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Abstract. This paper proposes an interactive museum-viewing support
system designed to foster diverse perspective-taking through role-play
with fictional characters. While museums are widely regarded as valuable
informal learning environments, passive viewing often results in low en-
gagement and limited knowledge retention. Inspired by Visual Thinking
Strategies (VTS), our tablet-based application leverages large language
models (LLMs) to generate context-sensitive, character-driven questions
posed by fantasy personas such as elves, dwarves, and werewolves, each
with distinctive values and interpretive tendencies. Visitors engage with
these questions and are occasionally prompted to assume a character’s
role, generating their own questions in that persona’s voice. To explore
the feasibility and user response, we conducted a small-scale case study
at the National Museum of Ethnology, Japan. Although the number of
participants was limited, the results provided valuable qualitative in-
sights: the role-playing interaction increased engagement, encouraged
perspective-shifting, and facilitated the generation of more varied and
reflective questions.
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1 Introduction

Museums are widely recognized as important environments for informal learning,
where visitors are expected to construct interpretations through firsthand ob-
servation. However, passive viewing, such as merely following exhibition routes
without reflection, has long been associated with poor retention and limited
engagement (8, 6].

To address this issue, approaches such as constructivist and free-choice learn-
ing [10, 6] have emphasized active participation. Traditionally, various forms of
support have been introduced to promote active museum viewing. A representa-
tive example is gamification, such as treasure-hunt games, passport-style stamp-
collecting activities®, or puzzle-solving activities®. Because visitors actively en-
gage in searching while viewing, these activities can indeed make exhibits more
memorable.

However, the targeted objects of such activities do not necessarily coincide
with exhibits that an individual visitor finds interesting. Moreover, creating gam-
ified content that comprehensively covers a wide range of exhibits within a mu-
seum is impractically costly.

Against this background, alternative approaches have been proposed that aim
to enhance the quality of visitors’ experiences without requiring the creation of
additional content, by fostering their own viewing abilities. Among these, Visual
Thinking Strategies (VTS) [18], introduced at MoMA (The Museum of Modern
Art, New York), has been recognized as particularly influential and effective.
The method operates through guided discussions, where participants respond
to open-ended prompts such as (e.g., “What is going on?” or “What makes you
say that?”), visitors sharpen their observations, form hypotheses, and engage in
self-reflective learning.

Replicating a VTS-like experience without the presence of a facilitator pre-
supposes that visitors can independently formulate diverse questions that high-
light multiple viewpoints and engage in reflective self-questioning. However, for
the average museum visitor, independently generating such questions remains a
considerable challenge. Museum visitors unfamiliar with the practice may strug-
gle to formulate meaningful questions, and when they attempt to do so on their
own, their ideas often dry up quickly and remain repetitive and limited in scope.

To enhance museum visitors’ capacity for question generation and perspective-
taking, we propose a tablet-based role-playing system that simulates a VT'S-like
experience using fictional characters. Visitors read questions posed by three char-
acters with distinct values(left side of Fig. 1), then impersonate one character to
compose a new question (middle in Fig. 1). The returning character evaluates
the user’s input (right side in Fig. 1). Through this iterative process of read-

8 The British Museum “Museum explorer trails’
https://www.britishmuseum.org/visit /family-visits /museum-explorer-trails

9 Smithsonian American Art Museum “Escape from the Smithsonian”:
https://americanart.si.edu/blog/eye-level /2008,/23 /1105 /night-museum-ii-escape-
smithsonian



Role-Playing Dialogue System for Perspective-Taking in Museums 3

:
of equipsent did th| hat ion woul
:

1. Observe: Read questions posed by 2. Role-play: One character leaves; 3. Feedback: The returning character
stereotypical characters, reflecting another prompts the user to evaluates the user’ simpersonated
their distinctive values and interp- imagine a question as if you were question and provides personalized
retations based on exhibit meta- the absent character. feedback.

data and visual features.

Fig. 1. Interaction flow of the role-playing dialogue system. Users read character ques-
tions, role-play to generate one, and receive feedback, fostering perspective-taking.

ing others’ questions, role-playing, and receiving feedback, the system aims to
cultivate diverse perspectives and flexible questioning skills.
Our contributions are twofold:

1. the design and implementation of a functional role-playing dialogue system
for museum viewing, and

2. a case study demonstrating its potential to foster perspective-taking and
diverse question generation.

The novelty of this work lies in its use of large language models (LLMs) not
to explain exhibits, but to prompt visitors to ask questions through character-
driven role-play.

2 Related Work

This study proposes a system to cultivate visitors’ ability to actively engage
with museum exhibits by generating their own questions. It relates to research
on museum learning support and question-based thinking techniques.

2.1 Learning Support in Museums

Many systems have introduced AR/VR to enrich exhibits [15, 17], or gamification
to improve engagement [4, 11, 19]. Other approaches allow personal curation [16]
or simple chatbot interactions [7,12]. While these methods enhance enjoyment
during visits, they often emphasize content delivery. In contrast, our work focuses
on cultivating visitors’ ability to independently generate diverse questions, a
transferable skill beyond system use.



