
they look at where animals are originally from and where object examples can be found 
in the museum. Families can turn up at any point between 11am and 4pm to take part.  
Families explore a range of activities ‘carousel’ style:
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A gallery session based in the Enlightenment Gallery. Session facilitators lead families 
around the gallery reading ‘The Quietest Songbird’ - a story about a songbird trying to 
find its voice as it meets different animals shown in the gallery. Children help give these 
animals their sounds, recording animal noises using the video function of tablets.  
An under 2s area is available with a pictures and sounds book which includes images of 
animals in the collection alongside the sounds they make. These drop-in sessions run  
every hour on the hour between 11am and 4pm and last approximately 30 minutes.

Animal patterns 
In the SDDC, families are introduced to some of the animals in the collection and their 
distinctive patterns. They design and colour in their own animal on tablets and their 
creation is printed and made into a 3D model for them to take home. An under 2s area is 
available with books about animals and animal puppets. Families can turn up at any point 
between 11am and 4pm to take part.

AIMS AND GOALS
For our organisation
In 2015, the SDDC began a project to expand its offer to include specific provision for 
under 5s and their parents and carers. Supporting organisational objectives to ‘extend  
the reach and effectiveness of our interactions with museum visitors’ and ‘deepen visitors’ 
engagement with the collections through our interventions’, sessions were planned to run 
at weekends within the SDDC family programme and complement the core (non-digital) 
programme of under 5s ‘Little feet’ sessions running on weekdays. 

For our audience
Aims for our under 5s audience included that sessions should:
• cater for both children and adults
• explore meaningful use of technology
•  include a variety of activities which encourage active looking, listening, sound-

making, response, movement, doing and social play
• be structured to support learning progression
• provide resources suitable for this audience, including under 2s. 

Sessions were proposed to: connect to the familiar under 5s theme of animals, incorporate 
three approaches including ‘creative play and storytelling’, ‘explorer’ and ‘art’ and link to  
a range of Early Learning Goals from areas of the Early Years Foundation Stage, including:

• Understanding the world
• Mathematics
• Communication and language
• Expressive arts and design
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For our organisation
SDDC under 5s sessions have welcomed a total of 1,044 visitors to 11 sessions between 
June 2016 and February 2018, achieving our aim to ‘extend the reach and effectiveness of 
our interactions with museum visitors’. In 2016-17 and 2017-18, the sessions ran every other 
month. To capitalise on the success of the programme, we will continue to run the under 
5s sessions once a month from April 2018.

For our audience
Visitor evaluation was conducted at every under 5s session. In answer to the survey 
question ‘The best thing about today was…’ family feedback showed that both our 
organisational aim to ‘deepen visitors’ engagement with the collections through our 
interventions’ and to provide a variety of activities were met. 

‘Really enjoyable, free, drop-in mix of storytelling, looking, and exhibits, using technology! 
All very imaginatively thought out’

‘The children enjoyed age appropriate activities’

‘Combination of children’s interest with BM’s collections’

‘My two daughters were fascinated and we discovered the museum with them thanks to 
the phones’

LESSONS LEARNT
Over the course of the project several lessons were learnt

•  Support your staff to grow their confidence in working with under 5s and address any
concerns they might have about interactions through provision of:

- training
- practical guidelines
- safeguarding documentation

•  Employ a phased approach - this works well to ensure staff are comfortable delivering
the offer

 2016-17: Freelancer-led with staff support
2017-18: Team teaching 
(freelancer and staff-led)
2018 – beyond: Staff-led 

•  Re-evaluate your space
and materials – are they
suitable and welcoming to
under 5s?

•  Plan for mixed ages.
Prepare an under 2s area
with activities related to
the main session theme.
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Make sure to listen to your audience needs, heed your staff needs and seek support if 
required to ensure everyone is having a positive learning experience.

BUDGET
Budget considerations included: 
• freelancers – for development and initial delivery
• staff facilitators – supporting delivery
• audience specific resources, eg floor mats, table covers
• craft materials.

Participants were not charged for taking part.

FUNDING
The project, programme and Digital Discovery Centre are funded by Samsung.

FURTHER INFORMATION
For more information, visit britishmuseum.org/learning/samsung_centre.aspx
#samsungcentre

This case study was written by Juno Rae, Education Manager: Samsung Digital Learning 
Programme at the British Museum.
All images © Benedict Johnson 2018. 

http://britishmuseum.org/learning/samsung_centre.aspx

