
The 
Computer 
Museum 
300 Congress Street 
Boston , MA 02210 

(617) 426-2800 

Agenda 

The Computer Museum 
EXECUTIVE COMMITTEE MEETING 

January 11, 1994 
8:00 a.m. - 10:00 a.m. 

1. Operations Update 

2. Computer Museum Book Series 

3. Nominating Committee Report 

4. Discussion of How to Increase Individual and Corporate Membership 

5. Discussion of Agenda for Board of Trustees Meeting 

6. Strategic Planning 
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8:30 

8:40 

10:30 

12:00 

Lunch 

BOARD OF TRUSTEES MEETING 
February 11 1994 

8:30 a.m. - 12:00 p.m. 

Call to Order of Meeting of the Members of the Corporation­

Election of Members to the Board of Trustees 

Meeting Adjourns 

Call to Order of Meeting of the Board of Trustees 

Election of Members of the Board of Overseers 

Museum Operations Update 

The Networked Society Committee Report 

Education Committee Report 

Development Report 

Collections Report 

Break with Tour of Collections Spaces 

Strategic Plan-Discussi~n based on fIrst draft of plan 

Meeting Adjourns 

..... -.. 



BUILDING SCENARIOS 

Scenario One outlines the options for remaining in Museum Wharf and explores two 
possible building expansions at the existing site. Scenario Two takes as its premise that a 
new site is needed. 

Scenario One; Museum Stays in Museum Wharf Throua:;h 2004 

Plan A; No Expansion 

After The Networked Society opens in November 1994, all exhibit and educational 
programming space will be fully developed. New exhibits will need to replace existing 
exhibits. 

Up to 4,000 square feet (sf) of additional public space could be created if Museum 
collections storage areas and some offices were moved off site. This would allow space 
for one major new gallery, or allow for a small gallery and a space for education 
programming. 

In this scenario, the Museum must focus on expanding its impact and reach through 
outreach and offsite activities including: the development and distribution of educational 
materials, traveling exhibits, and the exploitation of global networks. Further expansion 
includes enhanced exhibit sales and merchandising. The proportion of resources applied 
offsite increases each year. 

The impact and scope of the Museum's outreach would be enhanced by entering into 
collaborative relationships with other organizations, such as museums, schools, and 
community organizations. 

Advanta~s: 
• Museum already owns the building 
• Concentrate on programs with national and international reach 
• Central downtown site with access by public transportation 
• Area improving with Couthouse and new public transportation 
• Location awareness built up over ten years 

Disadvantages: 
• Exhibit scope limited by ceiling heights, space 
• Attendance limit is approximately 175,000 visitors/year; school group visitation 

limited to about to about 35,OOO/year 
• Artery work and limited parking make car access difficult 
• Museum Wharf is not a landmark unless Wave is built 
• Limited synergy with Children's Museum and confusion as to Museum's identity & 

location 
• Space does not attract high prestige or large-sc~e functions and events 
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Plan B: Museum Wharf Expansion: Seventh Floor 

A seventh floor could be built on the roof offering up to 20,000 sf, increasing the 
Museum's total square footage by one third. (Total space increases from 44,OOOsf to 
64,OOOsf; program space increases from 24,OOOsf to 38,OOOsf.) 

A second elevator would be needed to increase the Museum's attendance capacity. With 
two elevators and 33% more floor space, attendance capacity could increase 33% to 
about 250,000 people per annum. 

Advantages 
• Provides some scope for custom-designed spaces, both for public and for other 

museum constituencies 
• Additional space offers Museum more scope without the need to move 
• Central downtown site with access by public transportation 
• Area improving with Couthouse and new public transportation 
• Continuity: build on site awareness built up over ten years 

Disadvantages 
• Entire building may need costly earthquake-proofing 
• Access: artery work and limited parking make car access difficult 
• Site: limited synergy with Children's Museum and confusion as to Museum's identity 

& location; need to fit with Museum Wharf building and Wave is limiting 
• Further onsite expansion is very limited 
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Plan C; Museum Wharf Expansion: BuUdine on the Apron 

Currently planned for the Museum's apron is a four story-high ''Wave'' entrance foyer. 
The Wave serves as a landmark and expanded foyer but does not provide additional 
program space. 

In the event that the Wave is not built, another possible expansion could take place on 
the apron which could accommodate a state-of-the-art, modern function 
room/auditorium, offices, board room, and other facilities. This would vacate 
approximately 8,000 square feet in the main building for additional gallery space. A plan 
for a multi-purpose auditorium and office building was created in 1985-6 jointly with 
The Children's Museum. 

An expansion on the apron would offer an additionall0,OOOsf, bringing the Museum's 
total space to 54,OOOsf, an increase of about 20%. Program space would increase 33% 
but with no additional elevator, attendance capacity would increase only to about 
200,000 per annum. A second elevator would increase capacity to approximately 
230,000 per annum. 

Advanta~es 
• New space could offer facilities to allow greater range of public programs, and 

private functions 
• Additional public space allows Museum to grow without moving 
• Apron building could be designed to be a landmark 
• Central downtown site with access by public transportation 
• Federal courthouse expected to improve the area 
• Continuity: build on site awareness built up over ten years 

Disadvanta~es 
• No apron construction is possible if Wave is built 
• Site is shared with Children's Museum which may have other priorities 
• Access: artery work and limited parking make car access difficult 
• Further onsite expansion is limited 
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SCenario Two; Moye out of Museum Wharf As Quickly as Possible. 

In this scenario, the Museum decides that its mission would be best served if it moved 
its PrimarY site to a new location. Desired characteristics of a new site and building are 
attached. 

The Museum would need to identify one or more partners, either public or private, in 
order to acquire a new site and building. A public partner could be a local government; a 
private partner C9uld be a conference center/developer. The partner would provide the 
site and major financing in exchange for the attraction of The Computer MUseum and tax 
benefits. 

Partners can be sought through a public call for partners as in the case of the San Jose 
Tech and the Charles Babbage Institute. Alternatively, the Museum can make private 
approaches to government agencies and private developers. 

Board-level champions are needed to pursue this scenario via public or private 
approaches to potential partners. 

Advanta~es 
• Custom building would be a landmark, give Museum clearer identity 
• Program possibilities greatly enlarged 
• Major increase in size of audience served 
• Major PR opportunities 

Challen~es 
• Requires identification of appropriate partner(s) 
• Requires major capital campaign 
• Museum must re-establish identity in new location 
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The Computer Museum-Desired Characteristics of a New Building 

Location 

The Computer Museum should be sited in a major metropolitan area and tourist destination. 
A scenic location and proximity to a center of high technology industry and to world class 
universities are importarit. A state or city government interested in supporting the Museum 
would be a major asset. Public transportation and ample parking are essential for easy 
access. 

Exterior Image 

The building should be landmark-a distinctive and highly original construction that 
denotes a world-class destination. It should be kinetic, and contemporary or even futmistic 
in style, with an intimate and comfortable feel. The building's connections to global 
information highways should be an architectural feature. The building's site should allow 
for phased expansion. -

Space around the building should make people feel welcomed and at home. Places to sit 
and observe should be interspersed with interactive sculptures, exhibits, retail kiosks, and 
plants. 

Education Facilities 

Education programs should be integrated into the exhibit spaces. Exhibit spaces should be 
equipped with demonstration and performance areas. 

Specialized spaces are required for students and teachers in classroom and Clubhouse 
settings. In addition a resource center for adults and kids together with a library for adults 
and teachers is needed. A multi-function auditorium seating 250 people is required for 
lectures, performances, and demonstrations. 

A studio for the production of digital music and video should be installed for use by 
students, participants in workshops or courses, and for artists acting as mentors for 
Clubhouse participants. 

Exhibit Requirements 

The exhibit hall layout should permit visitors to find their way round easily and offer 
spaces for orientation and introductory displays. Stimulating exhibit spaces should alternate 
with spaces for rest, but all spaces should speak to the Museum's theme. 

Flexible, configurable gallery space is needed, offering spaces of varying proportions. 
Some exhibits will require majestic halls, with tall ceilings (such as the Walk-through 
Computer) ; others will need small, intimate galleries (such as immersive virtual worlds). 
Galleries should permit discovery by the visitor as he or she explores the Museum. 

Spaces should permit the display of exhibits that range from science to art, from technology 
to computers in every day life. Galleries will need variety to match exhibits that cater both 
for a very broad audience as well as audiences with special interests. 
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Other exhibit needs include a video editing studio (which could also be used with education 
programs), an exhibit evaluation lab, a staging area for new exhibits and an exhibit storage 
area. 

Visitor Amenities 

The Museum should be able to comfortably accommodate up to 5,000 people a day, 
corresponding to an approximate annual visitation of 500,000. Wherever possible, visitor 
amenities should, in addition to being highly functional, be in and of themselves exhibits. 
For example ticketing can reveal the role of the computer; phones and network connections 
should be revealed and explained; HV AC systems can be visibly computer controlled. 

The lobby, reception and orientation area needs to be welcoming and should include a 
secure coat check and briefcase storage space. The entry area should allow for members to 
be given "fast lane" access. 

Visitors should enter and exit adjacent to the Museum Store which should be highly visible 
from the outside of the building. The store should be designed to look like an exhibit, 
offering intriguing displays for those entering the Museum as well as people spending time 
outside. 

Other amenities should include a members' room, food service, and library. The entire 
building must be fully disabled accessible. 

The building should be "wired" with full provision for high bandwidth network 
connections throughout offices, galleries, and public spaces. This also should include the 
ability to connect with wireless links to hand-held devices issued to visitors. 

A building-wide directional signeage system should be integrated into the design. 

Further amenities including teleconferencing capabilities and infant child care could be 
made available if the Museum was affiliated to a conference center or hotel. 

Collections 

Good access to the Museum's collections is desirable. Storage spaces should be organized 
to allow interested parties, such as history of technology scholars, to view and study the 
collections with ease. Specialized storage requirements include climate control for artifacts 
and paper documentation, as well as facilities for video and digital storage. 

Significant components of the collections will be used in the Museum's exhibits. Other 
items will be showcased in the Hall of Fame exhibit. Impressive and aesthetic items should 
be displayed in a special function room, offering the Museum a highly distinctive space in 
which to host Museum as well as corporate and private functions. 
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Research 

A library for use of scholars and staff is needed. 

An exhibit lab is required for the development and evaluation of exhibits and for 
researching the effectiveness of certain computer-based technologies for learning. Many of 
these projects are likely to be performed in collaboration with universities. The lab should 
be accessible by visitors, and include provision for exhibits on the research under way. 

The Museum needs a dedicated feedback area where Museum staff can routinely collect 
feedback from all the constituencies it serves. 

Administrative 

The Museum requires a Board room, perhaps containing selected displays from the 
collections. 

Modem, fully networked, centralized offices should be close to the public spaces, 
preferably offering a view into the galleries to serve as a constant reminder of the 
Museum's purpose. Soundproofed meeting rooms and space to house several volunteers 
are needed. 

The multi-function auditorium mentioned under the education facilities section, must serve 
as an effective space for private functions. Requirements include sound-proofing, and good 
audio-visual technology. 

A staff lounge with coffee/snack machines, a kitchen, a shower and resting area should be 
included. Daycare facilities would be desirable. 
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REVENUES: 

Clubhouse 
Exhibit Related 
Govt & Foundation 
Corporate Membership 
computer Bowl 
Membership fund 
Admissions 
Store 
Functions 
Exhibit Sales 
Interest Income 
Other 

Tota 1 F.evenues 

EXPENSES: 

Exhibits Development 
Exhibits Maintenance 
Exhibit Sales 
collections 
Education & Admissions 
clubhouse 
Ma rf:eting 
Public Relations 
Store 
Functions 
computer Bowl 
Fundraising 
Membership Fund 
Musuem wharf 
General Management 

Total Expenses 

NET REVENUES(EXPENSES) 

12/31/92 
ACTUAL 

50,400 
15,519 
46,479 
73,750 

150,000 
77,8'.)2 

264,375 
125,853 
90,221 
37,640 

1, 514 
7,458 

--------
941,061 

6,178 
25,527 
42,802 
31,760 

139,011 
7,964 

86,113 
37,065 

108,663 
38,439 
14,517 
25,579 
17,399 

150,698 
109,811 
-------
841,526 

$99,535 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

OPERATING FUND 

FOR THE SIX MONTHS ENDED 
---------12/31/93---------

ACTUAL BUDGET VARIANCE 

$138,758 61,150 77,608 
45,200 -45,200 

$10,286 10,286 
$63,575 75,850 -12,275 

S216,500 176,500 40,000 
$104,684 100,~40 4 , 1 4 4 
$285,195 285,713 -518 
S153,567 169,536 -15,969 

S96,460 79,200 17,260 
S9,597 30,000 -20,403 
Sl,734 3,400 -1,666 

75 3,300 -3,225 
--------- --------- -------
1,080,431 1,030,389 50,042 

32,905 51,515 -18,610 
25,262 20,968 4,294 
9,704 17,610 -7,906 

32,025 31,190 835 
127,387 146,365 -18,978 
106,737 113,980 -7,243 
140,227 132,780 7,447 

44,842 46,720 -1,878 
130,720 143,144 -12,424 

38,980 35,530 3,450 
19,087 19,270 -183 
26,176 32,610. -6,434 
23,209 41,820 -18,611 

144,955 151,002 -6,047 
124,676 111,184 13,492 
------- ------- ---------

1,026,892 1,095,688 -.68,796 

$53,539 -65,299 118,838 

PERCENT FY94 FY94 
BUDGET FORECAST 

127\, 287,900 
-100% 100,000 

100% 
-16% 205,000 

23'\; 388,000 
4 .~ 178,000 
0% 536,641 

-9% 332,395 
22% 140,352 

-68\ 90,000 
-49% 7,000 
-96% 10, 50 ° 

-------
5% 2,275,988 

-57% 102,730 
J 

17% 43,250 
-81% 52,610 

3% 62,400 
-15% 292,570 

-7% 236,000 
5\ 229,190 

-4% 93,334 
-10% 268,932 

9% 69,402 
-1% 135,324 

-25% 64,854 
-80% 83,611 

-4% 302,000 
11% 213,271 

--------
-7% 2,249,478 

-2 26,510 
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f::.' STATEMENT OF REVENUE & EXPENSE 
6 Months Ending 12/31/93 

::.'i .. 
-.' OPERATING OPERATING ANNUAL 

~.\" Fy94 FY93 CAPITAL/EXHIBIT ENOOIA'MENT COMBINED S BUDGET FORECAST 

.' Actual Budget Actual Actual Budget Actual Bud<Jet Actual Budget VARIANCE FY94 FY94 
-------------------- ---------- ------------------------------------ --------------------- -------- --------------------

SUPPORT/REYENUE 

", . 
Restrictec;l\.'Support: 

Clubhou'6e 138,758 6],150 50,400 138,758 61,150 77,608 287,900 
Exhibi'~:<Rela ted 45,200 15,519 160,000 262,000 160,000 307,200 -147,200 732,000 
Govt & ';tounda tion 10,286 46,479 10,286 10,286 
Endowment 

unrestrictisd support: 
capi taF;campaign 113,580 276,200 113,580' 276,200 -162,620 726,200 
corporAte Mcmhership fi 3,575 7S,850 72,750 63,575 75,850 -12,275 205,000. 
Foundation 1,000 
comput~,t' Bow] 216,500 176,500 150,000 216,500 176,500 40,000 388,000 
11embe r,~l< 1 p FUI,d 104,684 10U,~4U 77,852 104,684 100,540 4,144 178,000 

Adrniss ion" :, 285,195 285,713 264,375 285,195 285,713 -518 536,841 
Store 153,567 169,536 125,853 153,567 169,536 -15,969 332,395 
Functions .', 96,460 79,200 90,221 96,460 79,200 17,260 140,352 
Exhibi t sa'Jes 9,597 30,000 37,640 9,597 30,000 -20,403 90,000 
other: ~' 

Interes't Income 1,734 3,400 1,514 2,625 3,~: 10 4,359 6,910 -2,551 12,000 , , 
Rental ,Income 5,100 4,000 
progri!l!1<Incorne 1,200 658 1,200 -1,200 2,500 
collections 75 

.... '1 •• 
7., ]00 1,700 75 2,100 -2,025 4,000 

TOTAL SUPPPRT/REVENUE 1,080,431 1,030,389 941,061 273,580 538,200 2,625 3,~'10 1,356,636 1,572,099 -215,463 3,639,188 
:.-: 
," 

EXPENSES ., 
" 

Exhibit Development 32,905 51,515 6,178 77,148 177,174 1l0,053 228,689 -1l8,636 580,485 
Exhibit M~nt/Enhancement 25,262 20,968 25,527 1,381 13,092 26,643 34,060 -7,417 69,578 
Exhibit SB"1 es/Klls 9,704 17,610 42,802 9,704 17,610 -7,906 52,610 
collectiori~ 32,025 31,190 31,760 32,025 31,190 835 62,400 
Education;&" Admission i27,387 146,365 139,01l 127,387 146,365 -18,978 292,570 
Clubhouse ·t ' 106,737 113,980 7,964 106,731 113,980 -7,243 236,000 
Marketing:(', 140,227 132,780 86,113 140,227 132,780 7,447 229,190 
Public Relations 44,842 46,720 37,065 44,842 46,720 -1,878 93,334 
store \:} 130,720 143,144 108,663 130,720 143,144 -12,424 268,932 
Functions \:., 38,980 35,530 38,439 38,980 35,530 3,450 69,402 
computer BOwl 19,087 19,270 14,517 19,087 19,270 -183 135,324 
Fundra ising 26,176 32,610 25,579 55,024 111,620 81,200 144,230 -63,030 286,585 
Mernbershilt"',Fund 23,209 41,820 17,399 23,209 41,820 -18,611 83,611 
Museum Wha,'rf 

op EXp 1~ 144,955 151,002 150,698 144 ;955 151,002 -6,047 302,000 
Mortgaije 64,338 64,337 64,338 64,337 1 126,977 

General M~hagement 124,676 111,184 109,811 124,676 111,184 13,492 213,271 

TOTAL EXPJ~~E 1,026,892 1,095,688 841,526 197,891 366,223 1,224,783 1,461,911 -237,128 3,102,269 
'~ ~~;.: 

NET REVENUE' 53,539 -65,299 99,535 75,689 171,977 2,625 3,510 131,853 110,188 21,665 536,919 
',,' -.' .f-
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THE COMPUTER MUSEUM 
BALANCE SHEET 

12/31/93 
", COMBINED 

OPERATING CAPITAL PLANT ENDOWMENT TOTAL TOTAL 

.' FUND FUND FUND FUND 12/31/93 6/30/93 
,. 

"-
ASSETS: 

- current: 
Unrestricted Cash $261,711 $2,625 $264,336 $259,423 
Restricted Cash 250,000 $250,000 250,000 .... cash Equivalents 167 
Investments 2,074 $2,074 2,074 

, . Receivables 18,527 $18,527 48,868 
Inventory 50,196 $50,196 49,137 
prepaid Expenses 7,599 $7,599 9, 143 
IntetLund Receivable 2,625 201,866 $204,491 123,310 

--------- --------- --------- --------- --------- ---------
Total Current Assets 5342,732 5201,866 $252,625 $797,223 $742,122 

Property & Equipment: 
Equipment & Furniture 5260,327 $260,327 $260,327 
capital Improvements 938,338 938,338 938,338 
Exhiblts 4,079,698 4,079,698 4,079,698 
Construction in Process 52,908 52,908 52,908 
Land 18,OJO 18,000 18,000 
Less "'.ccum. Depreciation (2,962,311) (2,962,311) (2,962,311) 

--------- --------- --------- --------- --------- ---------
Net Property & Equipment $52,908 $2,334,052 $2,386,960 $2,386,960 

TOTAL ASSETS $342,732 $254,774 $2,334,052 $252,625 53,184,183 $3,129,082 
========== ========== ========.== ========= ========== ========== 

LIABILITIES AND FUND 
BALANCES: 

Current: 
Accounts payable $46,520 $6,581 553,101 $109,006 
Accrued Expense 18,216 9,700 27,916 63,557 

" Deferred Income 128,532 128,532 194,919 
Interfund payable 201,866 2,625 201,866 123,310 

--------- --------- --------- --------- --------- ---------. 
Total Current Liabilities 5395,134 $16,281 $2,625 411,415 $490,792 

,Fund Balances: 
; 

operating ($52,402) (52,402) (5108,566) 
capi.tal 238,493 238,493 162,804 
Endowment 250,000 250,000 250,000 
plant 2,334,052 2,334,052 2,334,052 

--------- --------- --------- --------- --------- ---------
Total Fund Balances ($52,402) 5238,493 $2,334,052 $250,000 $2,770,143 $2,638,290 

TOTAL LIABILITIES AND 
FUND BALANCES $342,732 $254,774 $2,334,052 $252,625 $3,184,183 $3,129,082 

========== ========== ========== ========= ========== ========== 
" 

; 



THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

6 Months Ending 12/31/93 

ANNUAL 
OPERATING CAPITAL EXHIBIT ENDOWMENT COMBINED S BUDGET 

Actual Budget Actual Budget Actual Budget Actual Budget Actual Budget VARIANCE FY94 
-------------------- -------------------- ------------------------------------ --------------------- -------- ------------

SUPPORT/REVENUE 

Restricte~ support: 
Clubho.u·se 138,758 61, 150 138,758 61,150 77 ,608 287,900 
Exhibit Related 45,200 160,000 262,000 160,000 307,200 -147,200 732,000 
Govt &"Foundation 10,286 10,286 10,286 
Endowment 

unrestriC:ted support: 
capital campaign 113,580 276,200 113,580 276,200 -162,620 726,200 
Corporate Mllmbership 63,575 75,850 63,575 75,850 -12,275 205,000 
Foundation 
Comput.~r Bowl 216,500 176,500 216,500 176,500 40,000 388,000 
Membership Fund 104,684 100,540 104,684 100,540 4,144 178,000 

Admission.: 285,195 285,713 285,195 285,713 -518 536,841 
Store .', 153,567 169,536 153,567 169,536 -15,969 332,395 
Functions.: 96,460 79,200 96,460 79,200 17 ,260 140,352 
Exhibit sales 9,597 ) 30,000 9,597 30,000 -20,403 90,000 
Other: 

Interet~ Income 1,734 3,400 2,625 3,510 4,359 6,910 -2,551 12,000 
Rental'. 'Income 4,000 
Progra\Jl Income 1,200 1,200 -1,200 2,500 
Collec.t'ions 75 2,100 75 2,100 -2,025 4,000 

TOTAL SUP.PORT/REVENUE 1,080,431 1,030,389 113,580 276,200 160,000 262,000 2,625 3,510 1,356,636 1,572;099 -215,463 3,639,188 

EXPENSES :: 
.) 

Exhibi t D.E:velopment 32,90'5 51,515 77,148 177,174 110,053 228,689 -118,636 580,485 
Exhibit Maint/Enhancement 25,262 20,968 1,381 13,092 26,643 34,060 -7,417 69,578 
Exhibit Sales/Kits 9,704 17,610 9,704 17,610 -7,906 52,610 
collections 32,025 31,190 'i' 32,025 31,190 835 62,400 
Educatiori:& Admission 127,387 146,365 127,387 146,365 -18,978 292,570 
Clubhouse 106,737 113,980 106,737 113,980 -7,243 236,000 
Ma rket ing.: 140,227 132,780 140,227 132,780 7,447 229,190 
Public ReJations 44,842 46,720 44,842 46,720 -1,878 93,334 
store 130,720 143,144 130,720 143,144 -12,424 268,932 
Functions.,: 38,980 35,530 38,980 35,530 3,450 69,402 
Computer .Sowl 19,087 19,270 19,087 19,270 -183 135,324 
Fundraising 26,176 32,610 55,024 111,620 81,200 144,230 -63,030 286,585 
Membership Fund 
Museum Wha'rf 

23,209 41,820 23,209 41,820 -18,611 83,6ll 

op EXp,;,' 144,955 151,002 144,955 151,002 -6,047 302,000 
Mortgage 64,338 64,337 64,338 64,337 1 126,977 

General M~nagement 124,676 111,184 124,676 lll,184 13,492 213,271 
.': . ., 

TOTAL ExPENSE 1,026,892 1,095,688 119,362 175,957 78!529 190,266 1,224,783 1,461,9ll -2S7,128 3,102,269 
0"1' 

NET REVEN~ 53,539 -65,299 -5,782 100,243 81,471 71,734 2,625 3,510 131;853 llO,188 21,665 536,919 

1. Clubh~use revenue drawing from Deferred Income. 
2. Compu.cer Bowl revenues realized sooner then budgeted, annual projection unchanged. 
3. Exhil#t related revenues pending reimbursement by NSF 
4. FUnc~;i.ons exceeding budget goal. 

" 



1989-pres. President, WAGNER COMMUNICATIONS Newton 

1985-89 

Manage a successful public relations/marketing communications practice 
specializing in the non-profit and health care fields. Excel at strategic planning, 
events management, writing and media relations. Clients have included some 
of New England's best known charitable organization? and institutes, including 
Dana-Farber Cancer Institute, The Jimmy Fund, Joslin Diabetes· Center and 
Project Bread. Provide strategic counsel and support to large public relations 
agencies, including Cone Communications; Ingalls, Quinn & Johnson; and 
Brodeur & Partners . 

.( 

• Conducted publicity campaigns for some of New England's biggest 
fundraisers and special events, including the Jimmy Fund's largest events -­

. the Pan-Mass Challenge and the Boston Marathon Jimmy Fund Walk; the 
New England Environmental Expo; and the U.S. Open Squash Tournament. 

• Directed media relations program to announce results of first statewide 
. childhood hunger study, sponsored by Project Bread; included standing­

room-only press conference and extensive editorial coverage. 

• Provided support to Cone Communications in planning and executing a 
launch evenUpress conference for the Massachusetts Tobacco Control 
Program, a statewide anti-smoking campaign. 

• Planned and executed a press briefing and an awards ceremony at Joslin 
Diabetes Center in support of its capital campaign. 

• Wrote and produced diverse materials, including video scripts for Lederle 
Laos, Exergen Corp. and The Travelers; a decade-in-revievy for Dana~Farber 
Cancer Institute; the Jimmy Fund brochure; a publication for WGBH 
Educational Foundation; an annual report for Medical Care America; 
numerous press kits; and published articles. 

CONE COMMUNICATIONS Boston 

Started as account executive and advanced to director of the Health Care Group, 
the fastest-growing division of New England's largest independent public 
relations/marketing communications agency. Responsible for all aspects of 
group's operations. 

517 Grove Street 

Newton, MA 02162 

(617) 969-1918 

FAX (617) 969-2257 



--

1984·85 

• Supervised staff of six, including recruitment training, and development 
• Managed budgets 
• Created leadership role for agency in biotechnology PR 
• Counseled clients, including Lifeline Systems, New England Critical Care, . 

Integrated Genetics, Bingham, Dana & Gould, and others 
• Developed strategic plans and made presentations 
• Oversaw and executed account activities --

. • Obtained new business to reach profitability goals, including increasing 
annual billings from $180,000 to' over $600,000 

Account Executive, JACK RAYMOND & COMPANY New York 

1983 PR Direc.tor, NATIONAL HUNTINGTON'S DISEASE ASSOCIATION New York 

AWARDS 

1991 Astrid Grand Award (international) -- Mercomm 
Lamplighter Award -- N. E. HospitalPublic Relations & Marketing Assn.. 
Bel/ringer Merit Award -- New England Publicity Club (NE Pub Club) 
For decade-in-review publication for Dana-Farber Cancer Institute. 

1990 Bel/ringer and Merit Awards for Special Events Publicity -- NE Pub Club 
For creating widespread awareness of the Jimmy Fund's Pan-Mass Challenge 
and the First Boston Marathon Jimmy Fund vVa!k. 

1989 Bel/ringer Award for Best Magazine Article -- NE Pub Club 
For positive corporate profile on BioTechnica International in New England 
Business. -

1989 Bel/ringer Merit Award for Excel/ence in Writing -- NE Pub Club 
1988 HatcR Silver Prize for Excellence in Writing -- Ad Club of Greater Boston 

For BioTechnica International's annual report. 

1988 Bel/ringer Award for Best News Conference -- NE Pl)blicity Club-
For orchestrating press conference to announce significant research 

. discovery by Integrated Genetics. 

EDUCATION 

1981-82 
1981 

Fordham University School of Law· 
Brown University, A.B., American Civilifation 

AFFILIATIONS 

1993 Non-Profit Marketing Association (membership pending) 
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Re. The Computer Museum 

January 11, 1994 

Ms. Lynda S. Bodman 
President 
Schubert Associates 
10 Winthrop Square 
Boston, MA 02110 

John A. Marchiony 

Mr. Gardner Hendrie 
President 
Sigma Partners 
300 Commercial St., Suite 705 
Boston,MA 

. Dear Ms. Bodman and Mr. Hendrie: 

Every contact that I have had to date with The Computer Museum and the members of its team has 
revealed a new facet to the organization and its goals. I visited for interviews in mid-December and 
January, and as an inquisitive guest between Christmas and New Year's. I am looking forward to my next 
Computer Museum experience when I meet with you at your offices on Tuesday, February 22 at 10:30 
a.m. and 1:00 p.m. respectively. 

'My canQiaacy~f6rtiie'lposition of Director of Marketing began in October at the Association of Science 
and Technology <;enters conference. Since then, I have met with Oliver Strimpel, Carol Walsh, Betsy 
'iRiggS;'DlViai~er, and GWen Bell. I believe each of those professionals would agree that we all 
explored some interesting ideas and confirmed our individual interest or dedication to The Computer 
Museum. 

I have enclosed an original copy of my resume for your consideration. Please know that did submit 
samples of proposals 1 have developed, marketing materials I guided through conception and production, 
and a resource guide for teachers that I designed and edited. Gwen Bell and I reviewed these materials 
when I met with her in mid-January. If there are any specific topics you would like to discuss, or any 
items you would like me .to prepare in anticipation of our meetings, please call me anytime before Thurs­
·day, February 17. I have a message machine at home and voiCe mail at work (201-4:S1-0006X249). 

The Computer Museum has captured my interest through its historical and interactive exhibits, and 
through the curiosity demonstrated by the members of the team whom I have already met. I am very 
much looking forward to learning more about the institution from your perspectives. 

, .• f -. r . ~ .' . ,".r.; , , 

125 East 83rd Street, Apartment 3 - New York, NY 10028- 212.535.3046 



.. ' ... , 

John A. Marchiony 

Professional Experience 

Liberty Science Center, Associate Director, Public AifairsandMarketing.(October 1991 .. Present) 

Direct sponsorship and promotion efforts. Establish and maintain sponsor relationships with all marketing 
partners, including Coca Cola, Maniott, AT&T, Johnson & Johnson. Select and market O~ films 
that generate significant revenue. Guided installation and start-up of the Kodak OMNI THEATER Oargest 
mtlileworldl. M~ag~~id~yariew ~fp1'0jects:reqlJited forsuecessfulstart .. up of major hands..on science 

. -- '--- - . 

center. 

Education Interface, Senior Editor (December 1990 - August 1991) 

Created the National Guide to Educator Hmpowennent, a resources guide for K-12 educators. Presenter, 
1991 National School Public Relations Association Convention. 

M(mtclair Public Schools, Middle School Science Teacher (August 1989 - June 1990) 

Taught physics and chemistry to 102 seventh and eighth graders. Nominee, Gov«nor's Award forOutstand­
ing Teaching. . Member, principal selecticm eommittee; curriculum review committee. 

HMGSports, EventS & Licensing (September 1986 - August 198~) 

Account Executive for full-service sports marketing agency. Designed and implemented sponsorships, 
promotions; and special events. Managed 1,200 guest incentive travel program to 1988 Olympic Winter 
Games (Calgary, Alberta, Canada). 

Dartmouth CoBege, Italian Teaching Assistant (January 1985 - June 1986) 

Teaching assistant for Professors of Italian in Siena, Italy and on campus. 

Educational Exuerience 
'. 

Dartmouth cone~e, Class of 1986 

A.B. in Psychology with emphasis on soci~ and developmental psychology. 
Activitie$;Cbair.n)an, Winter Carnival; S~ Dir~Qt(l)r, D~outh Outing Club; Direttor, Freshman Trip 
~~~tsl~ill~gPr,qgt1lm St~te,OfNew l#r~y Ali.ernateR9ute Teaeh~r Certification Program, September 
1~~~· -Ap8.1_i~f)0·· . 

125 East 83rd Street, Apartment 3· New York, NY 10028- 212.535.3046 



Lihcrty SCience. Cti.llter, Associate Director, Pu~.lic :Af;fnifs :ar.d Marketing (October '199 J .'-: Pr~ser.t) 
., . 

. DiJ~ct sponsorShip mid pr~nlotion effort{ Es~abH~li n.,d. jn~ntai.., sponsor relationsrjps wiih ,11 mark(~ting ' .. 
partners, including' Coca Cola, li&lTIoti,. AT&T~ Jolmson &JohnsOli. S~lect and market OMNIMA."X mms 
that genp.rate ()igOiflCa.:lt reventie. Guided instaUatiOIi IU'ld start-up of the ;Kodak G;MNI 1TIEATER. (i;Hge~1 

'..:..: 

in the world). I\f!>oIi:aged :widevap~iY ofproj~n ret}~d for.StlCCessfhl,st..srt':'up ofmajlJr hfi.iid.H)li~:cii~li,·:~ .. '. 
cemer. . .' '. .' . . . ..' .-: .' . . . ..' . . .:<.. :. . '. ' .. ' 

EUi!f.:ation Interface, S~nior Editor (December 1990 ~ August 1991) 
, 

Cre:1itd the National Guide to Educator Empowe.nnent, a ie-sources guide for K-12 edU';3.tors. Presc;l!er, 
j 991 N~ti()1Jal Schocl Public Relations Association.Coi1Ve~tion. 

i\'i·.ll1ti I~ir l)uhlk Scbc3Is,. Middle Schrol Scl"nee teacher '(August 1989 ~ J~ne 1990) 

T~ught physic.$ and chamistry to 102 f..eventh and eighth graciersNomLrlee, Goverllor'sAw~l!'d fl.;·. OlILSi~!ld·· 
in.!? reading. 11e!.l1ber, pIincipal &election cc~nmittee; Cur.1culum review committee. 

'~!';\1G Sp,;rts, 'Events & Licensing (Septerr.ber 1936 - A:'l6Ust 19S9) 

Account Executive for ihil-scrvi·;;e Sp~rt3 tll3fketing ag~ncy. Designed:me! implerr.en!t'.d spon~ori'hips, 
promotions, and spechll eVents. l\IIanaged 1,200 gUest incentive 1TRvt:1 program to 1988 Olyinpi-: .Winter 
Games (CaJgary, P Jbcrta, Canada). 

D~r!irJouth CoUege; rtaihn Teaciung Ass:st.int (January 1985 .. June 1986) 

'fe.aching a';sistant for Profe~S()i"S of Italian in Siena, I:.cly and on campus. 

Dartmouth College, Class of 1986 

A.B. in Psychology withemphasi& on social and developmental psychology. 
A(,"tivities: Chairman, Winter Carnival; Safuty Director, Dartmouth Outing Club; Director, fore:;);.man 'flip 
Leaders Training Program State' of New Jersey Altemate Route Tear.h.;:r Ct:J1,jfication Program, September . 
1.1)89 ,. April 1990 . . . . 

~'. . . . , . ,. \,' 

, ',' " , ' . 

-<. 
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SUMMARY; 

MARTHA I •. BAJ.LARD 
247 DEACON ST. #4 
BOSTON, MA. 02116 

617-262-6360 

.-

THE ARTFUL HAND GALLERY 

Management Consultant 

1990-present 

Developed job descriptions, compensation plans, review forms, and policies. 

Designed training programs for hourly and management personnel. 

Designed and implemented corporate sales program. 

RESIDENCE INN BY MARRIOTT 

Director-Marketing and Sales 1987-1989 

Expanded national sales program which incrcased national account volume by $18 
million. 

Responsible for ihe national reservations center and telemarketing support functions. 

Supervised and directed four regional directors of sales and marketing, working with 
75 hotels. . 

Supervised the trade show program involving 20 shows in various market segments. 

THE RESIDENCE INN COMPANY 

l-.Jationai Director--Sales and ivlarketing Systcms 1986-1987 

Worked wilh advertising agency to produce salcs collateral, ad sli'cks, and direct mail 
pieces in volumc for individual hotel cus!omization and usc. 

Developed and managed national sales offices in Connecticut and Los Angcles. 

Responsible for thc national reservations center. 

Established telemarketjn~ center and support software for new account qualirication 
and the corporate directory program. . 

Managed trade show program focused on selected market segments, including 
budgeting, participation in shows, and lead followup. 
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Regional Director of Sales anel Marketing 1985-1986 

P·rovided sales and marketing direction to 15 western region hotels, including market 
analysis, rate strategy, sales systems, advertising/promotion support, and sales 
training. 

Managed cluster sales and advertising programs for geographically clustered hotels. 

Worked with pre-opening sales and marketing efforts of seven hotels. 

Participated in development of basic sales training course and acted as an instructor. 

Developed and presented sales modules for franchisee. general managers, and 
directors of sales conferences. 

BOSTON MARRIOTT LONG WHARF HOTEL 

Director of Marketing 1983-1985 

r-,·1anaged director of sales, three sales managers, and support stafr. 

Responsible for group and transient/leisure rooms marketing. 

Managed local marketing efforts for t, ... ·o restaurants, action lounge, and health club. 

Managed advertising agency and public relations agency. 

Developed and administered budget. 

MARRIOTT DALLAS NATIONAL SALEJ':l OFFICE 

No tional Sales Manager 1981-1983 

Responsible for setting up the office structure and sales ofrice systems. 

Hired, trained, and developed manpower for the office. 

Dcveiopcd and administered office budget for eXlJcnses and producti\)n. 

Organized trade shows and special events. 

Developed new accounts and maintained existing accounts in the corporate, national 
association, and travel industry markels. 

Supervised salespeople calling on travel industry, national association, and corporate 
accoun ts. 



; 

• 

MARRIOTT LOS ANGELES NATIONAL SALES OFFICE 

Regional SaJes Manager 1979-198J 

Managed corporate and national association accounts in Los Angeles, Northern 
California, Washington, and Oregon representing all Marriott hotels and resorts. 

Handled remote pre-sales for the Seattle Marriott Hotel and the Albuquerque Marriott 
Hotel. ", 

DALLAS MARRIOTT--MARKET CENTER 

Sales Manager 1977-1979 

Contacted, booked and handled in-house service of 3('counts.(in the n3 tiona 1 and Zl!\t~ .~ 
associations, corporate, and military market segments. 

Worked with transient programs for corporate and military market segments. 

EL CI-IICO CORPORATION 

Ivferchandising Manager 1976-1977 

Developed, implemented, and analyzed consumer preference surveys and site selection 
surveys. 

Member of team which researched and compiled a standardized recipe book for EI 
Chico restaurants and test. marketed proposed food items. 

Member of team which wrote training manual and trained service personnel a t new 
and existing restaurants. 

EDUCATION: 

B.A., Business, Trinity University (San Antonio, TX), 1976 Cum La ude 



The I' 
Computer! 
Museum , 
300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

Memorandum 

April 7, 1994 DAlE: 

10: Executive Committee 

FROM: 

SUBJECT: 

Oliver Strimpel 

April 13 Meeting 

Enclosed please find the agenda for our next meeting on Wednesday, April 13. 
The meeting, which starts at 8:00 a.m., will be held in the Skyline Room on the 
sixth floor. 

Among items to be discussed are the role of Overseers, the Museum's California 
office, and the Museum's current financial situation. To facilitate discussion of the 
two latter topics, I enclose separate memos containing more information. 

Please note that the May Executive Committee meeting is Monday. May 16. from 
8:00 a.m. to 10:00 a.m. 

Please call or e-mail Mary McCann (ext 372; McCann@tcm.org) to tell her whether 
you will attend the meeting. 

I look forward to seeing you on next Wednesday. 

Enclosures: 
• Agenda 
• Attendance figures 
• Memo re: California office 
• Memo re: Current finances 



TO: 

From: 

Date: 

Executive Committee 

Oliver Strimpel 

April 6, 1994 

Notes on Operatin&fFund Nine-Month Financials (attached) 

As of 3/31/94, the Museum's Operating Fund net revenues are $124K below budget 
compared to $36K below budget as of 2/28/94. 

Major contributors to this situation include the Clubhouse, The Computer Bowl, Exhibit 
Development, Exhibit Sales, Corporate Membership, and General Management. 

The Clubhouse is contributing less overhead to the Museum's operating fund bottom line 
because the expenditures are below budget, and overhead is 18% of expenditures. 

The Computer Bowl year-end projection is unchanged; we are experiencing slower-than­
budgetted revenues. 

Exhibit Development: Revenues and expenses for a second temporary exhibit (which was 
to be Harold Cohen's painting robot) were budgetted. This is showing up as a net loss at 
this stage, but will be a wash at year end. 

Exhibit Sales: Continuing shortfall owing to same reasons given last month. 

Corporate Membership: Delay in hiring staff person is affecting revenues. Finalists being 
interviewed. Projecting to make budget by year end. 

General Management: Miscellaneous factors, most of which are timing issues. 

*** 

The fmancials were just completed today, and we are sending them out now without year­
end forecasts to give you time to absorb them. Revised forecasts for year end will be 
presented at the Executive Committee meeting. 

We are very concerned about preserving a surplus for the FY94 operating fund activity, 
and are redoubling our efforts to increase revenues and manage expenses. I will be 
presenting the approaches we have developed at the Executive Committee meeting, and I 
look forward to your input. 



04/06/94 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

9 Months Ending 03/31/94 

OPERATING OPERATING ANNUAL 
FY94 FY93 CAPITAL/EXHIBIT ENDOWMENT COMBINED $ BUDGET 

Actual Budget Actual Actual Budget Actual Budget Actual Budget VARIANCE FY94 
-------------------- ---------- ------------------------------------ --------------------- -------- ----------- . 

SuPPORT/REVENUE D. e.c ~ Bf' 

Restricted support: 
clubhouse 4'l. 186,480 1M- 261,825 11 S ~7 27,947 186,480 261,825 -75,345 287,900 
Exhibit Related 49,900 72,800 24,581 95,153 471,000 145,053 543,800 -398,747 732,000 
Govt & Foundation 10,286 41,391 10,286 10,286 
Endowment 

Unrestricted support: 
capital campaign 151,428 435,200 151,428 435,200 -283,772 726,200 
corporate Membership 127,025 139,400 132,750 127,025 139,400 -12,375 205,000 
Foundation 24,180 1,000 24,180 24,180 
computer Bowl '1..1<6 256, 550 ~'1i' 308,400 '1.'1 '1.7'1 254,450 256,550 308,400 -51,850 388,000 
Membership Fund 136,047 131,580 98,955 136,047 131,580 4,467 178,000 

Admission 356,778 375,539 343,643 356,778 375,539 -18,761 536,841 
Store '2S 198,469 1/3 240,926 '2.IQ 2- 1 164,528 198,469 240,926 -42,457 332,395 
Functions ~"" ,0 134,411 CO!- 95,480 51 4-4-108,935 134,411 95,480 38,931 140,352 
Exhibit Sales Q - ID 17 ,997 ?-~K' 60,000 %1{ ~S 44,240 17,997 60,000 -42,003 90,000 
other: 

~ Interest Income 5,200 2,348 3,070 4,680 5,546 9,880 -4,334 12,000 
Rental Income 5,950 4,000 
Program Income 1,800 6,092 1,800 -1,800 2,500 
collections 200 3,000 3,732 200 3,000 -2,800 4,000 

TOTAL SuPPORT/REVENUE 1,500,799 1,695,950 1,260,542 246,581 906,200 3,070 4,680 1,750,450 2,606,830 -856,380 3,639,188 

EXPENSES 

Exhibit Development 44,472 76,925 11,134 131,655 324,306 176,127 401,231 -225,104 580,485 
Exhibit Maint/Enhancement 40,257 32,047 52,424 1,917 19,943 42,174 51,990 -9,816 69,578 
Exhibit Sales/Kits 28,273 35,220 47,615 28,273 35,220 -6,947 52,610 
collections 49,004 46,760 45,948 49,004 46,760 2,244 62,400 
Education & Admission 195,943 219,604 195,468 195,943 219,604 -23,661 292,570 
Clubhouse dit® 175,625 23,289 144,193 175,625 -31,432 236,000 
Marketing 93,18 177,255 126,964 193,180 177,255 15,925 229,190 
Public Relations 73,092 70,111 59,861 73,092 70,111 2,981 93,334 
Store 173,511 202,156 154,108 173,511 202,156 -28,645 268,932 
Functions 64,297 51,051 49,111 64,297 51,051 13,246 69,402 
Computer Bowl 37,775 28,875 22,543 37,775 28,875 8,900 135,324 
Fundraising 42,029 48,915 40,486 93,458 164,699 135,487 213,614 -78,127 286,585 
Membership Fund 36,752 62,730 23,557 36,752 62,730 -25,978 83,611 
Museum Wharf 

op EXp 227,668 226,503 222,698 227,668 226,503 1,165 302,000 
Mortgage 95,870 95,867 95,870 95,867 3 126,977 

General Management 199,001 166,496 170,566 199,001 166,496 32,505 213,271 

TOTAL EXPENSE 1,549,447 1,620,273 1,245,772 322,900 604,815 1,872,347 2,225,088 -352,741 3,102,269 

NET REVENUE -48,648 75,677 14,770 -76,319 301,385 3,070 4,680 -121,897 381,742 -503,639 536,919 



04/06/94 

03/31/93 
ACTUAL 

REVENUES: 

clubhouse 27,947 
Exhibit Related 24,581 
Govt & Foundation 41,391 
corporate Membership 133,750 
computer Bowl 254,450 
Membership Fund 98,955 
Admissions 343,643 
store 164,528 
Functions 108,935 
Exhibit Sales 44,240 
Interest Income 2,348 
other 15,774 

Total Revenues 1,260,542 

EXPENSES: 

Exhibits Development 11,134 
Exhibits Maintenance 52,424 
Exhibit sales 47,615 
Collections 45,948 
Education & Admissions 195,468 
Clubhouse 23,289 
Marketing 126,964 
Public Relations 59,861 
store 154,108 
Functions 49,111 
computer Bowl 22,543 
Fundraising 40,486 
Membership Fund 23,557 
Musuem Wharf 222,698 
General Management 170,566 

-------
Total Expenses 1,245,772 

NET REVENUES(EXPENSES) $14,770 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

OPERATING FUND 

FOR THE EIGHT MONTHS ENDED 
---------03/31/94---------

ACTUAL BUDGET VARIANCE 

$186,480 261,825 -75,345 
49,900 72,800 -22,900 

$34,466 34,466 
$127,025 139,400 -12,375 
$256,550 308,400 -51,850 
$136,047 131,580 4,467 
$356,778 375,539 -18,761 
$198,469 240,926 -42,457 
$134,411 95,480 38,931 

$17,997 60,000 -42,003 
$2,476 5,200 -2,724 

200 4,800 -4,600 
--------- --------- -------
1,500,799 1,695,950 (195,151) 

44,472 76,925 -32,453 
40,257 32,047 8,210 
28,273 35,220 -6,947 
49,004 46,760 2,244 

195,943 219,604 -23,661 
144,193 175,625 -31,432 
193,180 177,255 15,925 
73,092 70,111 2,981 

173,511 202,156 -28,645 
64,297 51,051 13,246 
37,775 28,875 8,900 
42,029 48,915 -6,886 
36,752 62,730 -25,978 

227,668 226,503 1,165 
199,001 166,496 32,505 
------- ------- ---------

1,549,447 1,620,273 -70,826 

($48,648) 75,677 -124,325 

PERCENT FY94 
BUDGET 

-29' 287,900 
-31' 100,000 
100' 
-9' 205,000 

-17' 388,000 
3\ 178,000 

-5' 536,841 
-18\ 332,395 
41' 140,352 

-70' 90,000 
-52' 7,000 
-96\ 10,500 

-------
-12' 2,275,988 

-73' 102,730 
20' 43,250 

-25' 52,610 
5' 62,400 

-12' 292,570 
-22' 236,000 

8\ 229,190 
4' 93,334 

-17' 268,932 
21\ 69,402 
24\ 135,324 

-16' 64,854 
-71' 83,611 

1\ 302,000 
16\ 213,271 

--------
-5' 2,249,478 

-2 26,510 



04/06/94 THE COMPUTER MUSEUM 
BALANCE SHEET 

03131194 
COMBINED 

OPERATING CAPITAL PLANT ENDOWMENT TOTAL TOTAL 
FUND FUND FUND FUND 03131/94 6130193 

ASSETS: 

Current: 
Unrestricted Cash $150,061 $3,070 $153,131 $259,423 
Restricted Cash 250 , 000 $250,000 250,000 
Cash Equivalents 167 
Investments 2,074 $2,074 2,074 
Receivables 109,048 $109,048 48,868 
Inventory 49,714 $49,714 49,137 
Prepaid Expenses 9,865 $9,865 9,143 
Interfund Receivable 3,070 273,963 $277,033 123,310 

--------- --------- - - ------- --------- --------- ---------
Total current Assets $323,832 $273,963 $253,070 $850,865 $742,122 

Property & Equipment: 
Equipment & Furniture $260,327 $260,327 $260,327 
capital Improvements 938,338 938,338 938,338 
E xhibits 4,079,698 4,079,698 4,079,698 
Construction in Process 52,908 52,908 52,908 
Land 18,000 18,000 18,000 
Less Accum. Depreciation (2,962,311) (2,962,311) (2,962,311) 

--------- --------- --------- --------- --------- ---------
Net Property & Equipment $52,908 $2,334,052 $2,386,960 $2,386,960 

TOTAL ASSETS $323,832 $326,871 $2,334,052 $253,070 $3,237,825 $3,129,082 
========== ========== ====:a:::===== ========= z=:=z_== __ =_ --=-------

LIABILITIES AND FUND 
BALANCES : 

Current: 
Accounts payable $26,005 $6,610 

c-C.I..U..e.iLE x ense 24,426 8,7.12. 
fer red 153,576 225,066 

Interfun 273,963 3,070 
--------- --------- --------- ---------

Total Current Liabilities $477,970 $240,386 $3,070 718,356 $490,792 

Fund Balances: 
operating ($154,138) (154,138) ($108,566) 
Capital 86,485 86,485 162,804 
Endowment 250,000 250,000 250,000 
plant 2,334,052 2,334,052 2, 3 34,052 

--------- --- ------ - -------- -- ------- --------- ---------
Tota 1 Fund Balances ($154,138) $86,485 $2,334,052 $250,000 $2,516,399 $2,638,290 

TOTAL LIABILITIES AND 
FUND BALANCES $323,832 $326,871 $2,334,052 $253,070 $3,237,825 $3,129,082 

=========c: -====cz:::==== ==== = ===-= = ===-===== ===-=--=- =- ----------



The 
Computer 
Museum 
300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

Agenda 

The Computer Museum 
EXECUTIVE COMMITTEE MEETING 

April 13, 1994 
8:00 a.m. - 10:00 a.m. 

1. Operations Update 

2. California Office 

3. The Role of Overseers 



The Computer Museum 
Number of Attendance: FY 93 and 94 
People 
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Weekly Comparison 
1994 vs. 1993 

1994 
Mar 28-Apr 3 

The Computer Museum 
Admissions Report 
04-APR-1994 

1993 
Mar 29-Apr 4 Change Change 

------------------------------------------------------------~---------------

Adults 1266 
Children 1285 
Infants 66 
Seniors 40 

TOTAL PEOPLE 2657 

TOTAL REVENUE $11,392 

Monthly Comparison 1994 
1994 vs. 1993 Mar 1-31 

Adults 4124 
Children 3421 
Infants 243 
Seniors 132 

TOTAL PEOPLE 7920 

TOTAL REVENUE $32,146 

FYTO- Thru Apr 3 FY 94 Actual FY 

TOTAL PEOPLE 82632 

TOTAL REVENUES $359,862 

1024 
1040 

43 
24 

2131 

$8,382 

1993 
Mar 1-31 

3200 
3535 

118 
78 

6931 

$26,398 

94 Budget 

89858 

$381,183 

242 23.6% 
245 23.6% 

23 53.5% 
16 66.7% 

526 24.7% 

$3,010 35.9% 

Change Change 

... -:-
924 28.9% 

-114 -3.2% 
125 105.9% 

54 69.2% 

989 14.3% 

$5,748 21.8% 

FY 93 Actual 

83397 

$343,248 



Charter: 

The Computer Museum 
Compensation/Human Resources Committee 

This operating committee of the Board works with the Museum's Director of 
Administration, providing guidance in the following areas, among others: 

• Determine annual pay guidelines for staff 

• Review the Museum's benefits package periodically, 
in whole or in part as needed; 

• Offer input and counsel on policies/issues relating to 
compensation and human resources 

4113/94 



Memorandum 

April 7, 1994 DAlE: 

10: Executive Committee 

FROM: 

SUBJECT: 

Oliver Suimpel 

California Office 

Comparative Budf:el 
The attached sheet shows comparative estimates for carrying out four Museum 
activities in California as opposed to Boston for FY95. 

I recommend the following staffing and reporting structure for the West Coast Office: 

Staffm& 
• Director of West Coast Office (full time; Carol Welsh) 

~ Administrative Assistant (part time, paid hourly, reporting to Director of West 
Coast Office) 

Re.portin& Relationship to Museum's Or&anization 
• The Director of the West Coast Office reports to the Executive Director. 

• Dotted-line reporting relationships exist on a project-by-project basis: 

Computer Bowl & Auctions: 

Kids Software Guide: 

Exhibit Fundraising: 

Computer Bowl Chair 

Education Director 
Madceting Director 
Publications Board Chair 

Development Director 
Exhibits Director 



4/6/94 

1 --, 



04/06/94 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

9 Months Ending 03/31/94 

OPERATING OPERATING ANNUAL 
Fy94 FY93 CAPITAL/EXHIBIT ENDOWMENT COMBINED $ BUDGET FORECAST 

Actual Budget Actual Actual Budget Actual Budget Actual Budget VARIANCE FY94 FY~4 
-------------------- ---------- ------------------------------------ --------------------- -------- --------------------

SUPPORT/REVENUE 

Restricted support: ,,/\,'I.- \,11.:1 
Clubhouse 186,480 261,825 27,947 186,480 261,8~5 -75,345 287,900 286,000 
Exhibit Related 49,900 72,800 24,581 95,153 471,000 145,053 543,800 -398,747 732,000 509,900 
Govt & Foundation 10,286 41,391 10,286 10,286 10,286 
Endowment 

unrestricted Support: 
Capital campaign 151,428 435,200 151,428 435,200 -283,772 726,200 352,050 
Corporate Membership 127,025 139,400 132,750 127,025 139,400 -12,375 205,000 192,725 
Foundation 24,180 1,000 24,180 24,180 24,180 
Computer Bowl 256,550 308,400 254,450 256,550 308,400 -51,850 388,000 388,000 
Membership Fund 136,047 131,580 98,955 136,047 131,580 4,467 178,000 178,000 

Admission 356,778 375,539 343,643 356,778 375,539 -18,761 536,841 520,000 
store 198,469 240,926 164,528 198,469 240,926 -42,457 332,395 275,000 
Functions 134,411 95,480 108,935 134,411 95,480 38,931 140,352 160,000 
Exhibit sales 17,997 60,000 44,240 17,997 60,000 -42,003 90,000 35,000 -S-
Other: 

Interest Income 2,476 5,200 2,348 3,070 4,680 5,546 9,880 -4,334 12,.000 3,000 
Rental Income 5,950 4,000 
Program Income 1,800 6,092 1,800 -1,800 2,500 200 
collections 200 3,000 3,732 200 3,000 -2,800 4,000 350 

TOTAL SUPPORT/REVENUE 1,500,799 1,695,950 1,260,542 246,581 906,200 3,070 4,680 1,750,450 2,606,830 -856,380 3,639,188 2,934,691 

'....." 
EXPENSES " 

Exhibit Development 44,472 76,925 11,134 131,655 324,306 176,127 401,231 -225,104 580,485 441,500 
Exhibit Maint/Enhancement 40,257 32,047 52,424 1,917 19,943 42,174 51,990 -9,816 69,578 52,00,0 
Exhibit Sales/Kits 28,273 35,220 47,615 28,273 35,220 -6,947 52,610 40,000 
collections 49,004 46,760 45,948 49,004 46,760 2,244 62,400 64,000 
Education & Admission 195,943 219,604 195,468 195,943 219,604 -23,661 292,57.0 269,000 
clubhouse 144,193 175,625 23,289 144,193 175,625 -31,432 236,000 225,000 
Marketing 193,180 177,255 126,964 193,180 177,255 15,925 229,190 245,000 
Pub~ic Relations 73,09"2 70,111 59,861 73,092 70,111 2,981 93,334 91,455 
Store 173,511 202,156 154,108 173,511 202,156 -28,645 268,932 219,559 
Functions, 64,297 51,051 49,111 64,297 51,051 13,246 69,402 78,600 
computer Bowl 37,775 28,875 22,543 37,775 28,875 8,900 135,324 135,100 
Fundraising 42,029 48,915 40,486 93,458 164,699 135,487 213,614 -78,127 286,585 140,000 
Membership Fund 36,752 62,730 23,557 36,752 62,730 -25,978 83,611 59,000 
Museum Wharf 

op EXp 227,668 226,503 222,698 227,668 226,503 1,165 302,000 316,923 
Mortgage 95,870 95,867 95,870 95,867 3 126,977 126,977 

General Management- 199,001 166,496 170,566 199,001 166,496 32,505 213,271 248,000 

TOTAL EXPENSE 1,549,447 1,620,273 1,245,772 322,900 604,815 1,872,347 2,225,088 -352,741 3,102,269 2,752,114 

NET REVENUE -48,648 75,677 14,770 -76,319 301,385 3,070 4,680 -121,897 381,742 -503,639 536,919 182,577 



04/06/94 'i THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

OPERATING FUND 

, , 

JrU l( 'rill': I': 1 UlI'l' MUN'l'lW I':NUI!U 

03/31/93 ---------03/31/94---------
ACTUAL ACTUAL BUDGET VARIANCE PERCENT FY94 FY94 

REVENUES: BUDGET FORECAST 

clubhouse 27,947 $186,480 261,825 -75,345 -29\ 287,900 286,000 
Exhibit Related 24,581 49,900 72,800 -22,900 -31\ 100,000 59,900 
Govt & Foundation 41,391 $34,466 34,466 100\ 34,466 
corporate Membership 133,750 $127,025 139,400 -12,375 -9\ 205,000 192,725 
computer Bowl 254,450 $256,550 308,400 -51,850 -17\ 388,000 388,000 
Membership Fund 98,955 $136,047 131,580 4,467 3\ 178,000 178,000 
Admissions 343,643 $356,778 375,539 -18,761 -5\ 536,841 520,000 
Store 164,528 $198,469 240,926 -42,457 -18\ 332,395 275,000 
Functions 108,935 $134,411 95,480 38,931 41\ 140,352 160,000 
Exhibit sales 44,240 $17,997 60,000 -42,003 -70\ 90,000 35,000 
Interest Income 2,348 $2,476 5,200 -2,724 -52\ 7,000 3,000 
other 15,774 200 4,800 -4,600 -96\ 10,500 550 

--------- --------- ------- ------- -------
Total Revenues 1,260,542 1,500,799 1,695,950 (195,151) -12\ 2,275,988 2,132,641 

EXPENSES: 

Exhibits Development 11,134 44,472 76,925 -32,453 -73\ 102,730 60,000 
.Exhibits Maintenance 52,424 40,257 32,047 8,210 20\ 43,250 52,000 
Exhibit sales 47,615 28,273 35,220 -6,947 -25\ 52,610 40,000 
Collections 45,948 49,004 46,760 2,244 5\ 62,400 64,000 
Education & Admissions 195,468 195,943 219,604 -23,661 -12\ 292,570 269,000 
clubhouse 23,289 144,193 175,625 -31,432 -22\ 236,000 225,000 
Harke>ting 126,9{;4 191,lRO 177,255 15,925 "'I. 229,190 245,000 
Public Relations 59,861 73,092 70,111 2,981 4\ 93,334 91,455 
store 154,108 173,511 202,156 -28,645 -17\ 268,932 219,559 
Functions 49,111 64,297 51,051 13,246 21\ 69,402 78,600 
computer Bowl 22,543 37,775 28,875 8,900 24\ 135,324 135,100 
Fundraising 40,486 42,029 48,915 -6,886 -16\ 64,854 58,000 
Membership Fund 23,557 36,752 62,730 -25,978 -71\ 83,611 50,000 
Musuem Wharf 222,698 227,668 226,503 1,165 1\ 302,000 316,927 
General Management 170,566 199,001 166,496 32,505 16\ 213,271 234,000 

------- ------- ------- --------- -------- --------
Total Expenses 1,245,772 1,549,447 1,620,273 -70,826 -5\ 2,249,478 2,138,641 

NET REVENUES(EXPENSES) $14,770 ($48,648) 75,677 -124,325 -2 26,510 -6,000 



04/06/94 

ASS!::'l'S: 

current: 
Unrestricted cash 
Jte.stricted Cash 
Cash Equivalents 
Investments 
Receivables 
Inventory 
Prepaid Expenses 
Interfund Receivable 

Total Current Assets 

Property & Equipment: 
" Equipment & Furniture 

capital Improvements 
Exhibi ts . 
Construction in Process 
Land 
Less Accum. Depreciation 

Net property & Equipment 

TOTAL ASSETS 

LIABILITIES AND FUND 
nlll.AtlC:I~:1 : 

Current: 
Account~ r"y"hl~ 

Acctuou r.XPOII"" 
Deferred rn~ome 
rnterfund Payable 

Total Current Liabilities 

Fund Balances: 
Operating 
capital 
Endowment 
Plant 

Total Fund Balances 

TOTAL LIABILITIES AND 
FUND BALANCES 

OPERATING 
FUND 

5150,061 

2,074 
109,048 

49,714 
9,865 
3,070 

5323,832 

5323,832 

153,576 
273,963 

5477,970 

(5154,138) 

'(5154,138) 

$323,832 

THE COMPUTER MUSEUM 
BALANCE SHEET 

03131/94 

CAPITAL 
FUND 

273,963 

5273,963 

52,908 

PLANT 
FUND 

$260,327 
938,338 

4,079,698 

18,000 
(2,962,311) 

552 , 908 $ 2 ,~4 , 052 

5326,871 $2,334,052 

-:: r. ~ (, 1 n 
U, I III 

225,066 

$240,386 

86,485 

2,334,052 

$86,485 52,334,052 

$326,871 52,334,052 
========== ========-= ========== 

ENDOWMENT 
FUND 

53,070 
250,000 

5253,070 

COMBINEO 
TOTAL TOTAL 
03/31/94 6130193 

$153,131 
$250,000 

$2,074 
$109,048 

$49,714 
$9,865 

$277,033 

$850,865 

$260,327 
938,338 

4,079,698 
52,908 
18,000 

(2,962,311) 

$259,423 
250,000 

167 
2,074 

48,868 
49,137 
9,143 

123,310 

5742,122 

$260,327 
938,338 

4,079,698 
52,908 
18,000 

(2,962,311) 

52,386,960 $2,386,960 

$253,070 53,237,825 $3,129,082 

3,070 

$3,070 

250,000 

$17.,(>1" 
JJ,lJo 

n,8, 64 2 
273,963 

718,356 

(154,138) 
86,485 

250,000 
2,334,052 

$109,006 
b J, ~:>"' 

194,919 
123,310 

$490,792 

($108,566) 
162,804 
250,000 

2,334,052 

5250,000 52,516,399 $2,638,290 

5253,070 53,237,825 53,129,082 



May 11.1994 

Executiye Committee Meetina 

8-10 am May 19 
6th floor conference room 

AGENDA 

Operations Update 

Computer Bowl and Auctions Report 

FY95 Budget Presentation & Discussion 

Nominating Committee Report & Discussion of the Role of the Overseers 

Long-Range Plan 

The Computer Museum 



The 
Computer 
Museum 
300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

DAlE: 

10: 

FROM: 

SUBJECf: 

Memorandum 

May 13,1994 

Executive Committee 

Oliver Strimpel 

FY95 Budget & Ten-Month Financials 

Please find enclosed a draft FY95 budget package. The budget has been revised 
following input from the Finance Committee meeting yesterday. 

Also enclosed are the ten-month financials, which include our revised year-end 
projections. Note that we are now projecting a $22,563 surplus, thanks in large 
measure to the stellar performance of the Bowl and live auction, and to the allocation 
of 18 percent of Networked Planet expense to the Operating Fund as overhead. 

I look forward to seeing those of you can attend our meeting next Thursday. 



weekly Comparison 
1994 vs.' 1993 

1994 
Apr 1-A.pr 30 

The Computer Museum 
Admissions Report 
03 .... M1W-1994 

.1993 . 
Apr.: 1-Ap,r 30 Change Change 

--------~------------~----------------~-------------~-----------------------

Adults 
Children 
Infants 
Seniors 

TOTAL PEOPLE 

TOTAL REVENUE 

Monthly Comparison 
1994 vs. 1993 

5614 
5927 

274 
170 

11985 

$46,586 

1994 
Apr 1-30 

5629 
5753 
~08 
203 

11893 

$50,137 

1993 
Apr 1-30 

-15 
174 . 
-34 
-33 

92 

-$3,.551 

Change 

-0.3% 
, 3.0%. 

-11.0% 
-16.3% 

0.8% 

...,7.1% 

Change 
----------------------------------------------------------------------------

Adults 
Children 

Infants 
Seniors 

TOTAL PEOPLE' 

TOTAL REVENUE 

FYTD Thru Apr 30 

,TOTAL PEo.PLE 

TOTAL ~EVENUES 

FY 

5614 
5927 

274 
170 

11985 

$46,586 

94 Actual 

93285 

$400,490 

FY 

~, 

5629 
5753 

308 
203 

11893 

$50,137 

94 Budget 

101549 

$431,983 

FY 

-15 
174 
-34 
-33 

92 

-$3,551 

93 Actual 

93947 

$388,156 

-0.3% 
3.0% 

-11.0% 
-16.3% 

0.8% 

-7.1% 



... 

The Computer Museum 
Total Visitors: Thru April, . FY 94 

20000-r-----~-----------....., 

10000 
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Bad Winter 

• FY92 
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II FY 94 
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L 

<t 
05/11/94 1-SCl 

,y ~.3 
., THE COMPUTER MUSEUM --==j5O 
I STATEMENT OP REVENUE & EXPENSE 
I 10 Month Ending 04/30/94 t '2- 5 Cl 

.) 
SO OPERATING OPERATING ANNUAL 

PY94 PY93 CAPITAL/EXHIBIT ENDOWMENT COMBINED $ BUDGET FORECAST , 
ACtual Budget ACtual 'ACtual BUdget ACtual Budget ACtual BUdget VARIANCE PY94 PY94 '1S 

-------------------- ---------- ------------------------------------ .--------------------- -------- --------------------
SUP~~t~e 
Restricted support: t-IS-i(' 

clubhouse 202,667 270,525 38,030 202,667 270,525: -67,858 287,900 249,500 
Exhibit Related 68,363 82,000 24,581 103,590 524,000 171,953 606,000 -434,047 732,000 526,363 
Govt & poundation 2,982 41,391 2,982 2,982 10,286 
Endowment 

unrestricted support: 
capital campaign 151,428 474,200 151,428 474,200 -322,772 726,200 352,050 
corporate Membership 152,525 153,750 154,750 152,525 153,750 -1,225 205,000 192,725 
Poundation 24,180 1,000 24,180 24,180 24,180 
computer Bowl 294,125 358,800 298, 1{)0 ~ ').:11 294,125 358,800 -64,675 388,000~1S1 438,000 f-">Ol .\.').4-7 
Membership Fund 153,220 150,440 113,768 153,220 150,440 2,780 178,000 178,000 

Admission 404,767 431,983 393,798 404,767 431,983 -27,216 536,841 510,000 
+6"0\( store 221,262 272,330 186,658 .\-1,,1( 221,262 272,330 -51,068 332,395-J.,~ 260,000 .}4<> 

Functions 154,034 106,480 120,773 H~,(, 154,034 106,480 47,554 140,352 .\-1 I 160,000 }-<t~ ~W~ 
Exhibit sales 17,997 70,000 49,240 -\ 17,997 70,000 -52,003 90, OOO:J-~'l.i 35,000 -1> .. \~ 
other: 

Interest Income 2,465 5,800 2,719 3,315 4,680 5,780 10,480 -4,700 12,000 3,000 
Rental Income ,.5,950 4,000 
program Income 2,000 6,092 2,000 -2,000 2,500 200 
collecttons 1 ' 350 3,300 4,413 350 3,300 -2,950 4,000 350 
llflk-e.. ....... ,".A }'i?K 

TOTAL SUPPORTIBEvENUE 1,698,937 1,907,408 1,441,263 255,018 998,200 3,315 4,680 1,957,270 2,910,288 -953,018 3,639,188 2,939,654 

EXPENSES 

Exhibit Development 50,019 85,395 30,135 163,759 375,350 213,778 460,745 -246,967 580,485 441,500 
Exhibit Maint/Enhancement 49,498 35,740 55,436 2,064 22,160 51,562 57,900 -6,338 69,578 52,000 
Exhibit sales/.Kits 32,086 41,080 50,376 32,086 41,080 -8,994 52,610 38,000 
collections 54,024 51,950 50,876 54,024 51,950 2,074 62,400 64,000 
Education & Admission 215,352 244,012 213,575 215,352 244,012 -28,660 292,570 260,000 
clubhouse 156,899 196,140 29,254 156,899 196,140 -39,241 236,000 191,900 
Marketing 206,093 192,680 136,944 206,093 192,680 13,413 229,190 245,000 
Public Relations 78,257 77,916 65,983 78,257 77,916 341 93,334 91,455 
Store 191,058 224,804 170,268 191,058 224,804 -33,746 268,932 219,559 
Functions 70,957 56,791 52,776 70,957 56,791 14,166 69,402 78,600 
computer Bowl 61,956 33,230 27,438 61,956 33,230 28,726 135,324, 137,600 
Fundraising 49,214 54,345 42,297 105,736 181,331 ,154,950 235,676 -80,726 286,585 140,000 
Membership Fund 40,600 69,700 26,171 " 40,600 69,700 -29,100 83,611 . 50,000 
Museum Wharf 

Op EXp 255,239 251,670 246,698 255,239 251,670 3,569 302,000 316,923 
Mortgage 106,286 106,283 106,286 106,283 3 126,977 126,977 

General Management 220,589 181,970 189,917 220,589 181,970 38,619 213,271 262,000 

'l'O'rAL EXPENSE 1,731,841 1,797,423 1,388,144 377,845 685,124 2,109,686 2,482,547 -372,861 3,102,269 2,715,514 

NET REVENUE -32,904 109,985 53,119 -122,827 313,076 3,315 4,680 -152,416 427,741 -580,157 536,919 224,140 



05/11/94 

04/30/93 
ACTUAL 

REVENUES: 

Clubhouse 38,030 
Bxhibi t Related 24,581 
Govt & poundation 42,391 
Corporate Membership 154,750 
computer Bowl 298,100 
Membership Pund 113,768 
Admissions 393,798 
store 186,658 
punctions 120,773 
Exhibit sales 49,240 
Interest Income 2,719 
other 16,455 

Total Revenues 1,441,263 

EXPENSES: 

Exhibits Development 30,135 
Exhibits Maintenance 55,436 
Exhibit sales 50,376 
collections 50,876 
Education & Admissions 213,575 
Clubhouse 29,254 
Marketing 136,944 
public Relations 65,983 
store 170,268 
punctions 52,776 
computer Bowl 27,438 
pundraising 42,297 
Membership pund 26,171 
Musuem Wharf 246,698 
General Management 189,917 

-------
Total Expenses 1,388,144 

NET REVBNUES(BXPBNSES) $53,119 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

OPERATING FUND 

POR THE TEN MONTHS ENDED 
---------04/30/94---------

ACTUAL BUDGET VARIANCE 

$202,667 270,525 -67,858 
68,363 82,000 -13,637 

$27,162 27,162 
$152,525 153,750 -1,225 
$294,125 358,800 -64,675 
$153,220 150,440 2,780 
$404,767 431,983 -27,216 
$221,262 272,330 -51,068 
$154,034 106,480 47,554 

$17,997 70,000 -52,003 
$2,465 5,800 -3,335 

350 5,300 -4,950 
--------- --------- -------
1,698,937 1,907,,408 (208,471) 

50,019 85,395 -35,376 
49,498 35,740 13,758 
32,086 41,080 -8,994 
54,024 51,950 2,074 

215,352 244,012 -28,660 
156,899 196,140 -39,241 
206,093 192,680 13,413 
78,257 77,916 341 

191,058 224,804 -33,746 
70,957 56.,791 14,166 
61,956 33,230 28,726 
49,214 54,345 -5,131 
40,600 69,700 -29,100 

255,239 251,670 3,569 
220,589 181,970 38,619 
------~ ------- ---------

1,731,841 1,797,423 -65,582 

($32,904) 109,985 -142,889 

PERCENT PY94 PY94 
BUDGET PORECAST 

-25\ 287,900 249,500 
-17\ 100,000 86,363 
100' 34,466 
-1\ 205,000 192,725 

-18\ 388,000 438,000 
2' 178,000 178,000 

-6' 536,841 510,000 
-19' 332,395 260,000 
45' 140,352 160,000 

-74\ 90,000 35,000 
-58' 7,000 3,000 
-93' 10,500 550 

------- -------
-11' 2,275,988 2,147,604 

-71' 102,730 60,000 
28' 43,250 52,000 

-28' 52,610 38,000 
4' 62,400 64,000 

-13' 292,570 260,000 
-25' 236,000 191,900 

1, 229,190 245,000 
0' 93,334 91,455 

-18' 268,932 219,559 
20' 69,402 78,600 
46' 135,324 137,600 

-10' 64,854 58,000 

-72' 83,611 50,000 
1\ 302,000 316,927 

18' 213,271 262,000 
-------- --------

-4\ 2,249 ,.478 2,125,041 

-1 26,510 22,563 



II 

05/11/94 

ASSETS: 

Current: 
unrestricted Cash 
Restricted cash 
Cash Equivalents 
Investments 
Receivables 
Inventory 
Prepaid Expenses 
Interfund Receivable 

Total Current Assets 

property , Equipment: 
Equipment' Furniture 
capital Improvements 
Exhibits 
Construction in Process 
Land 
Less Accum. Depreciation 

Net Property , Equipment 

TOTAL ASSETS 

LIABILITIES AND FUND 
BALANCES: 

Current: 
Accounts payable 
Accrued Expense 
Deferred Income 
Interfund payable 

Total current Liabilities 

Fund ilalances: 
operating 
capital 
Endowment 
Plant 

Total Fund Balances 

TOTAL LIABILITIES AND 
FUND BALANCES 

OPERATING 
FUND 

$368,600 

2,074 
212,770 

45,840 
18,087 

3,315 

$650,686 

$650,686 

$32,908 
37,588 

142,518 
575,850 

$788,864 

($138,178) 

($138,178) 

$650,686 

THE COMPUTER MUSEUM 
BALANCE SHEET 

04/30/94 

CAPITAL 
FUND 

575,850 

$575,850 

52,908 

PLANT 
FUND 

$260,327 
938,338 

4,079,698 

18,000 
(2,962,311) 

$52,908 $2,334,052 

$628,758 $2,334,052 

$6,601 
8,710 

573,470 
_l. ______ _ 

$588,781 

39,977 

2,334,052 

$39,977 $2,334,052 

$628,758 $2,334,052 

ENDOWMENT 
FUND 

$3,315 
250,000 

COMBINED 
TOTAL TOTAL 
04/30/94 6/30/93 

$371,915 
$250,000 

$2,074 
$212,770 

$45,840 
$18,087 

$579,165 

$259,423 
250,000 

167 
2,074 

48,868 
49,137 
9,143 

123,310 

$253,315 $~,479,851 $742,122 

$260,327 
938,338 

4,079,698 
52,908 
18,000 

(2,962,311 ) 

$260,327 
938,338 

4,079,698 
52,908 
18,000 

(2,962,311) 

$2,386,960 $2,386,960 

$253,315 $3,866,811 $3,129,082 a________ _a________ _ ________ _ 

3,315 

$3,315 

250,000 

$39,509 
46,298 

715,988 
575,850 

1,377,645 

(138,178) 
39,977 

250,000 
2,334,052 

$109,006 
63,557 

194,919 
123,310 

$490,792 

($108,566) 
162,804 
250,000 

2,334,052 

$250,000 $2,485,851 $2,638,290 

$253,315 $3,866,811 $3,129,082 m________ __________ _ __ ~------
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RE.VENJES 

EXPEN)ES 

PerscnEl EKpense 
Adn1ni.stIat;:1ve EKpense 
1& Md.bit Pmdrticn 
0r.IeJ:tECd (18%) 

'Ibtal 

E\n:l Balm:e (Merrall6alE) 

Expemes arxl finl bUarre 

aJtUmD lUIDS (Cash mt m:eivErl) 

Stratus 
T.I:>lfleet 
HlIP 

'Ibtal 

Q:mn. Mass 'n:ans. hItfmi.ty 
Nit'! ~ FcuxJat::im 
~ 
30m 
~ 
J3.:qm 

395,<00 
100,])4 

495,])4 

172,(53 

104,449 
8,561 

11,630 
47,413 

172,(53 

323,251 

495,])4 

20,<00 
25,<00 
25,<00 

70,(0) 

100,(0) 
500,(0) 
50,00:> 
50,<00 

100,(0) 
50,00:> 

0Cll,(0) 

50,<00 

50,<00 

50,(0) 

18,823 
2,163 

64 
28,950 

50,(0) 

50,<00· 

395,<00 
50,:1)4 

445,:1)4 

122,(53 

85,626 
6,398 

11,566 
18,463 

122,(53 

323,251 

445,:1)4 



NOTES ON DRAFT FX" BUDGET 

Operatiua: Fund 

1. Operating Fund revenue is budgetted at $537,646 greater than FY94 projected 
revenues. The following increases are the main contributors: 

• $212,763 in the exhibit-related line from the 18-percent overhead on permanent 
exhibit development (Networked Planet and Walk-Through Computer 2.0) taken into 
the Operating Fund 

• $110,000 associated with the new publications program 

• $58,000 from increased corporate membership 

• $32,000 from increased membership fund contributions 

• $40,000 from the Internet Auction 

• $71,000 from increased admissions revenue (assuming a less severe winter and the 
draw of The Networked Planet exhibit and the Harold Cohen robot painter) 

• $30,000 from the new Overnight program in the functions line 

2. The Operating Fund revenues most subject to risk are: 

• Exhibit sales ($53,300); this program holds out the promise of major growth, but 
has not yet performed. The program contributes to the Museum's educational mission 
as it results in the Museum serving very large numbers of visitors at other sites. 

• Overhead from the Clubhouse ($57,140) and permanent exhibit development 
($212,763). H these projects proceed with expenditures below budget (owing to lower­
than-budgetted revenues from fund-raising), the overhead income to the Operating Fund 
will be correspondingly reduced. 

3. Operating Fund expenses are shown increasing by 18 percent. The main contributors 
to this are: 

• Fund-raising salaries and general and administtativeoverhead that were allocated to 
the Capital Fund while the Capital Campaign was active, and the full staffing of the 
Development department in FY95 in contrast to FY94 

• Publications expense tied to the advance-against-royalty publications revenue 

• Education & admissions expense owing to the new Director of Education at a higher 
salary level, and the addition of an education assistant position to assist with education 
program funding and support. 

• $27,000 for the renovation of the Museum offices 



• $25,000 for the conversion of the Museum's in-house computer system to a client­
server architecture. 

Note: A 4 percent salary increase is budgetted. 

Capital Fund 

The projected Capital Campaign pledge receipts for FY950f $41,000 are not sufficient 
to cover the mortgage principal and interest payments of $120,200, which, together with 
fund-raising expenses of $5,300, results in a Capital Fund FY95 deficit of $84,500. 
This issue, which I brought up in the 5/11/94 mailing, needs to be addressed. 
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THE COMPUTER MUSEUM 
PROPOSED BUDGET 

FY95 

OPERATING CAPITAL EXHIBIT. 
% % % COMBINED $ 

FY95 FY94 VARIANCE FY95 FY94 VARIANCE FY95 FY94 VARIANCE FY95 FY94 VARIANCE 
PROJECTION PROOBCTION PROJECTION PROJECTION 

-------------------- ------------------- -------------------- --------------------- --------
SUPPORT/REVENUE 

Restricted support: 
clubhouse 272,500 249,500 8% 272,500 249,500 23,000 
Exhibit Related 290,700 86,363 70% 1,394,785 450,000 68% 1,685,485 526,363 1,159,122 
Govt & Foundation 10,286 10,286 -10,286 
Endowment 

unrestricted support: 
capi tal campaiqn 41,000 352,050 -759% 41,000 352,050 -311,050 
corporate Membership 250,000 192,725 23% 250,000 192,725 57,275 
Foundation 24,180 24,180 -24,180 
computer Bowl 365,000 438,000 -20% 365,000 438,000 -73,000 
Internet Auction 40,000 40,000 
Membership Fund 210,000 178,000 15% 

1-S() 
210,000 178,000 32,000 

Admission 581,900 510,000 12% 581,900 510,000 71,900 
store 298,000 260,000 13% 298,000 260,000 38,000 
Functions 190,850 .: 160,000 16% 190,850 160,000 30,850 
Exhibit Sales 53,300 35,000 34% 53,300 35,000 18,300 
Other: 

Interest Income 5,000 3,000 40% 5,000 3,000 2,00!) 
Publications 110,000 110,000 
computer camps 18,000 550 97% 18,000 550 17,450 

TOTAL SUPPORT/REVENUE 2,685,250 2,147,604 20% 41,000 352,050 -759% 1,394,785 450,000 68% 4,121,035 2,939,654 1,181,381 

EXPElIlSES 

Exhibit Development 78,792 60,000 24\ 1,394,785 381,500 73\ 1,473,577 441,500 1,032,077 
Exhibit MaintlEnhancement 58,179 52,000 11\ 58,179 52,000 6,179 
Exhibit SaleslKits 40,560 38,000 6\ 40,560 38,000 2,560 
COllections 59,850 64,000 -7\ 59,850 64,000 -4,150 
Education & Admission 333,339 260,000 22\ 333,339 260,000 73,339 
clubhouse 215,360 191,900 11\ 215,360 191,900 23,460 
Marketinq 251,560 245,000 3\ 251,560 245,000 6,560 
Publications 94,945 94,945 
public Relations 84,594 91,455 -8\ 84,594 91,455 -6,861 
store 238,826 219,559 8\ 238,826 219,559 . 19,267 
Functions 102,320 78,600 23\ 102,320 78,600 23,720 
computer Bowl 118,272 137,600 -16\ 118,272 137,600 -19,328 
Internet AUction 32,000 32,000 
Fundraising 150,066 58,000 61\ 5,300 82,000 -1447% 155,366 140,000 15,366 
Membership Fund 75,835 50,000 34\ 75,835 50,000 25,835 
Museum Wharf 

Op Exp 300,000 316,927 -6\ 300,000 316,927 -16,927 
Mortqaqe 120,200 126,977 -6% 120,200 126,977 -6,777 

General Manaqement 370,729 262,000 29\ 370,729 262,000 108,729 

TOTAL EXPElIlSE 2,605,227 2,125,041 18\ 125,500 208,977 -67\ 1,394,785 381,500 73\ 4,125,512 2,715,518 1,409,994 

NET REVENUE 80,023 22,563 72\ -84,500 143;073 68,500 -4,477 224,136 -228,613 



Memorandum 

to: 
from: 
re: 
date: 

Executive Com . 
Oliver Strimpe~a . 
May 19 Executive COmmittee meeting 
5/11/94 

The next meeting of the Executive Committee will take place from 8-10am in the sixth floor 
conference room in the offices. 

The agenda for the meeting is enclosed. 

FY95Budget 
A draft budget has been sent to the Finance Committee and wU1 be discussed at the Finance 
Committee meeting tomorrow, May 6. After responding to Finance Committee input, a 
revised draft budget will be mailed to the Executive Committee either this Friday (7th) or 
next~onday(16th). 

I would like to alert the Committee to an important issue for next year's budget: the 
mortgage payment (approx. $120,000). This has been met from Capital Campaign and 
general Capital fund.contributions in the past. The outstanding pledges on the current 
Campaign will meet only about one third of the mortgage needs. The Development 
Committee has begun developing ideas to address this challenge which will be discussed at 
the meeting. 

Long Range Plan 
Enclosed is a revised draft plan that includes input from staff and Board, primarily in the 
areas of exhibits, education & collections. With new staff department heads in 
development, marketing and education, and a number of pressing operational issues to deal 
with, there has not yet been an opportunity to have discussions and input in the 
development, matireting, and finance areas. Further discussion is also needed on 
developing our national and international presence. 

As a result, Charlie and I have decided that we will aim for a final draft of the Plan to be 
complete for the September Executive Committee meeting, for discussion and approval at 
the November 11 Board meeting. This will give us more time for discussion, allowing 
more Trustees and Overseers to become involved both through the operating committees 
and through the full Trustee meetings in June and November. 

Although there will not be a great deal of time at our May 19 Executive Committee meeting, 
I would appreciate any input you can give on the material enclosed which includes some 
new material resulting from Exhibit and Education Committee meetings as well as our 
February Trustee meetings. 

Enclosures: agenda 
partial Draft of Long Range Plan 
minutes of April 13 Executive Committee meeting 

May 11, 1994 The Computer Museum 
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Stride Rite 

Great Feetl Overview 

Great Feet! by Stride Rite 
& 

The Computer Museum 

+ 
T H EI 

I •••••• 

MUSEUM 
Boston. Massachusetts 

Greet Feet! is a new concept for the Stride Rite corporation. Today, parents look for exciting and 
rewarding shopping experiences when shopping with their children. Stride Rite's goal is to 
strengthen their long-standing image as America's premier Children's footwear resource, as well 
as create a more stimulating, captivating environment for their customers. Their Great Feet! 
. ~oncept and design provide a fresh, dynamic perspective to Children's footwear retaHing. 

The Role of The Computer Museum 
The Computer Museum plays an important role in these stores by acting as a resource for fun, 
engaging and educational exhibits. The Computer Museum has been invited to develop 
interacti.ves for the two prototype Great Feet! stores to be opened late this summer. There is 
potential to work with Stride Rite as they open more Great Feet! locations and in their continu­
ing efforts to update their existing locations. This is a tremendous opportunity for TCM and 
Stride Rite. 

How The Computer Museum Benefits 
The Computer Museum's involvement in this project will impact several goals of the Museum. 
This project will not only provide a direct revenue stream for TCM, but will benefit its mission 
in several other areas . 

.. Marketing and Public Relations . 
The interactive exhibits designed by TCM will be prominendy labeled with TCM's logo and 
by-line. The two stores in this prototype project will each have significant floor traffic. 

Natick 
New Jersey 

Purchases/year 

30,000 
40,000 

Potential Floor Traffic/year 

100,000 
125,000 

In addition, media potential in a variety of areas is also a strong consideration in this project. 

Industry Relationships and Development 
These exhibits, as with exhibits housed inside TCM provide opportunities for the computer 
software and hardware industries to promote their products. In fact, the market groups most 



likely to visit Great Feet! are coveted by the computer industry. Apple Computer has shown 
heightened interest in this project and has pledged use of equipment in prototype development. 
Although this type of cross-marketing is new to Apple, they are open to the possibility of ex­
panding their involvement. Stride Rite has participated in co-operative marketing with Little 
Tykes Toys, so they believe in this type of promotion and would like to explore this possibility 
further. 

TCM 's involvement by bringing together these diverse groups, creates a "Wm-Wm" situation. 
This increased visibility within the computer and retail industries will assist TCM in the devel­
opment of other projects. 

Opening Relationships 
Continuing development and implementation of interactive software exhibits with Stride Rite 
will promote a long term relationship. The new relationship between TCM and Stride Rite has 
already re-activated the Stride Rite Foundation's sponsorship with the Museum. A continuing 
relationship will lead to a possible increase in donations and other sources of support. 

Investigation of Potential 
This project will act as a pilot in within the Great Feet! project at Stride Rite, it will also serve as 
an assessment of the potential of creating similar relationships with other retailers. TCM seeks 
to increase its national and international exposure in non-traditional locations by acting as a 
provider of educationally sound interactives . 

Sharing Resources 
Learning about implementation problems will help Stride Rite and TCM learn about how to 
do this job better. Stride Rite's work to design standard cabinetry will be shared with TCM and 
used in subsequent projects. 

Stride Rite's success with this project will 
create an entry in the retail marketplace 
for TCM. Stride Rite's position as an 
industry leader will further enhance 
TCM's efforts. 

Store Layout 

The Great Feet! prototypes will be divided 
into specific sections servicing an age 
group and/or gender group. The interac­
tive station in each section is designed to 
appeal to the interests of each particular 
group. The hardware for each station is 
designed to provide a maximum of flex­
ibility and usefulness. Specific hardware 
requirements are listed later in this docu­
ment. The proposed interactive software 



for each station is described as follows: 

General 
TCM's popular How Tall Are You? exhibit is the centerpiece for this 
area. This engaging exhibit invites shoppers to stand and let a computer 
measure their height. Shoppers of all ages delight in fooling the com­
puter and learning how it works. The software for this exhibit is 
customizable for a variety of tasks and is also translated into Spanish, as 
well as operating in metric units of measurement. 

Infants 
This section has an interactive based on Jeff Pisciotta's foot technology 
presentation. Jeff is Stride Rite's biomechanists technologist and has 
worked on the design of their infant shoes. The presentation is targeted 
at parents and intends to inform them about the research and technology 
behind the design of Stride Rite shoes. This interactive focuses on deliv­
ering information and directing parents toward shoe models that meet 
the needs of their child. This presentation was originally developed as an 
in-house training package for Stride Rite. The store presentation will be 
adapted using Macromedia's MacroMind Director. 

Toddlers 
The interactive in this section is McGee, published by Lawrence Productions. This program 
allows a child to control the actions of the McGee character as he makes his way around his 
house. Children simply point at an object to initiate and action - no reading is required. This 
interactive will provide knowledge of the computer, a sense of control over the machine, confi-
dence, a sense of discovery and . for the fun of it. 

6-12 Year Boys 
This section of the store is de­
atmosphere. The interactive is 
well as provide informal educa­
produced by Knowledge Revolu­
Shootout allows the user to shoot 
ment. Users get instant feedback 
shot for better accuracy. Sound 
missing shots and "airballs". 

6-12 Year Girls 

signed to reflect a school yard basketball 
designed in accordance with this theme, as 
tion. An adaptation of Interactive Physics, 
tion will be used in this station. Basketball 
a virtual basketball in a simulated environ­
and can change the angle and velocity of their 
effects highlight successful shots, as well as 

This section of the store is designed to recognize the pointed fashion requirements of girls this 
age, and reflect their social structure and needs. Draw on the Wall contains a series of outline 
pictures and a simple set of coloring/drawing tools and palette for users to create their own 
artwork. The pre-drawn outline pictures will include issues important to this group: friendship, 
ecology/nature, fun foods and fantasy/pretend. Users will select drawing tools and colors from 
a palette on the screen and create their pictures by touching the screen. 



Hardware Specifications 
These systems are designed for economy, durability and expansion. Each store has a 6-7 year 
life expectancy, therefore these systems need to meet the long term needs of Stride Rite. 

Stride Rite will be able to easily change software as well as maintain each machine through out 
the projected life of each store. 

HfI11) Tall Are You? 
Macintosh Classic (4MB RAM, 40 MB Hard Drive) 
HI'AY? Sensor array (Designed by TCM) 
External Speaker 

Interaaive Stations 
Macintosh Quadra 610 ( 8MB RAM, 100 MBHard Drive, CD-ROM Drive) 
Touch Screen Monitor 
Keyboard 
Mouse 

These specifications may change to adapt to availability of hardware, or to meet the availability 
of manufacturer-supplied resources. 



. FRAMEWORK FOR THE COMPUTER MUSEUM'S STRATEGIC PLAN 

·lntroductjon 

Museum Mission 
Stl'ategic Analysis 
Strategy 
Ten-year Objectives 

THREE.YEAR PLAN FY9S·27 

I. Onsjte Pro&rams 
A. Exhibits: permanent, temporary; includes new exhibit development and renovation of 

existing exhibits 
B. Overall visitor experience: apron, lobby, signeage, parking, visitor services, exhibit 

maintenance 
C. Edu~tion programs: The Computer Oubhouse, teacher development, visitor services. 
D. Special events 
E. Research 

U. NatioDaJ & International Programs 
A. Exhibit sales, traveling exhibits, off site exhibits 
B. Clubhouse dissemination-traveling exhibit, satellite Clubhouses, software starter 
. packages 
C. Computer Museum Materials: Book Series, Videos, CD-ROMs, teacher materials 
D. National Events: Hall of Fame, Computer Bowl 
E. ''The On-line Museum" 

m. Collections Plan 
Plan for new acquisitions, collections management, and documentation. 

IV. Marketing Pian (to be developed) 
Marketing plan supports the institutional positioning, financial, and audience impact goals. 
Includes a discussion of Museum's earned revenue plans from existing streams and new 
streams. 

y. Institutional Advancement (to be developed) 
Three year plan for building the Museum's base of support from individuals, corporations, 
& foundations. Addresses future of Capital Campaign. 

VI. Finance (to be developed) 
Three year financial plan that reflects all planned activities; includes projections for all of 
Museum's operating and capital revenues and expenses. 

May 11, 1994 1 



VILAdministratjon (to be developed) . 
Three year plan that addresses administrative needs to support the plan, including office 
and personnel requirements. 

ym. Djversity(to be developed) . 
Plan to increase diversity in the Museum's programs, audiences, staff, & Boards. 

TEN YEAR PLAN (to be developed) 

The ten year plan describes how the Museum will achieve its ten-year objectives. 

Building Scenarios 

Onsite Programs 

National. & International Programs 

Marketing 

Institutional Advancement 

Finance 

Administration 

Diversity 

May 11,1994 2 



THE COMPUTER MUSEUM: DRAFT STRATEGIC PLAN 

INTRODUCTION 

1. Museum Mission 
The Computer Museum's mission is to: 

I. educate and inspire people of all ages and backgrounds from around the world 
through dynamic exhibitions and programs on the technology, application, and 
impact of computers 

n. preserve and celebrate the history and promote the understanding of computers 
worldwide 

m. be an international resource for research into the history of computing. 

2. Strateaic Analysis 

Milieu 

• The usage of computers is skyrocketing as the cost/performance ratio continues to 
drop. 

• The media are focusing attention on the fusion of the telecommunication, entertainment, 
and information industries. 

• Computer applications and usage continue to change rapidly. 

• Society and industry often focus on the new, next generation of products and services. 
The essence of the changes and the long view can get lost in the din of fast-paced 
incremental change. 

• As information technology becomes recognized as the key technology of our era, 
interest in the origins of the iDformation revolution will increase. 

• Adoption of new technologies is very uneven across society, with many being 
excluded, and feeling "left behind." 

• Computers enable more people to work at home, increasing work flexibility and 
communications, but also increasing people's physical isolation. 

• Life-long informal education is becoming more important as a way of staying abreast of 
changes. 

As computers become more mainstream, new opportunities to learn about and interact with 
computers exist. Products and services that overlap and partially compete with the 
Museum include: 

• easy-to use, multimedia computer-based applications offered at libraries, schools, other 
museums and over networks 

• school usage of computers as tools to support education in all fields. 
• sophisticated home-based educational, game, and productivity software, increasingly 

exploiting multimedia and network connections 
• theme parks which make increasing use of computers with special emphasis on 

immersive, virtual reality-style experiences 

May 11,1994 3 
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The Need. for the Museum's Mission: I ; To Educate alid Inmire 
People are increasingly coming into contact with computing, often thrust into the role of 
users of specific applications. Everyone is an unwitting user of netwmks of computers in 
performing routine activities, such as traveling, shopping, or communicating. 

But computing is changing rapidly. People experienced in one computer application have 
no knowledge or confidence in another. And many feel excluded as they learn of 
technological marvels they cannot fully grasp or afford The problem is particularly acute in 
underserved communities. 

Science and technology museums have a wel1-established image as accessible places where 
visitors can explore in a relaxed fashion. They are also trusted as objective, non­
commercial presenters of material. Most important, they provide a mixture between 
education and entertainment, a place for fun and learning. They are places that welcome 

. groups and promote intergenerational group interaction. 

These characteristics give the Museum an educational opportunity that formal educational 
institutions cannot pursue and that entertainment-oriented venues are not interested in. 
The Museum's image enables it to reach populations that have no other recourse as a first 
step. 

The Need for the Museum's Mission: IT and ill: To Preserve. Celebrate. and Conduct 
Research 
Computing is the defining technology of our age and its history is a .key part of the world's 
heritage. The Museum is one of a very small handful of institutions that is . seriously 
preserving the evolution of computing. These institutions are not competitive, but 
collaborate to ensme that their collective resOUICeS preserve as much of the significant 
record of computing as possible. 

The loss of the computer pioneers themselves will reinforce the importance of the 
collections. Researchers will increasingly be seeking access to the original materials held by 
the Museum. 

As .key computing anniversaries and other milestones occur, the public seeks information 
about the event, and the media look for a focus to "locate" their coverage. The computer 
industry also needs a non-competitive forum to come together and celebrate the . 
achievements of the field and gain perspective. 

3. StratelY 

The Museum's strategy is to develop authoritative and spectacular exhibits and programs 
that will achieve high international visibility and public awareness. 

High visibility -of a limited number of flagship elements will assist the development and 
dissemination of all Museum programs. The flagship could be the Museum's main site, or 
a highly successful program or publication. Different flagship elements will serve to reach 
different segments of the public and the computer industry. The Museum will build upon 
its spirited approach to informal education, as exemplified in its exhibits and education 
programs. 
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The Museum will seek to leverage every actiVity to extract maximum value and achieve the 
greateSt possible impact. Exhibits will be levemged with books, CD-ROMs, exhibit 
licensing and traveling components; education-programs will be designed as national 
models, events such as The Computer Bowl or the Hall of Fame awards program will be 
leveraged with television programs. 

The Museum will position itself to build cachet within the industty so that corporations will 
view the Museum as a desirable location from which to launch products and host events. 

4. Ten-Year Pmanun Objectives 

1. Become a world class attraction offering exciting exhibits and special events that exploit 
and explain the latest technologies. --

2. Become a significant provider of books, television programming, and other informal 
educational materials about computer history, technology, application and impact. 

3. Develop innovative uses of computers in informal education. Become a provider, 
catalyst, supporter, mentor for museums, community organizations, schools and other 
groups seeking to establish their own informal exhibits and programs about computers • 

. Actively support-the national education reform movement. 

4. Define and implement the "on-line" Computer Museum. 

S. Provide an internationally recognized forum for the celebmtion and recognition of key -
_ developments in the evolution of computing 

6. . Maintain and enhance the historical collections and their documentation as a definitive 
collection of the history of electronic computing. Establish the Museum and its 
collections as a premier resource for research into the history of computing. 
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THREE· YEAR PLAN: FY95·97 
The following t1l1'ee-year ptan represents the fiiSt steps towards the achievement of the ten­
year objectives. 

Ie ONSITE PROGRAMS 

At EXWBIT PROGRAM 

The following considerations on exhibit content, exhibit approaches, and available gallery 
space provide the basis for the onsite FY95-97 exhibit plan. A specific list of proposed 
exhibits are presented in Appendix I. 

Content 

The Museum's 1989-94 Exhibit Plan addressed the three questions: 

How do Computers Work? 
How did Computers Evolve? 
What do Computers Do? 

With ~g, the Walk-Through Computer and People and Computers can continue to 
address the first two questions satisfactorily. Tools & Toys, Robots & Other Smart 
Machines and The Networked Society (opening November 94) address the third question. 

It is the applications of computing that are affecting all members of society. New 
applications are continually in the news. Last year virtual reality was the hot topic. This 
year it is the infonnation superhighway. The next exhibit plan will therefore shift increasing 
focus onto the third question and broaden its scope to deal more fully with the social impact 
of computing. 

A significant application area of tremendous public interest is the application of computing 
to the arts. The arts have the ability to reach out to diverse audiences, and help the Museum 
shed its image as a place for technology buffs. Exhibits that relate to the computers 
including the perfonning arts, will therefore be a component of the next plan. 

The Museum should plan for some flexibility in its exhibit programs so as to be able to 
address topics while public interest is high. "Rapid response" exhibits will require a new 
approach to.exhibit development and funding in which exhibit development, fabrication, & 
installatfun can take place with staff and funding resources that are already in place. This is 
the necessary in onter to reduce the lead time. 

The topcial issues covered should not shy away from issues of hot controversy. The 
Museum should make visitors face dilemmas without taking an institutional stand. 

Visitor research points out two areas the public would like addressed: 
1. The future: visitors seek access to cutting edge technology and applications 
2. Resource guides: visitors want specific information about computer use and 

purchasing. 

May 11, 1994 6 



The first point is addressed in the plan (AppendiX I) in several exhibits. The second will be 
addressed by incorpOrating resource materials and pointers to other reliable sources of 
infonnation. .. 

Exhibit Awmach 

To achieve grea,terimpactand visibility, the Museum needs to mount some spectacular 
exhibits. Examples include larger than life exhibits· (Walk-Through Computer), 

. environmental exhibits, or group virtual reality experiences. The plan calls for a major 
renovation of The Walk-Through Computer which, as well as updating it, will increase its 
visual impact from the exterior· and its immersive, environmental quality in the interior. 

Increased provision for contact between visitors and Museum staff can provide a means of 
increasing visitor engagement, especially for groups. Scope for presentations and 
perfonnances in exhibits should be planned into exhibit spaces. 

After The Networked Society opens,one remaining 4,000 sf bay will be available for 
development at Museum Wharf. (Bay· 1 on 6, fOrmerly collections storage). 

Additional space can be created by compressiilg existing exhibits, such as Tools & Toys or 
Milestones. 

What Should the Next PenpanQnt Exhibit be After Walk-Through Computer 2.0 
CWTC2.Q) Cqpenin,& June 1995) 

Three primary criteria need to be applied in answering this question: 

1. How does the exhibit further the Museum's mission? 
2. Will the exhibit support the Musuem's audience bullding,matketing & positioning 

ab? . go. 
3. Is it fundable and are there oPPortunities for tinancialleverage? 

The following three projects have been provisionally ranked highest according to these 
criteria and will be investigated further to determine their potential 

. Fly-Through Computer Motion Ride CouPled with the Walk-Throu. Computer 2.0. 

May 11.1994 

$1,000,000 minimum 
June 1995 to November 1995 
A six minute movie with synchronized motion simulation in a 15-20 person 
theater. Visitors view and feel a dramatic ride through the Walk-Through 
. Computer. The ride follows the flow of iliformation from a keypress, along 
the cable to the interface chip, along the bus, into the microprocessor, to the 
RAM, hard disk drive, back to the processor, to the video card and along 
cables to the monitor. If possible, an interactive element will be incorporated 
to increase visitor engagement The movie will incorporate animated 
sequences showing the inner workings of the components along the way. 
High quality animation of the microprocessor is available from Intel's 
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Omnimax film The Journey Inside. This ride replaces ~ existing Software 
~ .. 

Mission: . The Ride serves as ail introduction to the Wa1k:-Through Computer exhibit, 
introducing visitors to the basic elements of computer hardware and system 

. software. It greatly increases the effectiveness of the Walk-Through 
.. Qmputer as an exhibit that explains how computers work. 

. Audience; . Motion rides are proven audience draws; people of all ages and 
backgrounds, o bUt youth in particular, are drawn to simulation rides. This 
will draw populations from the New England area throughout the year. 

Positioninli 0 No permanent motion ride is available in Boston. A high-1eCh motion ride 
will position the Museum as a leading edge institution, and accelerate the 
repositioning of the Museum as a fun, DOn-threatening place as opposed to a 
technologically cballenging, history-oriented institution. This repositioning 
is a strategic objective for the Museum. The Ride's unique nature (owing to 
its coupling with WTC 2.0) will increase likelihood of print and electronic 
media coverage which has been the Museum's best promotion vehicle to 
date • 

. Fundability: 0 Two funding models exist: 
-Raise funds from cmporate sponsors and offer sponsors an option to create 
duplicate copies of the Ride, with the other copies traveling or permanently 
installed in locations where sponsors wish to make an investment. 
-Develop the Ride with a partner who invests part or all of the capital 
IequiIed in exchange for part or all of the Ride sales and licensing revenues. 

Leymae~ The Ride could be replicated for the cost of duplicate hardware only. 
Additional exposure and revenues would come from the Wa1k:-Through 
Computer book and CD-ROM sales to people who eXperience the Ride and 
its copies. 

o Qgputm in Entertainment 

0tmt, 
Qpeninli 
JlescriptiQn: 

. Mission: 

Audiencei 

Fundability: 

May 11.1994 

c. $1,000,000 
June 96 or June 97 
A 3,000 sf exhibit and performance space featuring the application of 
computing in music, film & video, games, and virtual reality. Musical 
applications include the use of computers in the composition, mangement, 
and performance of popular, jazz, and modem music. Movie applications 
include the creation of special effects, animation, and digital editing. The 
exhibit will offer many handS-on opportunities to experiment with and 
create music, movies, and games. 
Visitors gain an understanding of a growing, vibrant area of computer usage 
and an introduction to how it works. Visitors will feel empowered to use 
this technology themselves· after they leave the Museum. 
This field is very accessible to people with DO technical knowledge, and also 
appeals to diverse populations, especially young people. It has depth that 
gives it appeal to people in the computing field. A changing program in the 
exhibit's performance space would attract new audiences • 

. Computers in Entertainment furthers the "fun" and "cutting edge" image of 
the Museum. The exhibit will be a first of its kind, and its components will 
be attractive to other science and technology museums. 
Potential sponsors include computer hardware, software, IC, music, special 
effects, video game and software vendors. Possible federal support from 
the NEH and NEA. 
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Good exhibit licensing and sales potential to other science and technology 
museums, other educational institutions, and entertainment equipment retail 
environments, such as malls and stores. Traveling version is possible. 

Group Simulation _nation 

Mission: 

Audience: 

Fundability: 

c. $750,000 
June 96 or June 97 
A 1,500 sf space in which up to 30 visitors interact with a simulated 
environment. One example of a simulated environment would be an 
aquarium projected onto the walls of the space. A number of stations offer 
visitors the oppmtunity to create their own fish, selecting appearance, 
behavior, breeding, and fitness functions. They then launch their. fish into 
the environment and can watch its growth, interaction with other visitors' 
fish, and breeding patterns. 
Visitors create· their own simulated entities. The ability to select or script 
simple behavior, offers an engaging.and accessible introduction to 
progaunming. Computer simulatioil of complex systems is an increasingly 

. important application. Visitors can experience a simulation that contains an 
element of their own creation. 
The group simulation would be a one-of-a-ldnd experience that would be 
visually exciting and conceptually intriguing. As such it has the capability to 
draw well. The group nature of the interaction is highly desirable in a 
Museum, and would work: very well with school visits. 
FIrSt permanent public installation involving a virtual environment and 
group interactions positions the Museum as a unique experience involving 
cutting edge and educational Uses of computers • 
. Federal grant support from NSF; support from cOrporations and 
individuals. 
The installation can readily be replicated for other spaces such as museums, 
cmporate settings, or public spaces. 

Conclusions: Framework for Exhibit Plan 

1. Develop one mediQlll-large (2-3,OOOsf) exhibit per year 
2. Renovate or replace all existing exhibits by the end ofFY97 
3. Exhibits should contain elements that are spectacular and cutting edge 
4. Exhibits provide for presentations and performances 
5. A ''rapid response" gallery will address topical issues 

Appendix I contains the exhibit development schedule and maps. 
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B. OYRRALL ONSITE VISITOR EXPERIENCE 

The Museum's three-year plan seeks to raise the quality of a visitor's overall experience of 
the Museum visit It is improvement of the overall eXperience that will move the institution 
along the path set out in the first ten-year objective-namely to become a world class 
attraction. 

Visitors' experience of the Museum is significantly affected by the apron, lobby, external 
signeage, and parking facilities. Additional factors of great importance include visitors' 
contact with Museum staff in the lobby, galleries and store, and the quality of exhibit 
maintenance. 

Apron 
A new apron park is planned as part of the Waterfront Project being developed jointly with 
The Children's Museum. If these plans go ahead, the apron will become very much more 
attractive and provide a pleasant approach to the Museum. The overall cost of the new 
apron park would be $1 million. 

Lobby 
Plans for the ''Wave'' which will serve as a new entry lobby for The Computer Museum 
, and The Children's Museum are well developed. In order to exploit the Wave, the Museum 
will need to adapt its own existing lobby and store at an approximate cost of $200,000. An 
"attiact" lo~by exhibit will be needed to draw visitors into the Museum from the Wave, at a 
cost of $30,000. 

SiiJ1ea&e 
External signs on the site and lobby will be an integral part of the Waterfront project. A 
new integrated internal sign system is needed to enable visitors to find their way round the 
galleries. This will be implemented in FY95 at a cost of $10,000. 

Parkin& 
The Central Artery{funnel project and the new Federal Courthouse have reduced nearby 
parking space. Although some new parking garages have been'constructed (e.g. 
Farnsworth Street), visitors are finding it harder to park. Efforts will be made to make 
parking ammgements with existing and new sites. 

Visitor Services 
Visitor research indicates that contact with members of Museum staff (either paid or 
volunteer) greatly affect the perception of the Museum. A gradual overhaul of Museum 
visitor services programs is planned to give floor staff specific roles as visitor greeters, 
information booth staff, and ''performers'' of demonstrations and theater-style 
presentations. These roles will make visitor service staff more accessible, visible, and 
better equipped to respond to visitor needs and enhance the quality of the visit. Increased 
use of volunteers on the floor is planned, rising to 50% of floor staff by FY96. 

Exhibit Maintenance 
The Museum's hands-on interactive exhibits are the primary experience at the Museum. 
The quality of the visitor experience degrades rapidly if exhibits are out of order. Over the 
past few years, the aVailability has ranged from 80% to 100% with an average around 
90%. The goal is to maintain 97% or better of the exhibits in working order at any time. 
This will be achieved through a detailed operational plan that involves increased staff 
resources, more training for all floor staff, and daily status reviews. Exhibit planning will 
continue to allow flexibility so that malfunctioning exhibits can be seamlessly removed 
from the floor. 
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C ONSlIE lIDUCATION PROGRAMS 

Onsite education programs include The Computer Clubhouse, the establishment of a pilot 
teacher developm~nt program, and the visitor services·program in the Museum exhibit 
galleries. 

The Computer Clubhouse 
The next three years will see refinement of . Clubhouse programs as experience with 
participants is evaluated. New projects will be adopted as new mentors are attracted to the 
Clubhouse. New technologies will be integrated as they become available, including the 
use of high speed networks. 

Selection of communities served will be made on the basis of their ability or interest in 
setting up their own projects derived from the Clubhouse model 

The long~term financing strategy for the Clubhouse will involve a mix of earned revenue 
and multi-year grant support and/or endowment. 

A detailed schedule of Clubhouse development is presented in Appendix 2. 

Teacher DeyelQpment Pmmm 
The establishment of a teacher development program furthers the Museum's objective to 
support the national education reform movement. . 

Starting in FY95, the Museum will test a pilot teacher education program within the 
Computer Clubhouse. Teachers will develop their own projects within the Clubhouse, . 
while learning how to initiate similar activities in their own classroom. Collaborations on 
the development and implementation of this program will be pursued, including deepening 
ties with Lesley College, Technical Education Research Centers (TERC), and other 
organizations serving pre-service and in-service teachers. 

Approximately $30,000 is needed to establish the program. Experience with the pilot 
program will determine the nature and scope of a permanent teacher development program. 

Visitor Services Program 
Visitor services cunendy developed at the Museum include gallery tours and hands-on 
collaborative activities. A gradual overhaul of Museum visitor services programs is planned 
to give floor staff specific roles as visitor greeters, information booth staff, and 
''performers'' of demonstrations and theater-style presentations. These roles will make 
visitor service staff more accessible, visible, and better equipped to respond to visitor needs 
and enhance the quality of the visit. Increased use of volunteers on the floor is planned, 
rising to 50% of floor staff by FY96. Specific roles for Museum floor staff as presenters 
and actors are planned for The Networked Society Exhibit and for The Walk-Through 
Computer 2.0 • 

May 11. 1994 11 



" 

,P. amITE SPECIAL EVENTs ' 

The Museum has hosted special events such as the Loebner Prize Competition (Tiuing 
Test), the Harvard Cup (Computer Chess ChampionShip), and MIT studentrobot contests. 
Though labor-intensive, such events have proven very successful in raising visibility for 
the Museum. Many museums have an annual event, such as Inventor's Day at the Boston 
Museum.of Science" that garner great media interest and large crowds. 

The Museum will continue to host events that are of public interest and that i1lustI'are 
exciting and intriguing uses of computers. The contestS should be conducted in partneIShip 
with other organizations to achieve greater leverage. 

Funding requirements range from a minimum of $5,000 for a small event organized mainly 
by an outside body (such as the Harvard Cup), to $50,000 for a complex event with major 
Museum involvement (such as tlle Locbner Prize). 

. . 

E.BESEARcH 

The Museum will establish an exhibit lab that will be used for three kinds of researeh: 
1. Evaluation of Computer Museum exhibits in progress 
2. Development and testing of Museum-developed applications of technology to informal 

education. The NSF-funded virtual reality research currently under way is an example. 
3. Public testing and evaluation Of educational software and other educational research 

projects being conducted at academic research institutions. 
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On. NATIONAL AND -INTERNATIONAL PROGRAMS 
This section presents the plan tosmve audiences primarily beyond the Museum's walls. 

Outline Only 

Exhibit I ,icensins 0 

Adaptation of exhibits for offsite 1icensing will be an integral part of new exhibit 
development, starting with The Networked Society exhibit. 

A marketing and sales plaIi will be developed for the 1icensing of exhibits to other 
museums, aquariums, zoos, malls, and retail environments such as children's 
shoe or cloths shops, or even fast food outlets. 

o Clubhouse Dissemination _ 
Clubhouse Tour Software: A virtual interactive exploration view of the Clubhouse. 

educators can start simjJar projects in their own after-school, community, or 
school site. 

Teacher guides: Clubhouse Project Guides will provide information and on resources 
Establish Offsite Clubhouse program: assist in the creation of offsite Clubhouses, 

starting in the greater Boston area. 
Develop Traveling Electronic Classroom Exhibit: this exhibit (see below) will contain 

elements that are closely based on material in the Clubhouse. 
Clubhouse video to inspire and assist others to develop simUar centers 
Clubhouse book: 0 

TrayeJjns Exhibit PIan 
Electronic Oassroom (developed FY9S-97). If funded by the National Science 
Foundation, The Computer Museum will collaborate with the New YotX Hall of 
Science and the Oregon MuSeum of Science and Industry to develop the Electronic 
oOassroom, a traveling exhibit designed to show parents, teachers, administrators, 
students and other members of the general public how computers can support 
science, math,andtcchnology educational reform. The Computer Museum will take 
the lead on the content and will develop all the interactive elements of the exhibitiOlL 
The exhibjt has a particular focus on reaching parent, teachers, and young people 
from underserved communities. 

_ ComPuter MuSeum ProdUcts and Educational Materials 
Computer Museum Book Series 
First ~ titles: Computer Museum Guide to the Best Kids' Software 

Computer Bowl 
Walk-Through Computer 2.0 

Walk-Through Computer CD-ROM 
Software based on exhibits and collections 0 

Educational materials for teachers including updated teacher packet to cover new 
Museum exhibits and Clubhouse project guides (see Clubhouse 
dissemination above) 

National Eyents 
These sUPPort the Museum's objective to provide an internationally recognbed forum for 
the celebration and recognition of key developments in the evolution of computing. 

The Computer Bowl: Develop and hold a second series of annual Computer Bowls to 
feature the next generation of industry leaders and modify the format to allow for the 
production of a higher impact television show. 
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International Computing Hall of Fame Awards Program: iaugurate the program in the 
50th anniversary year of computing. A television program will be an integral part of 
the HallofFame Awuds program. 

'1'he On-Lme Museum" . 
WIth over 15 mmion people already connected to the Internet and a:further 3 million 

. connected to cOmmereial on~line services, a ''network presence" will offer the prospect of 
serving as a direct delivery tool to help execute the Museum's educational mission as well 
as significandy increase the Museum's international visibility. 

As part of The Networked Society exhibit development, the Museum will establish a 
Gopher server which will contain general Museum information, selected exhibit text, 
graphics, video clips, and interactive software samples. Details are presented in Appendix 
3. 

The Museum will explore ways in which the essence of the Museum experience can be 
captured for remote use. True interactivity must be retained, as well as the ability to branch 
at will to the Museum's various offerings. ." 

The Computer Clubhouse will disseminate information and present works created in the 
Clubhouse using the popular multi-media Mosaic browser for the World WIde Web. 
The Museum store will develop an on-line catalog. 
Museum collections catalogs will be placed on-line. 
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'. iDc COLLECTIONS PLAN 

The first priority will be to continue to capture artifacts, photographs, films, documents, 
·and software just;'in-time, prior to literally being scrapped, by companies, individuals, 
and other museums. The Computer Museum has provided a parachute when missions 
change, companies merge or fail, and individual collectors pare down and move to smaller 
quarters, or die. In this way The Museum preserved a unique collection of Fairchild 
integrated circuits, the .Whirlwind Computer from MIT, SupnPaint, the first paint 
program developed at CMU and Xerox Parc, and the first 'virtual reality' helmet. The 
Computer Museum could do this with quick reaction time and a unique focus and expertise 
that can determine the significant technology relating to computing. 

From the start of collecting efforts about 1970, the characteristics of the collection have 
stayed the same.ffighest priority is given to collecting the important technological 
innovations with carefully selected documentation. The next priority is given to insuring 
that the classic or standard implementations of a technology are represented. In addition, 
the collections include examples of technologies that failed, of clones, and intermediary 
stages of evolution. 

The collection is devoted to computing, including intelligent machines, particularly robots. 
It includes all levels of integration of both hardware and software. While the historic roots 
are in the domain of hardware including semi-conductors, the future emphasis will 
increasingly be softWare. 

Each hardware artifact or piece of software needs to have a full complement of material in 
order to be understood. For example, the original SpaceWar Game (the first interactive 
computer game) software is represented by its paper-tape program, program listings, 
videos of SpaceWar being played, oral history with its authors, photographs, and the 
PDP-I, the computer hardware on which it was designed. Together these make up a 
complete story. 

Proactive coUecting.The greatest gains have been made in the collections when there 
have been special projects, such as the personal computer contest and the Milestones of a 
Revolution exhibition. In the next three years two significant activities will lead to 
improved and new collections: . 

. • Ball of Fame for computing technology. 
The technologies and their teams will lead to in-depth collecting in that area: 
hardware, documentation, video, film, software, oral histories and 
marketing ephemera.' . 

• The Quide to Kids' Software is gathering all the software for children and 
saving it for the collection. 

Space and environmental preservation needs. Due to thegrowtb of exhibits on 
the Wluu;f, a priority for 1994 is to move 4,000 square feet of hardware artifacts off site. 
Much of the hardware is tolerant of warehouse-like climate conditions and will be properly 
packaged. 

Documents am indexed in special acid-free boxes and rarely removed. The process of 
scanning all photographs into a database will be completed in 1994. 

Film and video is the most critical to have unifonn temperature conditions. Fmther, since 
video is a relatively new media there are still questions and concerns about any longterm 
utility for archival purpose, a1ready video that the Museum took in 1980 is deteriorating. 
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. ~The .·v.ideoOOnteDt is,~g evaluated and the moSt in{onnation-rich transferred onto more 
'1_ '1;:; -_..:II ......:11:_ 
~g-UivQil.m~a .. ' . . - - . _ . .' 
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Aopendix Ii Exhibit Development Plan 

Permanent Exhibits 

Opening Exhibit Content Size Funding Target Approach Location 
Date Prospects Audiences 
Nov 94 The Large scale 4,OOOsqft Corporate Adult Interactive (15) Replace Graphics 

Networked computing, NSF Youth 2-Dimensional Gallery; Bay 1 on 
Society networks, impact of NEH Students Video 5th floor 

computer age Interest in V A interaction 
........ Networks Demonstrations 

June 95 The Walk- How computers 5,000 sqft Corporate; General 3-Dimensional Revision of 
Through work hardware & Environment Original Walk-
Computer 2.0 software Leaining Through 

industry Stations(8) Computer 
Video 

June 95 ''Ride'' through Motion ride I,OOOsq ft Corporate; General, 15-20 person Adjacent to 
the Walk- showing how For-profit youth in theater with large Walk-Through 
Through computers work partner particular screen and moving Computer; Bay 3 
Computer seats or 4 on 5th floor 

June 96 Computers in Applications in 3,000 sqft Corporate; Youth Interactive (15) Replace Tools & 
Entertainment movies and popular NEA,NEH AdUlts, Video Toys 

music Culturally 'Demonstrations 
diverse Process oriented 

June 'J7 Group virtual Shared simulation 2,ooosqft Corporate; General Installation Bay 1 on 6th floor 
reality of complex system NEA,NEH 
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Temporary Exhibits 

June 96 

Harold 
Cohen 
Robot 

Animation 

Pinnacles of 
Computing 

Space: The 
Computer in 
the Olympics 

Appendix I May 11, 1994 

Corporate 

Work of John 
Lasseter of NEA 
Lucasfilm/Pixar to 
coincide with 
release of full-
length feature 
movie 

1,500 sq ft NSF 
force of computing Corporate 
technology & 
applications on 
computing's 50th 

Computers in the 1,000 sq 
Olympics -- in Olympic 
conjunction with sponsors 
Atlanta Olympics 
First topical issue 

2 

General 
Art 

Children 

Cutting edge 
technology; 
mainly 
interactive 
with some 
static 
Sports 
Adult 
Youth 
Interest in 
Olympics 

Bay 1 on 6th 
floor; then 

interactive stations integrated into 
Computers in 
Entertainment 
permanent 
exhibit in 

Interactive bay of People and 
Video Computers 

Interactive Topical Issue 
2-Dimensional Gallery 
Video Bay 1 on 6th floor 



Oct 96 

Electronic 
Classroom 
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How artists portray 
the computer. 

Current trend 

for student 
expression, 
communication, 
collaboration etc. 

3 

Corporate 

to Interactive Topical Issue 
detennined Process oriented Gallery 

Temporarily 
Video replace Robots & 

Parents Demonstrations Other Smart 
Process oriented Machines 



Robots I} 
Office Other Smart 

~ 
Milesto es Collections 

Machines ofa & Misc 
Revolu on Storage 

Temp Exhibits 

BRY 6 BRY 5 E BRY4 BRY 3 BRY 2 BRY 1 

6 

November 1 994 NEW 



Temp 
Exhibits 

Robots & "-

Office Other Smart 11] a~ Milesto es Collections 
Machines ~~ ofa 81 Misc -ee as ..c 0 0 Revolu Storage . on 3:1-0 N 

Temp Exhibits 

BRY 6 BRY 5 E BRY4 BRY 3 BRY 2 BRY 1 

6 

June 1995 NEW NEW 

Office 

J Co The 
ct Auditorium-

[) ~! Network:ed .c Collection D)~ Tools Toys en 1.c~ P,lanet ~ Storage -ee , "'..cBC! ct . 3:1- N :3 
, .. 

BRY 6 BRY 5 E BRY4 BRY 3 BRY 2 BRY 1 
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Q, 
Q 

Office 

BRY 6 

Office 

ii Collection 
~ Storage 
Q = 

. BRY 6 

Robots c­
Other Smart 
Machines 

Temp Exhibits 

BRY 5 

Auditorium 

BRY 5 
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E . BRY 4 

6 

June 1996 

E 
5 

BRY4· 

Milesto es 
ofa 
Revolu on 

BRY 3 BRY 2 

Tools Toys 

BRY 3 BRY 2 

Group 
Simulation 
Experience 

:J OR 
c.15 Computers in 
~ ~ Entertainment 

BRY 1 

NEW 

The 
Networked 
Planet 

BRY 1 



Office 

BAY 6 

Office 

Collection 
storage 

BAY 6 
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Appendix· 2: ·Computer Clubhouse Schedule .July 1993.;,July 1997 

Program 
Development 
and 
Implementation 

Community 
Involvement 

Mentors 

Appendix 2 

1uly '93-1une 
Opening & 
Intensive 
Formative 
Evaluation 

'94 1uly '94-1une '95 1uly '95-1une '96 
Refinements and Dissemination 
Off-site Testing and Expansion 

-Develop 
collaborations 
with schools and 
community 
organizations 
-Support 
development of 
group and 
individual 
projects 
-Define a 
community of 
youth to 
.participate on a 
re2ular basis 
-Continue to 
involve staff 
from housing 
developments, 

. after-school and 
community 
centers 
-Organize and 
run open houses 
-Collaborate on 
projects with 
staff from other 
community sites 

-Recruit adult 
and youth 
mentors 
-Initial mentor 
development 
workshops and 
perpetration 
sessions 
-Intensive 
evaluation of 
growing mentor 
program 
-Continue to 
build mentor 
pool 

-Develop regular 
semester 
collaborations 
with schools 
-Develop five 
on-going 
member based 
projects 
-Develop project 
idea guidelines 
and resources 
for Educator 
guide 

-Document and 
describe 
strategies and 
resources for 
involving young 
people in 
extended open­
ended projects 
-Disseminate. 
project ideas:· 
though project 
guide· 

-Improvements -Document and 
in meeting describe 
needs of . community 
community involvement in 
partners based program 
on formative development 
evaluation -Involve 
-Continue community 
collaborations educators in the 
and visits with development of 
staff and parents Clubhouse 
from community educator . guide 
sites . -Support the 
-Community development of 
mentorship Clubhouses at 
program begins other museums 

-Revision of 
mentor program 
and workshops 
based on 
formative 
evaluation 
-Establish a 
diverse pool of 
15 weekly 
mentors 
-Begin to build 
an internship 
program with 
local colleges 

.1 

and in other 
communities 
-Expand mentor 
education 
-Extend mentor 
recruitment 
-Develop mentor 

. program 
guidelines and 
resources for 
Educator guide 
-Disseminate 
mentor program 
though video 
and guide 

1uly '96-1une '97 
On-going 
Operation and 
Continued 
Dissemination 
-Continue to 
support improve 
and extend 
project 
development by 
members and 
mentors 
-Continue to 
expand 
collaborations 
-Continue to 
develop and 
expand program 
to meet 
Clubhouse 20als 
-Continue to 
support, enrich 
and enhance 
collaborations 
and outreach to 
neighborhood 
sites 
-Continue to 
support the 
development of 
Clubhouses at 
other museums 
and in inner 
city 
communities 

-Continue to 
support and 
extend mentor 
program 



Bducator 
Mentorship 
Programs 

Program 
Evaluation 

Research 

Publicity 

Clubhouse 
Starter Packages 

Appendix 2 

-Plan· and 
prepare 
Teachers as 
Mentors and 
Community 
Bducator 
-Recruitment 
application, and 
selection of first 
group of 
teachers 

-Teachers as 
Mentors and 
Community 
Educator 
Mentorship 
programs begin 
-Formative 
evaluation and 
improvement of 
programs.· and 
continuing 
support 
-Surveys of 
participant, 
Mentors, 
commu·nity 

of educators, and 

-Evaluation 
meetings with 
youth and adult 
advisors 
-Observations 
program by 
evaluator 
-Interviews and 
focus groups 
with members 
educators and 
Mentors 

-MIT, Harvard, 
Lesley College 
researchers 
begin research 
projects 

teachers 
measuring steps 
toward reaching 
Clubhouse goals 
-Initial 
evaluation 
report 
-Improvements 
of Clubhouse 
activities based 
on ongoing 
formative 
evaluation 
-Ongoing 
research 
projects, 
publications, 
and . 
presentations 

-Initial publicity -Continuing 
campaign on the publicity on 
development of Clubhouse 
the Computer acti vities 
Clubhouse as a -Clubhouse to be 
model ptesented at 
-Clubhouse workshop at 
feature Association of 
workshop at Science-Tech. 
National Centers 
Educational international 
Computing conference 
Conference 

Formative 
evaluation of 
Package 
elements 
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-Continuation of 
Educator 
Mentorship 
programs 
-Continued 
support of 
teachers and 
community 
educators who 
have completed 
Mentorship 
prOJuam 
-Outside 
evaluation team 
interviews new 
and experienced 
members 
-Summative 
evaluation and 
report by outside 
evaluation team 

-Ongoing 
research 
projects, 
publications, 
and 
presentations 
-Major national 
publicity on 
Clubhouse as a 
national model 
coinciding with 
release of 
Clubhouse 
Starter Package 
materials 

Prepare. 
publicize, and 
distribute 
Packages to 
museums and 
educators locally 
and nationally 

-Continuation of 
Bducator 
Mentorship 
programs 
-Continued 
support of 
teacher and 
community 
educators who 
have completed 
Mentorship 
pr02rams 
-Ongoing 
evaluation and 
improvements 
based on 
program goals 

-Ongoing 
research 
projects, 
publications, 
and 
presentations 
-Continuing 
publicity on 
Clubhouse 
activities and 
local national 
impact 

Continue 
publicity and 
dissemination of 
Packages 



Interactive Tour 

Video 

Guide 

Bud2et 
Funding 

Appendix 2 

-Develop 
prototype of 
Interactive Tour 
-Initial 
evaluation 
within 
Clubhouse 
environment 
-Improvements 
and additions to 
software based 
on formative 
evaluation 

. $59.725 

-Software 
evaluation in 
after school and 
school sites 
·-Refine software 
based on 
observations and 
survey results 

$180.252 
-Design and 
evaluate 
methods for paid 
use of ·the 
Clubhouse 
-Implement 
model summer 
camp 
-Strategy for 
large NSF 
funding for 
disseminating 
the Clubhouse 
model 

3 

-Finalize 
software for 
.dissemination 
-Prepare Tour 
for availability 
via Internet 
-Package. 
publicize. and 
distribute 
software 

-Develop· video 
for 
dissemination 
-Package. 
publicize. and 
distribute video 
-Develop guide 
for 
dissemination 
-Package. 
publicize and 
distribute 2uide 
$198752 

-Continue 
publicity and 
dissemination of 
Interactive Tour 

-Continue 
publicity and 
dissemination of 
Interactive Tour 

-Continue 
publicity and 
dissemination of 
guide 

$130452 
-Continue to -Continue to 
develop paid use develop paid use 
of the Clubhouse of the Clubhouse 



ApJJCndix 3; The On-Ljne MUseum 

The Museum will consider setting up a Gopher server to be up and running by November 
1994, to coincide with the opeuingofThe Networked Planet Exhibit. 

Subsequent development might include a presence on the rapidly growing World Wide 
Web using the Mosaic browsing tooL 

The Computer Museum Gopher 

Gopher is also a very powerful Internet toot All Gopher clients and servers have virtually 
identical commands. Gopher is easy to na~gate, and allows you to back track if you get 
lost. Since Gopher has a line-mode interface, it can be easily accessed from any terminal 
program over a modem line, unlike Mosaic, which would be quite slow. All of the 
Information in our e-mail server can be directly imported into a Gopher Server. 

The rninjrnallevel of on-line information exchange requires only a computer and a inodem. 
In mder to facilitate the easiest access to Museum information, I recommend that, for a 
nominal distribution fee, we provide visitors without Internet access a simple public 
domajn terminal program, available for PC. or Mac. This terminal program will be 
configured to dial the Museum's local access Gopher number automatically. 

Once the visitor dials in, she or he will be greeted by a simple BBS software menu with 
general Museum information and an introduction to The Computer Museum Gopher. One 
of the choices will be access to a local-only Gopher server. This Gopher will be identical 
to the Internet-accessible Gopher except for the Other Museum Gophers menu. In the 
local-ooly Gopher, the menu of other Gophers will be replaced by an explanation about the 
local-only access. 

This addresses two important issues: ease of use, and using an Internet tooL In 
comparison to BBS· software, Gopher is pabllessly simple. There are no initial login 
questions, such as "Terminal Type? ANSI Graphics? Color'l" Most BBS's use single 
letter commands, and beginning user:s must keep refeuing to the help page. In order to get 
a person who's never been on-line to use the modem that was bundled with their computer, 
much simpler is much better. 

The local-ooly Gopher can be configured to have text in place of a feature which is disabled. 
or different. For example, dial-up users will not need the e-mail feature, or the print 
feature, so they will get a message exptaming that feature, and the fact that it is not available 
from the 1ocal~y Gopher. The save feature can be modified to cause files to be sent from 
the local Gopher to the terminal program via zmodem. Zmodem has an auto-receive 
function, which can be coofigmed in the terminal software. This way, the files the user 
wants to access will be available for saving on the client They would not be accessible if 
saved on the host because the user will not have an account there. 
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The Computer Museum Gopher Menu 

The Computer Museum Gopher (Boston MA) 

1. Welcome to The Computer Museum Gopher! 
2. Exhibits! (David Greschler) 
3. EducatiOnal Services! (Marylin Gardner) 
4. The Historical Collection/ (Brian Wallace, Owen Bell) 
s. Museum Visits! (John Marchiony) 
6. Special Events at the Museum! (Gail Jennes) 
7. . Museum Membership! (Betsy Riggs) 
8.' The Computer Museum Store! (Margaret Dasha) 
9. ;. Facility Rental for Functions (Martha Ballani) 
10. : Exhibit Kits (Kevin Kelly) 
11. Museum Newsletter! (Gail Jennes) 
12. Museum Administration! (Mary McCann) 
13. Other Museum Gophers! 

1. Welcome to The Computer Museum Gopher 

1.' About The Computer Museum (mission profile) 
2. About this Gopher 

(purpose of Gopher site, access, features, instructions) 
3. How to Access Gopher if You Don't Have Intemet Access 

(explains Gopher access via Gopher Mail and modem) 

2. Exhibits! 

3. Educational Services! 

1. The Computer Clubhouse! 
1. ' Mission Statement 
2. Project Areas 
3. Membership 
4. Mentoring 

2. Museum Publications! 
1. Educational Activities Packet 
2. People and Computers Catalog 

3. How Computers Work Video 
4. Group Tour Information 

4. Historical Collection! 

1. History 
2. Holdings 
3. Usage 
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4. Donations 
S. Images! 

S. Museum Visits! 

1. lIours and Prices 
2. TIavelDirections 
3. Group Tour Information 

6. . Special Events at the Museum! 
(press releases--menu items change with updates) 

1. E-mail the President 
2.. Virtual Reality Adventme 
3. The Internet Auction 
4. The Computer Bowl 
3. Breakfast Seminars 

7. Museum Membership/ 

1. Individual and Family Membership 
2. Cmporate Membership 
3. Library Membership 

8. The Computer Museum Swre/ 

1. Store Description 
2. Books (includes Museum publications) 
3. Videos (includes How Computers Work) 
4. Posters 
S. Educational Software 
6~ Other Computer-related Products 
7. OIdering by Phone or Mail 

9. Facility Rental for Functions 

10. Exhibit Kits 

11. Museum Newsletters! 

1. Spring 1994 
2. Winter 1994 
3. etc. 
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12. Adminjstration! 
1. Overseers 
2. Trustees 
3. Honorary Trustees 
4. S1affDirectory 
S. Volunteer Opportunities 

11. Other Museum Gophers 
1. San Francisco Exploratorium 
2. UC Berkeley Museum of Paleontology 
3. etc. 

Broadcasting Our Presence 

To generate interest in the On-line Museum, we must broadcast our presence to make our 
services known. 

Usenet Newsgroups 

Usenet is the "BBS" of the Internet. .Although it's technically not a part of the Internet, 
most people with Internet access have Usenet access. Network news on Usenet is 
organized under a set of broad headings called newsgroups. Although overt advertising is 
strongly discouraged, announcements of new services are not. The following newsgroups 
are appropriate for announcing the On-line Museum: 

altinternet.services 
comp.infosystems.gopher 
comp.infosystems.www 

Archie is a system which allows for the searching of indexed files available via anonymous 
FI'P. You can use it to find filenames with a given search string. It returns the filenames 
alongwitb. the servers where the files are located. The user can then launch FI'P to get the 
files. "McGill University in Montreal, Canada is the central index server for Archie. In 
order to be indexed, a server must be known to Archie at McGill, which FfPs known 
servers monthly to update the index infonnation. It's an automated process. 

WAIS 

WIde Area Information Server is an information tool that is oriented toward searching texts. 
A W AIS client can search for a combination ofkeywmds by sending them to a W AIS 
server. Each server offers one or more collections of documents. Sources that have the 
keywmds are returned"to the client, in hierarchical order based on the frequency of each 
keyword and the distance between keywmds in the document. The documents can be 
requested from the server, which then sends them to the client. In order to be indexed, 
documents must be available on a W AIS server. Thinking Machines maintains a directory 
of servers, which can be queried, and return information on the servers most likely to be 
useful in finding a given topic. 
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THE COMPUTER MUSEOM 

EXECUTIVE COMMITTEE MINUTES 

April 13, 1994 

Present were Gwen Bell, Lynda Bodman, Dick Case, Gardner 
Hendrie, Dave Kaplan, Jim McKenney, Tom Franklin, Clerk, and 
Oliver Strimpel, Executive Director. The meeting was called to 
order at 8:15 a.m. by Mr. Case, presiding. 

I. Oliver Strimpel first presented an operations update. 
Financial statements for the year through March 31 indicate an 
approximate projected $6,000 operating deficit for the year and a 
$50,000 shortfall against budget, largely due to reduced February 
attendance as a result of bad weather and below-budget exhibit 
sales revenue. Discussion of corrective action in part focused on 
accounting treatment: payroll accrual monthly would avoid 
distortions caused by three pay periods falling in a calendar 
month, Bowl expenses could be deferred or revenue accrued to 
reduce distortions caused by timing of Bowl revenue receipt, and 
greater overhead contributions from funded projects (such as the 
Clubhouse and permanent exhibits) could be gained by completing a 
federal A130 audit to justify an overhead rate greater than the 
minimum 18% that is currently being used. 

The immediate revenue shortfall will be corrected by a 
transfer of 18% of Networked Society funding to the operating 
account as an overhead contribution, which of course will require 
that additional funds be raised for the exhibit. Table sales for 
the Bowl can be pushed, as can exhibi t sales. Mr. Franklin 
reported on recent meetings of the Education and Licensing 
Committees which reviewed exhibit sales. Much of Mr. Kelly's time 
to date has been devoted to rationalizing the exhibit kit 
business: creating uniform and professional documentation and 
master software disks, a catalog and a mailing list. That 
business, which he estimated to be modest, can be conducted in 
the future with less effort and expense while Mr. Kelly addresses 
larger dollar volume opportunities, one of which currently is a 
possible sale to stride Rite shoe of up to 400 "How Tall Are 
You?" kits for use in new retail stores. 

Dr. Strimpel next recommended the appointment of a 
sUbcommittee of trustees to oversee Museum compensation and human 
resources policies, which was approved. Dr. Zraket was reported 
as also favoring the proposal and having authorized Dr. Strimpel 
to nominate such committee; he nominated Messrs. Pettinella, 
Kaplan and Franklin who accepted and were approved. 

Dr. Strimpel announced that Mr. Marchiony will begin work 
today on a half-time basis as Director of Marketing and that Ms. 
Gardner will begin as Director of Education on April 26. He also 
reported that NYNEX has committed $100,000 to the Networked 



.. 
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Society exhibi t and that Sprint is close to doing the same. 
Harvard Community Health Plan also is anew prospective grantor. 

II. Approval of a California office was next considered, 
beginning with a financial report that indicated the office 
largely would be funded by transfers of expenses from East Coast 
to west Coast, along with staffing responsibilities. Bowl support 
is strong in California and could be enhanced by greater staff 
support, according to Ms. Bell who strongly favored approval of 
the California office. Computer Chronicles will not be continued 
as a TV show and station KTEH has expressed strong interest in 
assuming future sponsorship of the Bowl, without the $25,000 
production cost which the Museum previously has funded. Such 
sponsorship would not preclude the traditional locus of the Bowl 
on the coast of the previous year's winning team. 

Mr. McKenney approved the proposal but 'would like it to be 
expressly a trial for up to three years, then to be further 
reviewed. He also recommended more direct reporting to the 
Directors of Marketing and Education as well as"to the Executive 
Director. Mr. Hendrie also approved, with the same recommendation 
of a reporting relationship. Mr. Case demurred on the reporting 
relationship, believing the same should be determined with 
careful regard for the people in each position, and otherwise 
approved the proposal., Ms. Bodman expressed concerns regarding 
the ad hoc process by which the proposal came to this committee 
and the ambiguous goals of the proposal, but approved in 
principle. 

Following further discussion the committee approved 
establishment of a west Coast office as recommended for fiscal 
1994-95 with the understanding that the primary purpose is to 
establish a West Coast presence of the Museum for marketing and 
development activities, including project management of the 
Computer Bowl and Electronic Auction. 

The meeting was adjourned at 10:15 a.m., to reconvene on May 
16 at 8:00 a.m. 

Respectfully submitted, 

9~~ 
J. Thomas Franklin, Clerk 
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DAlE: 

TO: 

FROM: 

SUBJECT: 

Memorandum 

June 3, 1994 

Board of Trustees 
Board of Overseers 

Oliver Strimpel 

Board of Trustees Meeting on June 17 

Enclosed please find the agenda for the Board of Trustees meeting on Friday, June 17, 
1994. The meeting, which will run from 8:30 a.m. until noon, will be held in the 
Museum's auditorium on the flfth floor. A continental breakfast will be served at 8:00 
a.m., and a light lunch will follow adjournment. Overseers are cordially invited to attend 

The Nominating Committee will present a slate of recommended candidates for the 
Museum's Boards of Trustees and Overseers. (Background materials will be sent 
separately by the Committee.) 

Enclosed is the proposed FY95 budget, for discussion and vote at the meeting. 

Lon~ Range Plan 
In order to have more opportunity for Trustee and Overseer input and to enable our new 
staff department heads in education, marketing, and development to participate, we have 
extended the schedule for the creation of the Museum's next Long-Range Plan. Under the 
new schedule, a draft will be presented to the September Executive Committee meeting, for 
final discussion and approval at the November Trustee meeting. 

A revised partial draft is enclosed that includes new material on exhibits, the Clubhouse, 
and the Online Museum, much of it based on discussions at the two Board meetings in 
February and committee meetings since then. Over the summer, we plan to convene 
marketing, development, and flnance committees to develop these respective areas. 

At our upcoming meeting, we would like to get your response to the enclosed, as well as 
launch the discussion in the marketing, development, and flnance areas. This will be a great 
opportunity to refine our vision of the Museum's role and positioning over the next decade! 

Please take a moment to flll out the RSVP form included in this packet and return it as soon 
as possible to my assistant, Mary McCann. I look forward to seeing you on June 17! 

Enclosures: 
• Agenda 
• RSVPform 
• Draft Long-Range Plan 
• FY95 Budget with notes 
• April financials 
• Minutes from April 13 and May 19 Executive Committee meetings 
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8:30 

12:00 

The Computer Museum 

BOARD OF DIRECTORS MEETING 
Friday, June 17, 1994 
8:30 a.m. - 12:00 p.m. 

Agenda 

Call to Order of Meeting of the Members of the Corporation 

Election of Vice Chairman 
Election of New Trustees 

Meeting Adjourns 

Call to Order of Meeting of the Board of Trustees 

Election of Officers 
Election of Standing Committees 
Election of New Overseers 

FY94 Review and Goals for FY95 
Budget Discussion 

Bowl Report 

Board Committee Reports 

Long-Range Planning Discussion 

Meeting Adjourns 

Lunch 



The Computer Museum 

BOARD OF TRUSTEES MEETING 
Friday, June 17,1994 
8:30 a.m. -12:00 p.m. 

R.S.V.P 

I will attend the Board meeting on June 17: _Yes; _No 

I will attend the BREAKFAST (8:00 - 8:30 a.m.): _Yes; _No 

I will attend the LUNCH (12:00 -1:00 p.m.): _Yes; _No 

(We need an accurate tally for breakfast/lunch to ensure that we are not wasteful. Thanks!) 

NAME: 
(please print) 

PHONE: 

E-MAIL ADDRESS 

Please fill out and return this form ASAP to: 

Mary McCann 
The Computer Museum 
300 Congress Street 
Boston, MA 02210 

FAX: 617-426-2943 

Phone: 617-426-2800, ext. 372 

E-mail: mccann@tcm.org 
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Combined Operational Results 

FY95BUDGET 

SUMMARY 

The budget for the fiscal year ending June 30, 1995, reflects a net surplus of 
$121< for the Museum overall. The surplus represents the combined results 
of three funds: a surplus of $97K in the Operating Fund, a deficit of $84K in 
the Capital Fund, and break-even in the Exhibit Fund. 

Ohjectives 

• Develop two major new exhibitions -The Networked Society, and The 
Walk-Through Computer 2.0. raising an additional $200K for TNS and 
$450K for WTC 2.0 in FY95. 

• Develop plans and raise start-up funding for a new "mini-campaign" 
designed to fund a new lobby, waterfront park, and retire the mortgage. 
This is not budgetted. 

• Achieve a 10% attendance increase through PR and marketing efforts. 
These are supported by a full programmatic offering in FY95: the 
permanent exhibit, The Networked Society, opening November 12; and 
three special exhibitions on computer art, including_ The Computer in 
the Studio, developed in conjunction with the DeCordova Museum in 
Lincoln, opening September 24, and Aaron in Color: Robot Painter by 
Harold Cohen, opening April 1, 1995. Maintain visibility via calendar 
listings between exhibit openings with special events and programs. 

• Enhance visitor services with new programs for school groups and an 
audio-tape guide. Serve non-English speakers with foreign language 
versions of the tape guide and exhibit video subtitles. 

• Build four new revenue streams that broaden the populations served by 
the Museum: publications, Internet Auction, computer camps, and 
overnights. 

• Plan and start developing the Computing Hall of Fame program. 

• Increase corporate and individual membership revenues through 
improved execution of staff, Board, and volunteers, driven by a fully 
staffed development department. 
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. •. Raise funds to support the second phase of the Computer Oubhouse 
. development. .. 

• Launch the second series of ~omputer Bowls. 
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FX95 BUDGET NOTES 

Fund Accountina 

To ensure proper usage of restricted and unrestricted assets, the Museum 
.maintains its accounts according to fund accounting principles, whereby 
funds are classified in accordance with specified restrictions or objectives. 

Revenue Recognition 

Revenues, including those for unrestricted contributions, memberships, and 
Capital Campaign pledges are recorded when received. The policy for 
restricted revenues will be to record revenues to the extent of expenses 
incurred plus an appropriate overhead rate. 

Dep:t;eclation 

Set forth below are estimates of depreciation amounts not included in the 
FY94 forecast or FY95 budget because they do not require any cash outflow. 
Determination of depreciation is based upon the estimated useful lives of 
assets on a straight line basis. Depreciable assets include equipment and the 
cost of permanent exhibits depreciated over five years; leasehold 
improvements, depreciated over 20 years; and the building, depreciated over 
32 years. 

The amount of depreciation for FY94 and FY95 will be approximately $758K 
and $778K, respectively. 

Employees 

As of June 30,1994, full-time equivalent employees (FrEs) are expected to be 
42. As of June 30, 1995, FrEs are expected to be 46. (Two of these are new 
positions; the others are positions that are currently vacant.) The FY95 
budget assumes a 4% salary increase for all staff effective on their 
anniversary date. 
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Restricted Contributions 

Restricted contributions represent amounts designated by the donor to be 
expended for specific activities, functions, programs, exhibits, or types of 
expenditures. 

The following is a summary of restricted contributions (Dollars in 
Thousands): 

Operating Fund Total 
Exhibit Fund Total 
Total Restricted Contributions 
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FY94 FY95 
Proj. Proj. 

$249 
106 
355 

$ 555 
450 

1,005 



OPERATING FUND 

The Operating Fund, which includes unrestricted and restricted 
contributions, reflects the activity necessary to support the overall 
operations of the Museum. 

The following are notes that support the revenue and expense lines of the 
FY94 budget. 

Computer Clubhouse 

The Museum's major educational project, with $2721< revenue (of which 
$SOK is deferred revenue from FY94) and $215K of expense. The Museum is 
applying a 30% overhead rate to this project to cover space and 
administrative costs. Project expense reflects operation of the Clubhouse for 
a year, program planning, and software development. 

Exhibit-Related 
$283K of revenue is composed of $871< from the Harold Cohen art exhibit 
and ~ther related art exhibits in the Skyline Room. $195K is overhead from 
the Networked Planet and the Walk-Through Computer 2.0. 

Cor.porate Membership 
$250K in revenue is budgetted for FY95. 

Computer Bowl 
Revenue of $365K budgetted for the Bowl, with an additional $40K 
budgetted for the Internet Auction. Net increase of $121< over budgetted 
revenues for FY94 All-Star Bowl. 

Membership Fund 
Total revenues are expected to increase by $321<, due to the establishment 
during FY94 of the Museum Friends Program. 

Admissions 
Admissions revenues of $S81K reflect an average increase of 3.5% over FY94. 
This reflects the draw of the Networked Planet exhibit, which opens in 
November, as well as $26K additional revenue from the Museum's new 
audio-tape tour program. Attendance is projected to increase from 118,000 
people (projected FY94) to 130,000, about a 10% increase, with an average 
admission fee of $4.25 per head. 

Below is a historical summary of attendance levels and average revenue per 
visitor. 
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# Visitors % Change 

FY 85 34,000 
FY 86 77,00,0 
FY87 77,619 
FY88 77,072 
FY89 88,041 
FY90 91,848 
FY 91 130,319 
FY 92 118,567 
FY 93 117,200 
FY 94 Projected 120,000 
FY 95 Budget 130,800 

NM 
0.8% 

(0.7%) 
14.0% 

4.0% 
42.0% 
(9.0%) 
(2.0%) 

3.0% 
9.0% 

Average Admission 
Revenue/Visitor 

$2.18 
2.32 
2.48 
2.92 
2.64 
3.49 
4.02 
3.91 , 
3.99 
4.25 
4.25 

Net increase of $llK over FY94 is due to increased admissions traffic, with 
projected higher profit levels per person. 

Functions 
Revenue increase of $36K is due to the new Museum Overnight program, as 
well as to a modest projected increase of regular funtion rentals. 

Exhibit Sales 
This program holds the promise of major growth, but has not yet 
performed. The program contributes to the Museum's educaional mission 
as it results in the Museum serving very large numbers of visitors at other 
sites. An aggressive marketing plan is being developed for FY95. 

Publications 
Publications revenue of $110K advance against royalties, for a Museum book 
series, is offset by $95K in expenses in FY95. 

Computer Camps 
Net revenue of $6K is projected for FY95 for this new program. 

Marketing 
Expenses budgetted to increase by $21K in FY95, due to aggressive marketing 
and advertising support for the FY95 events calendar. 

Fund-Raising 
The fund-raising expense line covers corporate membership program 
expenses and 80% of the development director's salary. 
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CAPITAL FUND 

Note that the mortgage expense remains in the FY95 Capital Fund in 
anticipation that there will be fresh capital revenue-generating initiatives in 
FY95. This will be a high priority for the Museum's development effort in 
FY95. If new capital revenues do not materialize, the mortgage payment 
will have to be carried by Operating Fund revenues. 

ENDOWMENT FUND 

$10K interest income is expected in FY95, to be applied to the Operating 
Fund. 

PLANT FUND 

The Plant Fund reflects the amounts invested by the Museum in real estate, 
equipment, and exhibit-related assets. 

EXHIBIT FUND 

The Exhibit Fund represents the activities associated with developing 
permanent new Museum exhibits. $4941< of revenues are budgetted for The 
Networked Planet exhibit (scheduled to open in November 1994), $200K of 
which is to be raised in FY95. 

An additional $850K of revenue is budgetted for the Walk-Through 
Computer 2.0, of which $400K has already been pledged. These figures 
include 18% (or $195K) in operating overhead. 
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THE COMPUTER MUSEUM 

PROPOSED BUDGET 
FY95 

OPERATING CAPITAL EXHIBIT 
% % % COMBINED $ 

FY95 FY94 VARIANCE FY95 FY94 VARIANCE FY95 FY94 VARIANCE FY95 FY94 VARIANCE 
PROJECTION PROJECTION PROJECTION PROJECTION 

-------------------- ------------------- -------------------- --------------------- --------
SUPPORT/REVENUE 

Restricted support: 
clubhouse 272,500 249,500 8% 272,500 249,500 23,000 
Exhibit Related 283,100 86,363 69% 1,344,785 450,000 67% 1,627,885 526,363 1,101,522 
Govt & Foundation 10,286 10,286 -10,286 
Endowment 

unrestricted support: 
capital campaign 41,000 352,050 -759% 41,000 352,050 -311,050 
corporate Membership 250,000 192,725 23% 250,000 192,725 57,275 
Foundation 24,180 24,180 -24,180 
computer Bowl 365,000 438,000 -20% 365,000 438,000 -73,000 
Internet Auction 40,000 40,000 
Membership Fund 210,000 178,000 15% 210,000 178,000 32,000 

Admission 581,900 510,000 12% 581,900 510,000 71,900 
Store 298,000 260,000 13% 298,000 260,000 38,000 
Functions 190,850 160,000 16% 190,850 160,000 30,850 
Exhibit sales 53,300 35,000 34% 53,300 35,000 18,300 
other: 

Interest Income 13,000 3,000 77% 13,000 3,000 10,000 
Publications 110,000 110,000 
Computer camps 18,000 550 97% 18,000 550 17,450 

TOTAL SUPPORT/REVENUE 2,685,650 2,147,604 20% 41,000 352,050 -759% 1,344,785 450,000 67% 4,071,435 2,939,654 1,131,781 

EXPENSES 

Exhibit Development 78,792 60,000 24% 1,344,785 381,500 72% 1,423,577 441,500 982,077 
Exhibit MaintiEnhancement 58,179 52,000 11% 58,179 52,000 6,179 
Exhibit Sales/Kits 40,560 38,000 6% 40,560 38,000 2,560 
Collections 59,850 64,000 -7% 59,850 64,000 -4,150 
Education & Admission 333,339 260,000 22% 333,339 260,000 73,339 
Clubhouse 215,360 191,900 11% 215,360 191,900 23,460 
Marketing 251,560 245,000 3% 251,560 245,000 6,560 
Publ ica tions 94,945 94,945 
Public Relations 84,594 91,455 -8% 84,594 91,455 -6,861 
Store 238,826 219,559 8% 238,826 219,559 19,267 
Functions 102,320 78,600 23% 102,320 78,600 23,720 
computer Bowl 115,616 137,600 -19% 115,616 137,600 -21,984 
Internet Auction 29,344 29,344 
Fundraising 150,066 58,000 61% 5,300 82,000 -1447% 155,366 140,000 15,366 
Membership Fund 75,835 50,000 34\ 75,835 50,000 25,835 
Museum Wharf 

Op EXp 300,000 316,927 -6% 300,000 316,927 -16,927 
Mortgage 120,200 126,977 -6\ 120,200 126,977 -6,777 

General Management 359,175 262,000 27% 359,175 262,000 97,175 

TOTAL EXPENSE 2,588,361 2,125,041 18% 125,500 208,977 -67% 1,344,785 381,500 72% 4,058,646 2,715,518 1,343,128 

NET REVENUE 97,289 22,563 77% -84,500 143,073 68,500 12,789 224,136 -211,347 
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THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

10 Month Ending 04/30/94 

OPERATING OPERATING ANNUAL 
FY94 FY93 CAPITAL/EXHIBIT ENDOWMENT COMBINED $ BUDGET FORECAST 

Actual Budget Actual Actual Budget Actual Budget Actual Budget VARIANCE FY94 FY94 
-------------------- ---------- ------------------------------------ --------------------- -------- --------------------

SUPPORTIREVENUE 

Restricted support: 
Clubhouse 202,667 270,525 38,030 202,667 270,525 -67,858 287,900 249,500 
Exhibit Related 68,363 82,000 24,581 103,590 524,000 171,953 606,000 -434,047 732,000 526,363 
Govt & Foundation 2,982 41,391 2,982 2,982 10,286 
Endowment 

unrestricted support: 
capital campaign 151,428 474,200 151,428 474,200 -322,772 726,200 352,050 
corporate Membership 152,525 153,750 154,750 152,525 153,750 -1,225 205,000 192,725 
Foundation 24,180 1,000 24,180 24,180 24,180 
computer Bowl 294,125 358,800 298,100 294,125 358,800 -64,675 388,000 438,000 
Membership Fund 153,220 150,440 113,768 153,220 150,440 2,780 178,000 178,000 

Admission 404,767 431,983 393,798 404,767 431,983 -27,216 536,841 510,000 
store 221,262 272,330 186,658 221,262 272,330 -51,068 332,395 260,000 
Functions 154,034 106,480 120,773 154,034 106,480 47,554 140,352 160,000 
Exhibit sales 17,997 70,000 49,240 17,997 70,000 -52,003 90,000 35,000 
other: 

Interest Income 2,465 5,800 2,719 3,315 4,680 5,780 10,480 -4,700 12,000 3,000 
Rental Income 5,950 4,000 
Program Income 2,000 6,092 2,000 -2,000 2,500 200 
Collections 350 3,300 4,413 350 3,300 -2,950 4,000 350 

TOTAL SUPPORTIREVENUE 1,698,937 1,907,408 1,441,263 255,018 998,200 3,315 4,680 1,957,270 2,910,288 -953,018 3,639,188 2,939,654 

EXPENSES 

Exhibit Development 50,019 85,395 30,135 163,759 375,350 213,778 460,745 -246,967 580,485 441,500 
Exhibit Maint/Enhancement 49,498 35,740 55,436 2,064 22,160 51,562 57,900 -6,338 69,578 52,000 
Exhibit SaleslKits 32,086 41,080 50,376 32,086 41,080 -8,994 52,610 38,000 
Collections 54,024 51,950 50,876 54,024 51,950 2,074 62,400 64,000 
Education & Admission 215,352 244,012 213,575 215,352 244,012 -28,660 292,570 260,000 
Clubhouse 156,899 196,140 29,254 156,899 196,140 -39,241 236,000 191,900 
Marketing 206,093 192,680 136,944 206,093 192,680 13,413 229,190 245,000 
public Relations 78,257 77 ,916 65,983 78,257 77,916 341 93,334 91,455 
store 191,058 224,804 170,268 191,058 224,804 -33,746 268,932 219,559 
Functions 70,957 56,791 52,776 70,957 56,791 14,166 69,402 78,600 
computer Bowl 61,956 33,230 27,438 61,956 33,230 28,726 135,324 137,600 
Fundraising 49,214 54,345 42,297 105,736 181,331 154,950 235,676 -80,726 286,585 140,000 
Membership Fund 40,600 69,700 26,171 40,600 69,700 -29,100 83,611 50,000 
Museum Wharf 

op EXP 255,239 251,670 246,698 255,239 251,670 3,569 302,000 316,923 
Mortgage 106,286 106,283 106,286 106,283 3 126,977 126,977 

General Management 220,589 181,970 189,917 220,589 181,970 38,619 213,271 262,000 

TOTAL EXPENSE 1,731,841 1,797,423 1,388,144 377 ,845 685,124 2,109,686 2,482,547 -372,861 3,102,269 2,715,514 

NET REVENUE -32,904 109,985 53,119 -122,827 313,076 3,315 4,680 -152,416 427,741 -580,157 536,919 224,140 
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04/30/93 
ACTUAL 

REVENUES: 

clubhouse 38,030 
Exhibit Related 24,581 
Govt & Foundation 42,391 
corporate Membership 154,750 
computer Bowl 298,100 
Membership Fund 113,768 
Admissions 393,798 
Store 186,658 
Functions 120,773 
Exhibit sales 49,240 
Interest Income 2,719 
Other 16,455 

Total Revenues 1,441,263 

EXPENSES: 

Exhibits Development 30,135 
Exhibits Maintenance 55,436 
Exhibit sales 50,376 
collections 50,876 
Education & Admissions 213,575 
Clubhouse 29,254 
Marketing 136,944 
Public Relations 65,983 
store 170,268 
Functions 52,776 
computer Bowl 27,438 
Fundraising 42,297 
Membership Fund 26,171 
Musuem Wharf 246,698 
General Management 189,917 

-------
Total Expenses 1,388,144 

NET REVENUES(EXPENSES) $53,119 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

OPERATING FUND 

FOR THE TEN MONTHS ENDED 
---------04/30/94---------

ACTUAL BUDGET VARIANCE 

$202,667 270,525 -67,858 
68,363 82,000 -13,637 

$27,162 27,162 
$152,525 153,750 -1,225 
$294,125 358,800 -64,675 
$153,220 150,440 2,780 
$404,767 431,983 -27,216 
$221,262 272,330 -51,068 
$154,034 106,480 47,554 

$17,997 70,000 -52,003 
$2,465 5,800 -3,335 

350 5,300 -4,950 
--------- --------- -------
1,698,937 1,907,408 (208,471) 

50,019 85,395 -35,376 
49,498 35,740 13,758 
32,086 41,080 -8,994 
54,024 51,950 2,074 

215,352 244,012 -28,660 
156,899 196,140 -39,241 
206,093 192,680 13,413 

78,257 77,916 341 
191,058 224,804 -33,746 
70,957 56,791 14,166 
61,956 33,230 28,726 
49,214 54,345 -5,131 
40,600 69,700 -29,100 

255,239 251,670 3,569 
220,589 181,970 38,619 
------- ------- ---------

1,731,841 1,797,423 -65,582 

($32,904) 109,985 -142,889 

PERCENT FY94 FY94 
BUDGET FORECAST 

-25\ 287,900 249,500 
-17\ 100,000 86,363 
100\ 34,466 
-1\ 205,000 192,725 

-18\ 388,000 438,000 
2\ 178,000 178,000 

-6\ 536,841 510,000 
-19\ 332,395 260,000 

45\ 140,352 160,000 
-74\ 90,000 35,000 
-58\ 7,000 3,000 
-93\ 10,500 550 

------- -------
-11\ 2,275,988 2,147,604 

-71\ 102,730 60,000 
28% 43,250 52,000 

-28\ 52,610 38,000 
4\ 62,400 64,000 

-13\ 292,570 260,000 
-25\ 236,000 191,900 

7\ 229,190 245,000 
0% 93,334 91,455 

-18\ 268,932 219,559 
20\ 69,402 78,600 
46\ 135,324 137,600 

-10\ 64,854 58,000 
-72\ 83,611 50,000 

1\ 302,000 316,927 
18\ 213,271 262,000 

-------- --------
-4\ 2,249,478 2,125,041 

-1 26,510 22,563 



05/11/94 THE COMPUTER MUSEUM 
BALANCE SHEET 

04/30/94 
COMBINED 

OPERATING CAPITAL PLANT ENDOWMENT TOTAL TOTAL 
FUND FUND FUND FUND 04/30/94 6/30/93 

ASSETS: 

Current: 
Unrestricted Cash $368,600 $3,315 $371,915 $259,423 
Restricted Cash 250,000 $250,000 250,000 
Cash Equivalents 167 
Investments 2,074 $2,074 2,074 
Receivables 212,770 $212,770 48,868 
Inventory 45,840 $45,840 49,137 
prepaid Expenses 18,087 $18,087 9,143 
Interfund Receivable 3,315 575,850 $579,165 123,310 

--------- --------- --------- --------- --------- ---------
Total Current Assets $650,686 $575,850 $253,315 $1,479,851 $742,122 

property & Equipment: 
Equipment & Furniture $260,327 $260,327 $260,327 
capital Improvements 938,338 938,338 938,338 
Exhibits 4,079,698 4,079,698 4,079,698 
Construction in Process 52,908 52,908 52,908 
Land 18,000 18,000 18,000 
Less Accum. Depreciation (2,962,311) (2,962,311) (2,962,311) 

--------- --------- --------- --------- --------- ---------
Net property & Equipment $52,908 $2,334,052 $2,386,960 $2,386,960 

TOTAL ASSETS $650,686 $628,758 $2,334,052 $253,315 $3,866,811 $3,129,082 
========::::= ========== ========== ========= ========== ========== 

LIABILITIES AND FUND 
BALANCES: 

Current: 
Accounts payable $32,908 $6,601 $39,509 $109,006 
Accrued Expense 37,588 8,710 46,298 63,557 
Deferred Income 142,518 573,470 715,988 194,919 
Interfund payable 575,850 3,315 575,850 123,310 

--------- --------- --------- --------- --------- ---------
Total Current Liabilities $788,864 $588,781 $3,315 1,377,645 $490,792 

Fund Balances: 
operating ($138,178) (138,178) ($108,566) 
capital 39,977 39,977 162,804 
Endowment 250,000 250,000 250,000 
plant 2,334,052 2,334,052 2,334,052 

--------- --------- --------- --------- --------- ---------
Total Fund Balances ($138,178) $39,977 $2,334,052 $250,000 $2,485,851 $2,638,290 

TOTAL LIABILITIES AND 
FUND BALANCES $650,686 $628,758 $2,334,052 $253,315 $3,866,811 $3,129,082 

=======::11== :::===1:1::::==== ========== e==:::===== ========tz= 1:1=1:11:1======= 



The Computer Museum 
EXECUTIVE COMMITTEE MINUTES 

May 19, 1994 

Present were Gwen Bell, Lynda Bodman, Richard Case, Gardner Hendrie, Jim McKenney, 
Nick Pettinella, Ed Schwartz, Charles Zraket, Oliver Strimpel, executive director, and Mary : 
McCann, acting clerk. The meeting was called to order at 8:15 a.m. 

I. Dr. Strimpel presented a report on Museum operations. Financials for the 10 months ending 
April 30 show a projected surplus of $22,000 for year end, due to stronger-than-budgeted 
revenues from both the Bowl and the Live Auction. This has counterbalanced the poor 
performance in both attendance (due to a harsh winter) and exhibit sales. 

Exhibit sales continues to carry an element of budget risk, although we have a potential for 
$40,000 in sales to OMSI for a project being funded by Intel. Dr. Strimpel distributed a report 
detailing a possible Museum collaboration with Stride Rite, which was originally prompted by 
their interest in our Height Sensor kit Ms. Bodman explained that this may entail a major build­
in to Stride Rite facilities and could generate $500,000 - $1 million for the Museum. There was 
discussion as to what our support responsibilities should be at off site insmJlations. h was agreed 
that while service has not been an issue thus far, it will fast become one once we install more 
offsite exhibits. The same concept holds true for the.Oubhouse: Once we begin outreach of 
Museum-designed programs, adequate support must be in place, and we must budget for this 
new obligation. Discussion also ensued as to the type of exclusivity rights we might grant to 
offsite clients. 

The admissio~ report for the month of April shows a decline in visitor traffic from last year; the 
reason for this is unclear. May attendance is thus far tracking close to projection. We are 
implementing new ways to maximize attendance by school groups. 

Exhibit development for The Networked Society, which provisionally has been renamed the 
Networked Planet, is moving ahead rapidly. To date we have raised $565,000, including recent 
donations of $25,000 from Harvard Community Health Plan for a section on "healthy 
computing," and $20,000 from Stratus (Plus a $300,000 machine from that company). 
Additional proposals are outstanding to Sprint, Unisys, Banyan, Intel and AMD. Fundraising 
for the Walk-Through Computer 2.0 is also active. Trustee Dave House has sent letters of 
solicitation to IBM and other companies. 

Project reports for both the Networked Planet and the Computer Clubhouse were distributed. 
The Networked Planet will open in November, with an evening reception following the 
afternoon Board meeting on November 10. The official public opening will be Saturday, 
November 12. Exclusive activities will also be available for sponsors. 

John Marchiony and Marilyn Gardner are now aboard full time as, respectively, director of 
marketing and director of education. With their arrival, the Museum's Department Head team is 
fully staffed. John is developing a framework for marketing and public relations for the 
Networked Planet Plans for a Board-level marketing committee are underway. 

Dr. Zraket suggested that a milestone report for the Oubhouse be prepared and be given wide 
distribution. Discussion followed as to the image we wish to project in this, and other, printed 
matter. It was agreed that printed pieces should have a consistent style and should convey a 
highly professional image without looking expensive. 



,-

ll. Dr. Bell reported on, and was congratulated on, the great success of the recent Computer 
Bowl and auctions. Over 600 people worldwide registered for the Internet auction. Of the 70 
items offered, only eight did not sell, and these were of a corporate nature. Two Internet 
auctions are planned for next year, in the spring and fall, with each budgetted for $20,000 of 
revenue. The Live Auction was a huge success, with 14 eclectic items garnering larger-than­
budgeted revenues. The most popular item, a week: as publisher of Computerworld, with a free 
trip to any of its worldwide editorial posts, went to both top bidders (Gordon Bell and Bill 
Gates) for $28,000 each. The auction will be held again next year, with a new set of donors and 
items. 

ill. Before presentation of the proposed FY95 budget, committee members, with Betsy Riggs in 
attendance, first discussed the Capital Campaign. The Development Committee has decided not 
to proceed with the Campaign; instead, it wishes to develop a new campaign to help us retire the 
mortgage by means of a capital building fund that would have more appeal to donors. 

Discussion ensued about the need for a financial summary statement about the Campaign - what 
has been pledged, including·the Bells' trust of $1 million; collected; and spent. The Finance and 
Development committees were directed to draft a closing statement ~cluding snmmary financials, 
other pertinent facts, and text articulating the rationale behind the change to a new strategy. The 
draft report should go to the Executive Committee for approval before distribution to the Board at 
its June meeting, and then to past donors. 

It was noted that the Finance Committee would like the capital fund reflected in a column of its 
own in the financial statements, for clearer accounting. 

The proposed FY95 budget was presented for discussion. With the cessation of the Campaign, a 
large issue now is how to pay the $120,000 mortgage for FY95 and years thereafter . 

. Some skepticism was voiced about our ability to reach the projected increase in revenue. Given 
the fact that the Museum has consistently fallen short of its revenue goals, Mr. Hendrie 
recommended that we budget conservatively so that our expenses grow by just half ($250,000), 
and we don't spend cash until we have earned it. Dr. Bell reminded the committee that while the 
budget is quite agressive, it reflects the Board mandate to hire top-quality staff and provide them 
the necessary compensation and support. Lengthy discussion ensued, during which Dr. 
Strimpel addressed in detail the rationale for each area of the proposed budget. It was noted that 
the ratio of development revenues to expenses seems low. Dr. Strimpel was then directed to (1) 
scrub down the current proposed budget and (2) prepare a contingency plan for reducing the 
annual operating expenses by $200,000 after four - six months if revenues don't come in as 
planned. 

IV. Ms. Bodman gave the Nominating Committee report. Proposed candidates for Overseers 
include Oemmie Cash, John Shoch, Gary Beach, and Isaac Nassi Also being pursued by the 
committee are Jim Manzi of Lotus and Jim Fisher of Anderson Consulting. The Nominating 
Committee will meet on May 26. Ms. Bodman recommended the creation of a subcommittee to 
address Overseer cultivation and activities. The committee hopes to introduce four to six 
potential Overseer candidates at each Board meeting. The chair of the Board of Overseers should 
perhaps join the Nominating Committee. 

Barry Horowitz has indicated that he would be happy to release his Trustee slot and become an 
Overseer; this should be put on the agenda for the next Board meeting. Ms. Bodman will 
prepare the Nominating Committee agenda for the June 17 Board meeting. 



V. A final version of the Long-Range Plan will be ready for distribution to the Executive 
Committee in September. Further discussion of the draft will take place at both the June Board 
meeting and the July Executive Committee meeting. 

VI. It was decided that future meetings of the Executive Committee will be held on the second 
Thursday of each month, excepting those months in which there are Board meetings. Upcoming 
dates ate July 14 and August 11, from 8:00-10:00 a.m. at the Museum. Committee members 
will be sent a complete list of dates through 1994. 

The meeting was adjourned at 10:30 a.m. 



The 
Computer 
Museum 
300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

DAlE: 

10: 

FROM: 

SUBJECT: 

Memorandum 

July 6, 1994 

Executive Committee 

Oliver Strimpel 

July 14 Meeting 

Enclosed please find the agenda for our next meeting on Thursday, July 14. 
The meeting, which starts at 8:00 a.m., will be held in the conference room on the 
sixth floor (in the office area) 

Among items to be discussed are the Museum's publications program; a proposal for 
visible storage at the Museum (enclosed); and the "850 Fund," a proposed initiative 
to complete the Museum's acquisition of the building. 

Please call or e-mail Mary McCann (ext 372; McCann@tcm.org) to tell her whether 
you will attend the meeting. 

I look forward to seeing you on next Thursday. 

Enclosures: 
• Agenda 
• Proposal for visible storage 
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Agenda 

The Computer Museum 
EXECUTIVE COMMITTEE MEETING 

July 14, 1994 
8:00 a.m. - 10:00 a.m. 

1. Dates for meetings after August 

2. Operations Update 

3. Proposal (enclosed) regarding Visible Storage for the Collections 

4. Publications Program 

5. "850 Fund" 



Proposal to Create a Visible Storage Exhibition at The Computer Museum 

As computer history becomes more prominent in the history of technology, The 
Computer Museum's extensive collection will attract more interest. This proposal 
sets forth a plan to facilitate access to the different parts of the collection. 

NEED 

Since the Museum has focussed on serving the ninety percent of our audience who 
are neither highly technical nor interested in the evolution of computer technology, 
the ten percent who are interested in the technical and historical issues have 
become an underserved element of our audience. Both the ninety percent and the 
ten percent components grow in real numbers. Evidence of the growth in interest 
on the part of the latter group falls into three main categories. 

1. Almost every day, staff are approached with requests to see all or specific pieces of 
the Museum's historical collection. These requests come from on-site visitors, 
through the mail, via the Internet, and over the telephone, and from individuals 
and groups. Requestors include students, professors, researchers, historians, 
engineers, and technology enthusiasts. 

2. A number of long-term, core Museum members have become increasingly vocal 
in requesting that the "old things" be made available to more visitors and to 
themselves. 

3. The growth in the number of prior art cases during the past several years has 
attracted. more and more legal research based on the Museum's collection. 

VISIBLE STORAGE AT OTIiER MUSEUMS 

The National Museum of Photography, Film and Television, in Bradford,' U.K., 
anticipated' the need for a visible storage exhibition space early on. They conducted 
extensive research on methods of providing this type of service to visitors as well as 
photography enthusiasts. Their research enabled them to accept, organize, and make 
available to the public an enormous collection of Kodak cameras. A large grant from 
Kodak Corporation allowed the Museum to build specially designed cases that 
provide easy access without affecting other exhibition spaces. 

The Children's Museum hi. Boston developed a labelling system for accessible and 
visible storage areas that ranges from "don't touch" to "pick me up." The labels 
provide simple, easy-to-understand instructions to teachers and students, who are 
encouraged to make appointments to visit the Museum's storage areas. 

". 



In both of these cases, the items in the museums' collections are relatively small and 
can be stored in exhibit cases. The Carnegie Mellon University Museums -
including the University natural history and art museums and the Andy Warhol 
Museum - have taken another tack: they maintain their non-exhibited collections 
in traditional, non-public displays, but open the back rooms to the public for one 
weekend each year. Approximately 4,000 visitors came to the museums this spring 
to see the non-public spaces, view parts of the collections not ordinarily available, 
and find out what sorts of work museum staff do behind the scenes. As a result, the 
Museums plan to increase the frequency of this service. 

IBM's storage facility contains all of IBM's discontinued machines, in a clean, 
humidity-controlled environment. IBM makes the facility available to interested 
visitors by appointment only. Individual artifacts-are ordered in the simplest way 
possible - chronologically. 

While The Computer Museum places historical components - usually three­
dimensional, artifact-rich timelines - into each new exhibit, the number of artifacts 
that can be shown in this way is limited by the themes of the Museum's exhibits. 

A VISIBLE STORAGE EXHIBIT AT THE COMPUTER MUSEUM 

The Computer Museum proposes to develop a 2,300 square foot dedicated space 
where a significant portion of its -eollection can be viewed by interested parties. The 
first step is to organize the gems of the collection in chronological order. 

FollOwing is a list of many of the significant artifacts that would be displayed: 
The 1890 Hollerith machine replica, ENIAC, Johnniac, WISe, SAGE, Bendix G-15, 
LGP-30, Packard-Bell 250, Philco 212, NEC 2002, CDC 160, PDP-I, DDP-116, PDP-8, 
S05-940, CDC 6600, CDC 7600, IBM 1620, IBM Stretch, Burroughs 9000, DG Nova, 
Prime 1, Xerox Alto, Three Rivers PERQ, Apollo Domain, Sun 3, ETA 10, Thinking 
Machines 1. Generally, only processors, maintenance and control panels, and key 
peripherals would be exhibited. Lesser pieces would be stored, along with the rest of 
the collection, in an off-site storage area. 

Although the large-scale artifacts are most significant, an additional component of 
Visible Storage would allow for display units for small-scale artifacts that include 
the extensive personal computer, memory, and logic component collections. 

Other proposed elements include: 
• Signage. Each machine in the visible storage area would be labeled with a simple 

set of specifications. 
• New acquisitions. As the Museum acquires new, more significant machines, the 

visible storage area will be changed; significant new acquisitions will be 
temporarily displayed in an area devoted to recent acquisitions. 

2 
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• Related collections. An on-site library would include book, document, 
photograph, and film/video collections, along with a database of those 
collections. 

• On-line access. A titles-only version of the database would allow reporters, prior­
art and other researchers, and students to examine the collection from afar. 

IMPLEMENTATION AND TIMING 

The Museum's long-range plan recommends half of Bay 6 on the fifth floor 
(approximately 2,300 square feet) for Collections. 

The visible storage area would provide secure, presentable access to interested 
visitors, scholars, and members of the Museum, whether by scheduled appointment 
or by request at any time. 

The Visible Storage area would require ten months from the time of funding to 
completion. 

A floor plan and budget are attached. 

3 



COLLECTIONS Visible Storage Budget 

Capital and first year Costs Notes 
Environmental Controls $5,000 Heating & airconditioning extended from Bay 5 
Exterior wall Insulation $5,000 Unlnsulated or treated with a moisture barrier 
Restore floor $5,000 Floor original 1979 Dlvwood; needs painting 
Update lighting $8,000 Needs lighting aDPropriate for collections 
Cleaning/restoration $30,000 Six month project including intern and volunteers 
Outfitting a library $5,000 Shelving for the book collection 
Relocation costs $10,000 Movers for large pieces and boxing collection 
Off site storage initial cost $10,000 Moving to offsite location Dlus rental 

Total $78.000 

Optional Capital Projects 
Small artifact cases $20,000 Independent but desirable project 
PhotOgraDhina the collection $25,000 Clean ina and movina could Drovide optimum time 

Operating expense 
Half-time intern $15,000 Needed for maintenance and Dublic access 
Off site storage rental $5,000 For the non-visible collection 

Total $20.000 

Collections Operating costs 
FY93 $60,687 
FY94 $66,000 
FY95 $60,000 Assumes caDital will be SDent this year 
FY96 $80,000 Income from usage may increase to offset expensl 
FY97 $80,000 
FY98 $80,000 

". 
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Plan for Visible Storage 
Floor 5; Bay 6 

Sta1rwell Design Functions 
storage 

Shop 
Collections: 
Visible Storage, 
Library, 
Documentation, 
and Offices 
2300 square feet 

'. 
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FROM: 

SUBJECT: 

Memorandum 

May 27, 1994 

Executive Committee 

Oliver Strimpel 

FY95Budget 

Following up on our discussion at the Executive Committee meeting on May 19, we 
have: 

• Further reduced the Operating Fund expenses as far as we can to give a proposed 
FY95 budget surplus of $89,289. The new budget is enclosed. 

• Developed a contingency plan to remove $200,000 of operating expense from the 
FY95 budget. The plan is attached. 

• Prepared a financial report on the status of the Capital Campaign, which is 
currently being reviewed. The formal closing report on the Campaign and the 
communication with all our Campaign donors will be drafted with the Development 
Committee over the next four - eight weeks. 

Note that the IIlOI'JiBGe emense remains in the FY95 Capital Fund in anticipation that 
there will be fresh capital revenue-generatinG initiatives in FY95. This will be a high 
priority for the Museum's deyelgpment effort in FY95. H new capital revenues do 
not materialize. the mortGage payment will have to be carried by O,pera.tinG Fund 
revenues. most probably by implementing Parts of the cutbacks detailed in the 
enclosed continGency plan. 

Please let me have your reactions to this by June 1, if possible, as this is the date on 
which we need to mail the packet out to the Trustees and Overseers in preparation for 
the June 17 meeting. 

Many thanks for all your thoughtful input and ongoing help in meeting our goals! 



FY9S BUDGET; GENERAL NOTES 

Exhibits and Eyents 

During FY95 the Museum plans a full program of exhibit openings and events designed to 
further the Museum's educational mission and reach an increased number of people. 

The Networked Planet, opening November 12, 1994, is the Museum's first major new 
exhibition since Tools and Toys, which opened in June 1992, and completes the Museum's first 
long-range exhibit plan. The budget assumes $200K of revenue raised in FY95 for this exhibit, 
bringing the exhibit revenue to a total of $8ooK. A public relations and marketing plan is being 
developed and will be executed by our new Director of Marketing, John Marchiony, and our 
Director of Public Relations, Gail Jennes. The plan will have a budget of $30,000 from the 
exhibit fund to work with. The Weber Group, New England's largest high-tech communications 
firm, has offered pro bono assistance with this launch. 

In June 1995, The Walk-Through Computer 2.0 will open. $450K of revenue for this project is 
budgetted in FY95, for a total project revenue of $850K. No significant attendance impact is 
budgetted, as the opening will take place only two weeks from the end of the fiscal year. 

In April '95, Harold Cohen's Robot Painter will premiere at the Museum. This is a plotter that 
bandles a paint brush and paints Harold Cohen's original art. ' This project has a $70K budget. 
In addition" three computer art shows will be held in the Skyline Room. 

The attached sheet details the yeats event schedule, designed to gain public interest and press 
listings around the busy school vacation weeks. 

New Earned Revenue Streams 

The FY95 budget includes five new revenue streams designed to broaden the audiences served 
and diversify and expand the Museum's sources of revenue: publications ($110K gross, $15K 
net), the Internet Auction ($40K gross, $8K net), computer camps ($18K gross, $6K net), 
overnights ($36K gross, $10K net), and the audio-tape guide ($26K gross, $19K net). 

Auendance 

The program of activities with supporting promotion and marketing is budgetted to increase 
auendance from 118,000 people projected for FY94 to 130,000, about a 10% increase, with an 
average admission fee of $4.25 per head. FY94 numbers were depressed by the severe winter; 
we asume 'a "nmmal" winter in FY95. 

Diyersity 

The Museum 'will accommodate Spanish language speakers for the first time: All the video 
network guides in The Networked Planet exhibit will offer Spanish captions; the Museum's 
audio-tape tour will be offered in a Spanish version. 

Lon~-Ran&e P1annin~ 

By the November Board meeting, the Museum will complete a new long-range plan, 
incorporating a three-year plan and a ten-year plan. In accordance with the plan, the Museum will 
start raising support for exhibits and programs in FY95 scheduled for opening in FY96 and 
FY97. A longer lead time is especially important in the Federal grant application process (NSF 
andNBH). 

May 27. 1994 
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FY" BUDGET; . DETAU,ED NOTES 

Qperatin& Fund 

1. Operating Fund revenue is budgetted at $537,646 greater than FY94 projected revenues. The 
following increases are the main contributors: 

• $212,763 in the exhibit-related line from the 18-percent overhead on permanent exhibit 
development (Networked Planet and Walk-Through Computer 2.0) taken into the Operating 
Fund 

• $110,000 associated with the new publications program 

• $58,000 from increased corporate membership 

• $32,000 from increased membership fund contributions 

• $40,000 from the Internet Auction 

• $71,000 from increased admissions revenue (assuming a less severe winter and the 
draw of The Networked Planet exhibit and the Harold Cohen robot painter) 

• $3~,000 from the new Overnight program in the functions line 

2. The Operating Fund revenues most subject to risk are: 

• Exhibit sales ($53,300); this program holds out the promise of major growth, but has 
not yet performed. The,program contributes to the Museum's educational mission as it results in 
the Museum serving very large numbers of visitors at other sites. 

• Overhead from the Oubhouse ($57,140) and permanent exhibit development 
($212,763). If these projects proceed with expenditures below budget (owing to lower-than­
budgetted revenues from fund-raising), the overhead income to the Operating Fund will be 
correspondingly reduced. 

3. Operating Fund expenses are shown increasing by 18 percent. The main contributors to this 
are: 

• Fund-raising salaries and general and administrative overhead·that were allocated to the 
Capital Fund while the Capital Campaign was active, and the full staffing of the Development 
department in FY95 in contrast to FY94 

• Publications expense tied to the advance-against-royalty publications revenue 

• Education & admissions expense owing to the new Director of Education at a higher salary 
level, and the addition of an education assistant position to assist with education program funding 
and support. 

• $27,000 for the renovation of the Museum offices 

• $25,000 for the conversion of the Museum's in-house computer system to a client-server 
architecture. 

Note: A four-percent salary increase is budgetted. 

May 27. 1994 
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,. 
THE COMPUTER MUSEUM 

PROPOSED BUDGET 
FY95 

OPERATING CAPITAL EXHIBIT 
\ \ \ COMBINED $ 

FY95 FY94 VARIANCE FY95 FY94 VARIANCE FY95 FY94 VARIANCE FY95 FY94 VARIANCE 

PROJECTION PROJECTION PROJECTION PROJECTION 
-------------------- ------------------- -------------------- --------------------- --------

SUPPORT/REVENUE 

Restricted support: 
clubhouse 272,500 249,500 8\ 272,500 249,500 23,000 
Exhibit Related 283,100 86,363 69\ 1,344,785 450,000 67\ 1,627,885 526,363 1,101,522 
Govt & Foundation 10,286 10,286 -10,286 
Endowment 

Unrestricted support: 
Capital campaign 41,000 352,050 -759\ 41,000 352,050 -311,050 
corporate Membership 250,000 192,725 23\ 250,000 192,725 57,275 
Foundation 24,180 24,180 -24,180 
computer Bowl 365,000 438,000 -20\ 365,000 438,000 -73,000 
Internet Auction 40,000 40,000 
Membership Fund 210,000 178,000 15\ 210,000 178,000 32,000 

Admission 581,900 510,000 12\ 581,900 510,000 71,900 
store 298,000 260,000 13\ 298,000 260,000 38,000 
Functions 190,850 160,000 16\ 190,850 160,000 30,850 
Exhibit sales 53,300 35,000 34\ 53,300 35,000 18,300 
other: 

Interest Income 5,000 3,000 40\ 5,000 3,000 2,000 
Publications 110,000 110,000 
Computer camps 18,000 550 97\ 18,000 550 17,450 

TOTAL SUPPORT/REVENUE 2,677,650 2,147,604 20\ 41,000 352,050 -759\ 1,344,785 450,000 67\ 4,063,435 2,939,654 1,123,781 

EXPENSES 

Exhibit Development 78,792 60,000 24\ 1,344,785 381,500 72\ 1,423,577 441,500 982,077 
Exhibit Maint/Enhancement 58,179 52,000 11\ 58,179 52,000 6,179 
Exhibit Sales/Kits 40,560 38,000 6\ 40,560 38,000 2,560 
collections 59,850 64,000 -7\ 59,850 64,000 -4,150 
Education & Admission 333,339 260,000 22\ 333,339 260,000 73,339 
Clubhouse 215,360 191,900 11\ 215,360 191,900 23,460 
Marketing 251,560 245,000 3\ 251,560 245,000 6,560 
Publications 94,945 94,945 
public Relations 84,594 91,455 -8\ 84,594 91,455 -6,861 
Store 238,826 219,559 8\ 238,826 219,559 19,267 
Functions 102,320 78,600 23\ 102,320 78,600 23,720 
computer Bowl 115,616 137,600 -19\ 115,616 137,600 -21,984 
Internet Auction 29,344 29,344 
Fundraising 150,066 58,000 61\ 5,300 82,000 -1447\ 155,366 140,000 15,366 
Membership Fund 75,835 50,000 34\ 75,835 50,000 25,835 
Museum Wharf 

op EXp 300,000 316,927 -6\ 300,000 316,927 -16,927 
Mortgage 120,200 126,977 -6\ 120,200 126,977 -6,777 

General Management 359,175 262,000 27\ 359,175 262,000 97,175 

TOTAL EXPENSE 2,588,361 2,125,041 18\ 125,500 208,977 -67\ 1,344,785 381,500 72\ 4,058,646 2,715,518 1,343,128 

NET REVENUE 89,289 22,563 75\ -84,500 143,073 68,500 4,789 224,136 -219,347 
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Date 
1994 

JUNE 16 

lIid-June 
mid-July 

Thru August 

JULy 1 

lY'95 PLARHIHG CALENDAR (as of 5/26) 
[For internal use only/upper-cased events confirmed] 

Event 

BBEAQ'AST SEIIIHAB.: ROGER REIHER 

Vorld CUp Soccer Ilosk 

LETTER '1'0 WIT! BOUSE 

REVS out 

JULy 1-3 1lARB0BFEST: COIIPUTER ANIIIATION FESTIVAL 

JULy 16- FROII DRAVIHG TO IIONTAGE: COIIPOTERS IN ART 
SEPT 5 

AUGUST 15-25 IIUIIAH VS. COIIPUTER CBECDRS TOlJRlWIENT 

SEPT 14 BREAD'AST SEIIIHAB.: JIll IlAHZI 

SEPT 24-NOV 27 THE COIIPUTER IN THE STUDIO 
(VITH DECORDOVA IlUSEmI) 

Oct 

OCT early 

OCT 1-2 

Oct 21-28 ?? 

Oct 

OCT 23 

NOV 7-9 
NOV 9 
NOV 9-11 
NOV 10 
NOV 11 
NOV 12 

Nov 

Dec 

Dec 23-Jan 2 

Computer Learning lIonth: ?! 

Annual out 

FIFTH HARVARD CUP II1JJWf VS. COIIPUTER CHESS 
CBAI.I.EHGE 

Second Internet Auction 
(pOSSibly again spring 1995?7) 

Breakfast Seminar: 77 

HE'NORDD SOCIETY/PLANET ('l'NS/TNP) 
SVIn OPEHIHG 
'l'NS/'l'NP PRIVATE SPONSOR PllEVIEVS 
ms/'l'NP JlEDwnDS DAY 
'l'NS/'l'NP IlEllBEllS ONLY 1-5PII 
'l'NS/'l'NP VIP GLOBAL OPENING 
ms/'l'NP SPONSOll/UPPER LEVEL IIEBBEllS 
ms/'l'NP PUBLIC OPEHIHG 

Breakfast Seminar: ?? 

Breakfast Seminar: 77 

School Vacation Veek: ?7 

Point person 

Bll 

JAIl 

DG 

BV 

BV 

lIB 

Bll 

BV 

IIB/AC 

GB/CV 

Bll 

Bll 

Bll/ JAllIIIB 
GJIIIG/JAII 

SP 
DG 

Bll 

BR 



1995 

JAR 1 

Jan 14-16 

Jan 

February 

February 

Feb 18-26 

Feb 

Jlarch 18-
Jlay 22?? 

Jlar 

JIar-Apr ?? 

~ out 

Hartin Luther nug Veekend: ?? 

Breakfast Seminar: ?? 

Black History Jlonth: n 

Computer Animation Jlonth 
1:30 & 3:30pm 1-hour shows ?? 
4 weekends 

School Vacation Veek: Computer Animation 

Breakfast Seminar: ?? 

Aaron in Color: Robotic Painter OS/GB/BV 

Breakfast Seminar: ?? 

VaterfrontlVave/Lobby/Park ?? 

April 9,15,16,17 Avom SCHEDULING IVIHTS ON THESE DATES??? 

APRIL 1 

April ?? 

April 15-23?? 

April 28 

Jlay 

Jlay 29 

JOKE 

June ?? 

JULY 1 

July 1-4 ?? 

Palm Sunday, Passover, Easter, Patriots 

HEVS out 

Breakfast Seminar: ?? 

School Vacation Veek: ?? 

The Computer Bowl: The Next Generation 

Breakfast Seminar: ?? 

Jlemorial Day 

THE VALK-THROUGH COJIPUTER 2.0 

Breakfast Seminar: ??? 

REVS out 

BarborFest 

gj/PR Dept. 5/26/94 

DR 

BV 

DR 

DR 

BR 

GB/CV 

BR 

DR 



FY95 Contingency Plan 

Item Amount Decision Comments 
Date 

Cancel Office Rehabilitation 25,000 Nov-94 
Cancel shift to client/server office system 27,000 Nov-94 
Cancel/delay part time Collections Assistant 10,700 Jun-94 Collections effort reduced as Collections Manager curates art show 
Postpone creation of donor wall in lobby 5,000 ongoing 
Postpone printing of Annual Report 5,000 May-95 Printing donation will be sought 
Eliminate W. Coast assistant 14,550 8eo-94 W Coast fund-raising & 8/W guide promotion reduced 
Reduce support staff 25,000 onaoina Only one SUODOrt position is open as of 5/26/94. 
Terminate proactive exhibit sales program 20,000 Jan-95 If revenues don't track, remove exhibit sales position 
8alary freeze on staff directors (10 ppl) 13,000 Jan-95 Budgetted 4% increases only awarded if revenues perform 
5% cut on most non-salary expense 40,000 8eo-95 $800,000 of eligible expense 
Additional personnel cuts to be determined 15,000 Jan-95 

TOTAL $200.250 

5/27/94 
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The 
Computer 
Museum 
300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

DAlE: 

10: 

FROM: 

Memorandum 

July 18, 1994 

Executive Committee 

Oliver Strimpel 

SUBJECT: July 14 Executive Committee meeting 

Please note: At the July 14 Executive Committee meeting, the Committee changed the 
dates for the September and October meetings. The next Executive Committee 
meetings are now as follows: 

• Thursday. AUiUst 11 (8:00 a.m. - 10:00 a.m.) 

• Wednesday. September 14 (9:00 a.m •• 11:00 a.m.) 

• Friday. October 14 (8:00 a.m. -10:00 a.m.) 

For those of you unable to attend last week's meeting, I enclose the handouts from 
the meeting. 

Thanks. 
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'" 07113/94 THE COMPUTER MUSEUM 
BALANCE SHEET 

06/30/94 
--' COMBINED 

OPERATING CAPITAL PLANT ENDOWMENT TOTAL TOTAL 
FUND FUND FUND FUND 06/30/94 6/30/93 

ASSETS: , 
Current: 

unrestricted Cash $169,132 $6,382 $175,514 $259,423 
Restricted cash 250,000 $250,000 250,000 
Cash Equivalents 167 
Investments 150,000 $150,000 2,074 
Receivables 240,584 $240,584 48,868 
Inventory 57,558 $57,558 49,137 
prepaid Expenses 20,440 $20,440 9,143 
Interfund Receivable 6,382 458,907 $465,289 123,310 

--------- --------- --------- --------- --------- ---------
Total Current Assets $644,096 $458,907 $256,382 $1,359,385 $742,122 

property & Equipment: 
Equipment & Furniture $260,327 $260,327 $260,327 
capital Improvements 938,338 938,338 938,338 
Exhibits 4,079,698 4,079,698 4,079,698 
Construction in Process 52,908 52,908 52,908 
Land 18,000 18,000 18,000 
Less Accum. Depreciation (2,962,311) (2,962,311) (2,962,311) 

--------- --------- --------- --------- --------- ---------
Net property & Equipment $52,908 $2,334,052 $2,386,960 $2,386,960 

TOTAL ASSETS $644,096 $511,815 $2,334,052 $256,382 $3,746,345 $3,129,082 _____ a __ .... ___ -=us ____ a __ aa._Da __ 
_______ .a lIIa ________ ------.. _--

LIABILITIES AND FUND 
BALANCES: 

Current: 
Accounts payable $53,966 $41,614 $95,580 $109,006 
Accrued Expense 66,122 55,408 121,530 63,557 
Deferred Income 131,795 394,214 526,009 194,919 
Interfund payable 458,907 6,382 458,907 123,310 

--------- --------- --------- --------- --------- ---------
Total Current Liabilities $710,790 $491,236 $6,382 1,202,026 $490,792 

Fund Balances: 
operating ($66,694) (66,694) ($108,566) 

f Capital 20,579 20,579 162,804 
Endowment 250,000 250,000 250,000 
plant 2,334,052 2,334,052 2,334,052 

--------- --------- --------- --------- --------- ---------
Total Fund Balances ($66,694) $20,579 $2,334,052 $250,000 $2,537,937 $2,638,290 

TOTAL LIABILITIES AND 
FUND BALANCES $644,096 $511,815 $2,334,052 $256,382 $3,746,345 $3,129,082 

==aCIIIIIIIDza:lSCil z:=aa_aczc=_ l::~a==_aD:=== _.:I==_IIZII:-== == __ 0_===11:1 ___ aa_=_a_ 

.' 



07/14/94 

THE COMPUTER MUSEUM . 
STATEMEI!l'l' OF REVENUE & EXPENSE 

12 Month Ending 06/30/94 

OPERATING ANNUAL 
FY94 CAPITAL EXHIBIT ENDOWMEI!l'l' COMBINED $ BUDGET 

Actual Budget ACtual Budget ACtual Budget ACtual Budget Actual Budget VARIANCE FY94 
--------------------------------------------------------------------------------~ --------------------- -------- ------------

SUPPORT/REVENUE 

Restricted Support: 
Clubhouse 250,710 287,900 250,710 287,900 -37,190 287,900 
Exhibit Related 109,719 100,000 265,940 632,000 375,659 732,000 -356,341 732,000 
Govt & Foundation 10,904 10,904 10,904 
Endowment 

unrestricted support: 
capital campaign 196,100 726,200 196,100 726,200 -530,100 726,200 
Corporate Membership 206,136 205,000 206,136 205,000 1,136 205,000 
Foundation 29,180 29,180 29,180 
Computer Bowl 438,931 388,000 438,931 388,000 50,931 388,000 
Membership Fund 187,953 178,000 187,953 178,000 9,953 178,000 

Admission 504,386 536,841 504,386 536,841 -32,455 536,841 
Store 263,782 332,395 263,782 332,395 -68,613 332,395 
Functions 179,828 140,352 179,828 140,352 39,476 140,352 
Exhibit Sales 38,897 90,000 38,897 90,000 -51,103 90,000 
Other: 

Interest Income 3,266 7,000 6,382 7,000 9,648 14,000 -4,352 12,000 
Rental Income 4,000 
program Income 2,500 2,500 -2,500 2,500 
Collections 425 4,000 425 4,000 -3,575 4,000 

TOTAL SUPPORT/REVENUE 2,224,117 2,271,988 196,100 726,200 265,940 632,000 6,382 7,000 2,692,539 3,637,188 -944,649 3,639,188 

EXPENSES 

Exhibit Development 63,570 102,730 342,140 477,755 405,710 580,485 -174,775 580,485 
Exhibit MaintiEnhancement 54,399 43,250 4,299 26,328 58,698 69,578 -10,880 69,578 
Exhibit Sales/Kits 38,846 52,610 38,846 52,610 -13,764 52,610 
Collections 65,288 62,400 65,288 62,400 2,888 62,400 
Education & Admission 287,037 292,570 287,037 292,570 -5,533 292,570 
Clubhouse 192,304 236,000 192,304 236,000 -43,696 236,000 
Marketing 250,705 229,190 250,705 229,190 21,515 229,190 
Public Relations 92,207 93,334 92,207 93,334 -1,127 93,334 
Store 225,280 268,932 225,280 268,932 -43,652 268,932 
Functions 85,190 69,402 85,190 69,402 15,788 69,402 
computer Bowl 135,447 135,324 135,447 135,324 123 135,324 
Fundraising 66,070 64,854 130,849 221,731 196,919 286,585 -89,666 286,585 
Membership Fund 48,180 83,611 48,180 83,611 -35,431 83,611 
Museum Wharf t 

Op EXp 310,382 302,000 310,382 302,000 8,382 302,000 
Mortgage 126,977 126,977 126,977 126,977 126,977 

General Management 267,340 213,271 267,340 213,271 54,069 213,271 

TOTAL EXPENSE 2,182,245 2,249,478 257,826 348,708 346,439 504,083 2,786,510 3,102,269 -315,759 3,102,269 

NET REVENUE 41,872 22,510 -61,726 377,492 -80,499 127,917 6,382 7,000 -93,971 534,919 -628,890 536,919 

.' 



07/12/94 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

12 Month Ending 06/30/94 

OPERATING OPERATING ANNUAL 
FY94 FY93 CAPITAL/EXHIBIT ENDOWMENT COMBINED $ BUDGET 

Actual Budget ACtual ACtual Budget Actual Budget ACtual Budget VARIANCE FY94 
-------------------- ---------- ------------------------------------ ------.--------------- -------- ------------

SUPPORT/REVENUE 

Restricted Support: 
clubhouse 250,710 287,900 76,198 250,710 287,900 -37,190 287,900 
Exhibit Related 109,719 100,000 34,581 265,940 632,000 375,659 732,000 -356,341 732,000 
Govt & Foundation 10,904 50,323 10,904 10,904 
Endowment 

Unrestricted support: 
capital campaign 196,100 726,200 196,100 726,200 -530,100 726,200 
corporate Membership 206,136 205,000 194,750 206,136 205,000 1,136 205,000 
Foundation 29,180 1,000 29,180 29,180 
Computer Bowl 438,931 388,000 321,210 438,931 388,000 50,931 388,000 
Membership Fund 187,953 178,000 131,170 187,953 178,000 9,953 178,000 

Admission 504,386 536,841 486,958 504,386 536,841 -32,455 536,841 
Store 263,782 332,395 234,923 263,782 332,395 -68,613 332,395 
Functions 179,828 140,352 163,527 179,828 140,352 39,476 140,352 
Exhibit sales 38,897 90,000 54,340 38,897 90,000 -51,103 90,000 
other: 

Interest Income 3,266 7,000 3,480 6,382 7,000 . 9,648 14,000 -4,352 12,000 
Rental Income 5,955 4,000 
program Income 2,500 6,092 2,500 -2,500 2,500 
collections 425 4,000 5,849 425 4,000 -3,575 4,000 

TOTAL SUPPORT/REVENUE 2,224,117 2,271,988 1,770,356 "462,040 1,358,200 6,382 7,000 2,692,539 3,637,188 -944,649 3,639,188 

EXPENSES 

Exhibit Development 63,570 102,730 33,380 342,140 477,755 405,710 580,485 -174,775 580,485 
Exhibit Maint/Enhancement 54,399 43,250 59,652 4,299 26,328 58,698 69,578 -10,880 69,578 
Exhibit SaleS/Kits 38,846 52,610 51,620 38,846 52,610 -13,764 52,610 
Collections 65,288 62,400 63,939 65,288 62,400 2,888 62,400 
Education & Admission 287,037 292,570 266,074 287,037 292,570 -5,533 292,570 
clubhouse 192,304 236,000 58,612 192,304 236,000 -43,696 236,000 
Marketing 250,705 229,190 171,710 250,705 229,190 21,515 229,190 
Public Relations 92,207 93,334 84,813 92,207 93,334 -1,127 93,334 
Store 225,280 268,932 217,952 225,280 268,932 -43,652 268,932 
Functions 85,190 69,402 67,171 85,190 69,402 15,788 69,402 
Computer Bowl 135,447 135,324 106,856 135,447 135,324 123 135,324 
Fundraising 66,070 64,854 48,654 130,849 221,731 196,919 286,585 -89,666 286,585 
Membership Fund 48,180 83,611 35,968 48,180 83,611 -35,431 83,611 
Museum Wharf f 

Op Exp 310,382 302,000 294,698 310,382 302,000 8,382 302,000 
Mortgage 126,977 126,977 126,977 126,977 126,977 

General Management 267,340 213,271 261,680 267,340 213,271 54,069 213,271 

TOTAL EXPENSE 2,182,245 2,249,478 1,822,779 604,265 852,791 2,786,510 3,102,269 -315,759 3,102,269 

NET REVENUE 41,872 22,510 -52,423 -142,225 505,409 6,382 7,000 -93,971 534,919 -628,890 536,919 

.' 



07/12194 

06/30/93 
AC~UAL 

REVENUES: 

clubhouse 76,198 
Exhibit Related 35,581 
Govt & Foundation 50,323 
corporate Membership 194,750 
computer Bowl 321,210 
Membership Fund 131,170 
Admissions 486,958 
Store 234,923 
Functions 163,527 
Exhibit sales 54,340 
Interest Income 3,480 
other 17,896 

~otal Revenues 1,770,356 

EXPENSES: 

Exhibits Development 33,380 
Exhibits Maintenance 59,652 
Exhibit sales 51,620 
collections 63,939 
Education & Admissions 266,074 
clubhouse 58,612 
Marketing 171,710 
Public Relations 84,813 
Store 217,952 
Functions 67,171 
computer Bowl 106,856 
Fundraising 48,654 
Membership Fund 35,968 
Musuem Wharf 294,698 
General Management 261,680 

-------
~otal Expenses 1,822,779 

, 
NE~ REVENUES(EXPENSES) ($52,423) 

.' 

~HE COMPU~ER MUSEUM 
S~A~EMEN~ OF REVENUE & EXPENSE 

OPERA~ING FUND 

FOR ~HE ~WELVE MON~HS ENDED 
---------06/30/94---------

AC~UAL BUDGE~ VARIANCE 

$250,710 287,900 -37,190 
109,719 100,000 9,719 
$40,084 40,084 

$206,136 205,000 1,136 
$438,931 388,000 50,931 
$187,953 178,000 9,953 
$504,386 536,841 -32,455 
$263,782 332,395 -68,613 
$179,828 140,352 39,476 

$38,897 90,000 -51,103 
$3,266 7,000 -3,734 

425 6,500 -6,075 
--------- --------- -------
2,224,117 2,271,988 (47,871) 

63,570 102,730 -39,160 
54,399 43,250 11,149 
38,846 52,610 -13,764 
65,288 62,400 2,888 

287,037 292,570 -5,533 
192,304 236,000 -43,696 
250,705 229,190 21,515 
92,207 93,334 -1,127 

225,280 268,932 -43,652 
85,190 69,402 15,788 

135,447 135,324 123 
66,070 64,854 1,216 
48,180 83,611 -35,431 

310,382 302,000 8,382 
267,340 213,271 54,069 
------- ------- ---------

2,182,245 2,249,478 -67,233 

$41,872 22,510 19,362 

PERCEN~ FY94 
BUDGE~ 

-13' 287,900 
10' 100,000 

100' 
I'll 205,000 

13' 388,000 
6' 178,000 

-6\ 536,841 
-21'11 332,395 
28' 140,352 

-57' 90,000 
-53'11 7,000 
-93'11 10,500 

-------
-2' 2,275,988 

-62' 102,730 
20' 43,250 

-35' 52,610 
4' 62,400 

-2' 292,570 
-23' 236,000 

9' 229,190 
-1'11 93,334 

-19' 268,932 
19' 69,402 
0' 135,324 
2' 64,854 

-74' 83,611 
3' 302,000 

20, 213,271 
--------

-3' 2,249,478 

1 26,510 
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. The Computer Museum 
Operating Fund Activity 

. $2500000 -,--------------------, 

• Operating Income 
II1II Operating expenses 

$2000000 +-------------

$1500000 -1--------

$1000000 -f...--

$500000 

$0 
FY 85 86 ' 87 88 89 90 91 92 93 94 



. The Computer Museum 
.. Operating Income 

$2500000-----------------. 

. III Contributed annual 
• Earned income 

$2000000-1---------------

$1500000 +---------

$1000000 +---

$500000 

$0 
FY85 86 87 88 89 90 91 92 93 94 



The Computer Museum 
Total Contributions Annually 

$3000000 -----.;.------------------. 
People & 3rd Campaign and 
Computers Tools & Toys 

Walk-Through 
Computer 1.0 

1st 2nd Campai~ and 
Campaign Smart Machmes 

$2000000 -1--001---

$1000000 

$0 
FY 85 86 87 88 89 90 91 92 93 94 

III Capital & Exhibit Contributions 
• Contributed annual 



• . 

The Computer Museum 
.Number of Different Funders: . 
Corporate, Government, Individual, & Foundation 

60~-----------------------------------

• $10,000·24,999 
.• >$25,000 

50+--------------------------------

~~--------------------

30 ........... -----

20 

10 

o 
FY 85 86 87 88 89 90 91 92 93 94 



$4500000 

The Computer Museum -
Plant Fund and Endowment 
Mortgage and Loans 

• PlantFund 
·11 Mortgage remainder 
II Endowment and Loans 

Estimated: ~ 
Gift of half interest 

-in Museum Wharf 

$3000000 4----------u:::=t'~:_::r_~r_---

-$1500000 -1-----

$0 

Wharf mortgage 
payment assumed 

$-1500000 -I----,r---~-~-....--~--...---.--r___r-__1 
FY 85 86 87 88 89 90 91 92 93 94 



. . 

The . Computer Museum 
. ·Percent Earned Revenue of 

Total Operating Revenue 
60.0% -r---------~------__, 

50.0% 4-----------

40.0% -1---

30.0% 

20.0% 

10.0% 

0.0% 
FY 85 86 87 88 8990 91 92 93 94 
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. The Computer Museum · 
Earned . Income 

$1000000 +------------== 
II Auxiliary activity income 
• Admissions income 

$800000 +-----------

$600000 -1-----------

$400000 -+--

$200000 

$0 
FY 85 86 87 88 89 90 91 92 93 94 

Auxiliary income includes the store, rental for functions 
. and other activities, and exhibit kit sales. 



fI.l 

The Computer Museum 
Number of Contributors 

~250~--------------------------------~ 
.E Support within each · year. 
:E II $1,000·9,999 = II $10,000·24,999 
8 • . >$25,000 
t 200+---------------------
-= .... c 
~ c 
fI.l 

'i 
~ 150+----------... 
~ ... 
"0 

~ 
W\ 

fI.l = c ... .... 
~ 
~ 
C . 
Q. 

. ~ 
C 

' U 
c:.. 
c 
~ 
Q) 

.c 
5 = z 

100 

50 

0 
85 86 87 88 89 90 91 9293 94 

Fiscal Years 
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Seriou_-
Well, not all that serious. 

'

he dreildcd summer backslWe isn't 
much of a problem in Japanese 
schools; Sludents in Nippon slave 

away ' till late July. American kid~, of 
\ ' course, have an e~ra month off to forget 

e.verything they soaked up in the past 
year. Maybe that's why ]OhnXlY can't 
read, write or balance a checkbook. 

A longer American school year is the 
ftlvored remedy in some think·tank cir­
cles. A less drastic solution is a round of 
summer cdutainment. Countle5s compa­
nies an~ cranking out software, 
bouks, games and do·it-yourself 

" kits that claim to be fun and educa­
donal, They drin in skilh, tlley rev 
uf Cl'utivity, they spark inteUcctu­
a curiosity. Sounds great, but do 
they deliver? U.S. News played 
with a slew of them- and polled 
educators, toy experts and chilo 
drcn - to sIte up the current crop. 

'. 

COMPUTER SOnwARE 
Sammy's Science House (Edmark, 
ages 2-5, DOS and Macilitosh, 
$35) is Dcw-breed software. 'Rath­
er than drilling, kids play around, 
practice a few skiDs and absorb in­
formation osmotically. They can 
make a "movie" by selecting 
scenes from a jumbled filmstrip 
panel-say of an eclipse. Pick the 
right order and the program 
shows an animated film featuring 
thc sequence. Kids can also ob· 
serve animals at a pond or $Ort ob~ 
jects into categories like "things 
that grow." The activities fit nicely 
with kindergarten and first-grade 
curricula, says Cathy Miraoker, a 
director of the KIds' Software 
Project, an evaluation effort run 
by ~~on's Comp~~r ~.~um. 
Sammy ClefJ'Uls-ra\er fIl,s month: 

. Miran1cer also likes ZW'k's Learn-
u~ Safari (Soleil, .ages 3·7, poS 
and Macintosh, $49.95). Children 
play games with an African 
theme-finding camouflaged ani­
mals, for instance, In the process, 
lhey count, match shapes, review" 

62 

4156621605 
P.02 

summer 
sc~ool skills sharp can be fun 

Qlnl.uh.nt and learn about wildlife. 
'IJ.'''·-'''''J.nserics from Living Bocks 

lure a small child from the TV. 
animated, iuleractiveversions of 
books, the story is read aloud in 
(or Spanish, if you prefer). Click 
word to hear il pronounced, or 
just about anything else on the 

for fun, In the latest ~jtle, Ruffs 
3·8, W1l1dows or Macintosh 

• $40), three-legged pant~ 
the cancan, stars croon and mono 

keys toss bananas. Some academics ate 
critical of the special effects, which are, 
after aU, merely window dressing. Olhers 
say Living Books may motivate slow 
readers - with a parent's help, of course. 

The best electronic driJ[mastets are 
veteran programs like Math Blcuter 
from Davidson, the Reader Rabbit and 
Treasure series from the Learning Co. 
and MECC's Num~r and Word Munch· 
ers. They offer educationally ~ound re­
views ofaddition, nlultiplication, spelling 

V.sNl>WS &. WClRlD REI'o!cf. JUU' 11.1994 
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and (he like: Kids enjoy 
the programs because the 
driJls are embed'ded in ar­
cade-style gam~s, but ac­
ademics gripe that the 
drills and the game arc 
unconnected. It's as if a 
child bad to field a math 
question every two min­
utes -to k.eep, watching 
"Pull House. ' Such pro­
grams may help a moti· 
vated student, but they're 
far from cutting edge. 

Planetary Taxi (Voyag- . 
er, ages 7·15, Macintosh 
CD-ROM, $39.95) is a fienctishly clever 
marriage of science and math, with three 
difficulty levels to straddle the age range. 
The player bas lO ferry Earthlings to dif4 
fcrent planets. The goal is to maximize 
tips over a 50-year career: Kids will soon 
be happily eslimating, adding and tap­
ping their knowledge of as~ronomy-or 
exploring the program's databa~e: !'Take 

lJ.S.N£WS & WoRUl RI!PORT, )VI..Y 1~ 1m 

me to the planet with the 
highest mountainli," or­
ders one fare. (It's Mars.) 

Not much other new 
software for teenagers is 
great fun and education­
al. The Sim<;:ity 2000 ver­
sion of the simulation 
game, which was first in­
troduced in 1989, rc­
ceived the most votes 
from computemiks inter· 
viewed (Maxis, ag~ 12 
and up, DOS and Macin­
tosh, $54.95). It offers a 
crash course in econom-

urban woes as you try to run a 
'-'UY lU'U'" , it's for semiseriou5 kids 
~.,.'",hif'. are more realistiC than in 

SimCity (buildings are more 
and unseX)' but major PQints 
supply get more emphasis. 

on. A writing-free sutluncr bas 
Il.V"0"',Uenccs, "Most of tbe rep 

shows that the ability to write 

4156621695 
P.93 

fades." says Greg Jackson, director of 
academic computing at the Massachu­
sclt~ Institute of Technology. Cf'(!ative 
Writer (Microsoft, ages 8 and up, Win­
dowsand Macintosh, about S4S) i~ one of 
the most feature-rich word-processing 
programs for children. :Besides providing 
a lively on-screen work space, the pro­
gram stimulates imaginalioDswith a "slot 
machine" of silly :stoIY startcrs. You can 
change the :shape or color of letters. or 
replace :selected words with pictures. Too 
bad there aren't tips on ",-riting better, 

The Mulrimedia Works~op (Davidson, 
ages 10 to adult, Macintosh, $80) is 
packed with desktop publishing, paint 
and videQ capabilities. It includes a book 
log and a template for book reports­
useful to kids who sign up for a reading 
program at the locallibrllry. For journal 
writing, Stone & Associates makes My 
Computer Dial)' for guh. which includes 
biographies of hundreds of famous 
women, aod Journal of Superstars for 
bQYs, with bios of famous mcn (ages 10 

.... 



'Ut:. 

: I Roaming I, fOJ: example, doesn't 
I explain how the robot works, tbough the 
, little guy is fun to watch - for the few 
, kids, or parents, who manage tQ decipher 

the! !?·llnstruclion.s and build him. 
One new scicnce kit breaks the mold . 

. Explore Our Human Origins (Curiosity 
Kits, ages 10 and up, $25) contains an 
engrossing.booklet 9n fossils and a bag of 
rubble with up to 10 fossilized shens, bat 
jaws and fish bone5. You can siftthe stuff 
and label the finds. The kit also contains 
plaster of paris to cast a footprint and a 
stone slab and paints for cavc-dweller­
style art, which is covered in the booklet. 

Imagine a puzzle where a child assem­
bles small geometric shapes ioto larger 

il . 

CAS ED FDN 

rectangles. That's Pentomi­
;ntll • ., ... rf by a mathematician and 

mllU,etCU in foam cutouts by Binary 
up, $5). Practicmg Pen­

a child an edge in ge­
Thompson, mrec­

program at the 
at Bcrkeley. Cu- . 

another geometric Binary 
, the goal is to take diamond 
build a cube or cubist forms. 

,.A .. ~"?J(.lIl5 an old trick can teach a 
to a child. Magic Works 

up) is a line of six time-
evices that Jive up to tbeir 

A tiny swprd seems to cut 
a closed ring; a sliced rope re­

tricks, $9 each from Milton 
formerly sold in magic 

the Tenyo name al higher 
of the educational benefits 
dried: reading, memoriza-

's more. "Kids who start 
and nerds can take ever 

with maglc,". says Jamy Ian 
profe5sional magician in New 

Be5ides defeating their 511y­
learn a valuable lesson in a 

age: how to keep a secret. • 

41566216135 
P.e4 
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~ 

300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

DAlE: 

10: 

FROM: 

SUBJECT: 

Memorandum 

August 24, 1994 

Executive Committee 

Oliver Strimpel 

Minutes, August 11 meeting 

Enclosed please find minutes from the Executive Committee meeting held on August 
11. For those of you unable to attend the meeting, I also enclose the handouts from 
the meeting. 

Thanks. 



THE COMPUTER MUSEUM 

EXECUTIVE COMMITTEE MINUTES 

August 11, 1994 

Present were Gwen Bell (by telephone), Richard Case, Gardner 
Hendrie, Tom Franklin, Clerk, Charles Zraket, Chairman, and 
Oliver Strimpel, Executive Director. The meeting was called to 
order at 8:10 a.m. by Mr. Zraket. 

I. The Committee first met in executive session. The minutes of 
the executive session are confidential. 

II. Dr. strimpel next presented an operations update. Admissions 
were below target in July for reasons that are not clear. Dr. 
Zraket suggested that corporate members be solicited to subsidize 
school groups, possibly from their employment area. 

The Networked Planet exhibit now is within $10,000 of full 
funding with further grants expected from NSF and Unisys. Chipcom 
recently pledged $20,000. Walk Through computer has $550,000 
committ~d to date. 

Gary Eichorn of H-P has agreed to serve as a trustee and 
seems very enthusiastic; he will meet with Dr. Strimpel at the 
Museum soon. 

The Childrens' Museum is seeking a $5 million federal grant 
with an anticipated decision within weeks, which it will use to 
construct the. Wave and. new lobby. wi th funding they would 
commence construction this November although some design issues 
remain to be resolved. 

III. Gwen Bell reported on the status of publications. Contracts 
have been signed with Crown Publishing for Walk Through and Bowl 
books. An author is needed for the former. We are working with 
the authors to select a publisher and terms for the Guide to Kids 
Software, which we hope to see published next summer in time for 
Christmas 1995 marketing. 

Dr. Bell also reported on a program to encourage corporate 
members to contribute artifacts and documents. synoptics has been 
asked to locate and contribute artifacts from PARCo 

She also reported on preliminary investigation of a 
variation of the previously proposed Hall of Fame; a three or 
four part television series on "The Pinnacles of Computer 
Technology" using in the main recipients of the National Medal of 
Technology. After discussion it was agreed to proceed with 
investigation of a TV series, and possibly a related book, based 
on our present "Milestones in Computing" exhibit but to solicit 
the Medal of Technology recipients for artifacts and a video 
record. 
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IV. John Marchiony joined the meeting for a discussion of 
exhibit licensing. The proposed agreement with Impart, Inc. was 
reviewed and approved, subject to the following changes: 

1 .• The ·Museum should have a "no-cause" termination right but 
could agree not to license another distributor in such case if 
Impart were in performance of its obligations. 

2. We must be sure that stride Rite has no objection to our 
providing the "How Tall are You?" exhibit to Impart and its 
customers. 

3. We should require a minimum order from Impart of four 
units to initiate the contract, thereby reducing our exposure for 
the $15,000 re-engineering cost. 

4. We must investigate the impact of the transaction on our 
tax status, with Dave Donaldson and by checking how the MFA 
handles its unrelated revenues. 

V. Dr. Zraket left the meeting just before discussion of 
developing a simulation ride for the Museum which would be based 
on a tour of a computer or a network and wduld utilize sound, 
film or video and moving seats in a specially constructed small 
auditorium, possibly seating 15 to 20 persons. The cost· would be 
approximately one and a half million dollars, which might be 
provided on some terms by Larry Miller, a shopping mall owner 
introduced to the Museum by Tony Pell. The ride would increase 
attendance, possibly by a great deal, and could be replicated at 
a lower cost for display' in shopping malls which would reach a 
much larger audience. After discussion the meeting was adjourned 
at 10:10 a.m. 

Respectfully submitted, 

-·9-·- 77 . - .. ~ ..... . "~~ 
J. Thomas Franklin, Clerk 

l 



THE COMPUTER MUSEUM 

EXECUTIVE COMMITTEE MINUTES 

August 11, 1994 

Executive Session 

CONFIDENTIAL 

The Executive Committee met in executive sess:ion to consider 
further the sabbatical leave for Dr. Strimpel starting about July 
1, 1995. Dr. str impe I , s outline of his plans for a sabbatical, 
including a temporary affiliation with an academic institution, 
were reviewed and approved. Dr. Zraket suggested he address some 
of his thought to means by which the Museum can exhibit software 
as well as hardware and that he spend·some time at Mitre learning 
what they are doing with object oriented software. 

Determination of interim management during Dr. Strimpel' s 
sabbatical will be deferred until closer to the commencement 
date. 

Respectfully submitted, 

;:~;~l¥.;~ 



The 
Computer 
Museum 
300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

Agenda 

The Computer Museum 
EXECUTIVE COMMITTEE MEETING 

August 11, 1994 
8:00 a.m. . 10:00 a.m. 

1. Operations Update 

2. Historical Projects 

3. Exhibit Licensing 

4. Simulation Ride 



The 
Computer 
Museum 
300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

I', . < 
, 

1'><" ~< 
t>< -'. 

DA1E: 

TO: 

FROM: 

SUBJECT: 

Memorandum 

August 5, 1994 

Executive Committee 

Oliver Strimpel 

August 11 Meeting 

Enclosed please find the agenda for our next meeting on Thursday, August 11. 
The meeting, which starts at 8:00 a.m., will be held in the conference room on the 
sixth floor (in the office area) 

Among items to be discussed are exhibit licensing, historical projects, and 
simulation rides. 

Please call or e-mail Mary McCann (ext 372; McCann@tcm.org) to tell her whether 
you will attend the meeting. 

I look forward to seeing you next Thursday. 

Enclosures: 
• Agenda 
• Attendance figures 
• Admissions report 
• Letter/attachments from J. Marchiony re: licensing 
• Minutes, July 14 Executive Committee meeting 
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MUSElJM ATTENDANCE FIGURES FOR .THE MONTH 'DFJUHE 1994 

MONTI-L Y VEAR TO DATE 
. 1994 1'393 VARIANcE INsTITUTION 1'394 . 19'33 VA~IANCE 

l�Eil9El�EilOeOeE ______ lIgeeE3I9ElIE!oeeElIEl�E~ __ JeE3ElIE __ ----lIE---~_ a; a ___ ~ 

206625 

36017 

6001 

30444 

49395 

13242 

3289 

362'35 

10160 

11941 

. 11479 

o 

10911 

25338 

:147'38 

12443 

5BB07 

6996 

127640 

1~1 

5'3203 

131977 

21521 

6330 

4B476 

21386 

48737 

1031'3 

221S56 

37470 

8831 

-G.S7/. 

-3. sax 

-32.05% 

31141 -2.24% 

43611 13.26% 

11064 1'3.69% 

2356 :3'3.60% 

394'30 -B.09"/. 

6020 68. 77/' 

12115 -1. 44% 

16571 -30.7gz 

12763 -14.51% 

23127 '3 • .56% 

16701 -11. 3'3% 

13766 -9.61% 

6'30c;:I() -14. saX 

4430 57·. '32% 

134'323 -5.40% 

2486 -36.0OZ 

55517 6.64% 

134364 -1.7~/. 

22514 -4.41% 

5593 13.18% 

50179 -3.39% 

22537 '-5_11% 

44B6'3 S.62% 

142~7 -27.57% 

I~_ .. ___ ---.. --............. ___ ... _ ... _._ ..... . 

8OSTON NATIONAL 
HISTORIC PARK 
(Parlk~ide totals) 

(Oowntown Visitors Center) 

8OS1l;lNIAN SOCIETY 

CHILDREN'S MUSEUM 

COMMONWEALTH ZOOLOGICAL 
. CORPORAT I ON 

COMPUTER MUSEUM 

CONCORD MUSEUM 

CmNBERRY WORLD 

DECOROOVA MUSEUM lie 
SCULPTURE PARK 

OISCOVERY MUSEUMS 

PEABODY lie ESSEX 
(combined) 

FULLER MUSEUM OF ART 

HARVARD MUSEUMS OF 
ciJI... TURAL lie NATURAL HI ST • 

HERITAGE PLANTATION 

HOUSE OF SEVEN GABLES 

ISABELLA STEWART 
GARDNER MUSEUM 

. MUSEUM OF FINE ARTS 

MUSEUM OF OUR 
NATIONAL HERITAGE 

MUSEUM OF SCIENCE 

MUSEUM OF·TRANSPORTATION 

MYSTIC SEAPORT 

NEW ENGLAND AQUARIUM 

N.E. SCIENCE CENTER 

N_E. WILDFLOWER SOCIETY 

OLD STURBRIDGE VILLAGE 

PAUL REVERE HOUSE 

PLIMOUTH PLANTATION 

USS CONSTITUTION MUSEUM 

645342 707317 

-13428'3 . 137992 

23789' 31941 

:"'8.76% 

-2.68% 

-25.52% 

177424 1'37449 -10.14% 

304416 303575 0.28% 

118206 116776 1.22~ 

122'32 11907 3_23% 

57716 63822. -9.57% 

26467 25263 4.77% 

68807 74230 -7.31% 

43421 84853 -4B.83% 

o 0 ERR 

52'346 57082 -7.25% 

43451 46323 -6.20% 

42699 48442 -11.~% 

728'32 77428 -5.86% 

864557 S02559 7.73% 

3OB17 28019 '3.99% 

779723 773B79 0.76% 

6020 B791 -31 .• 52% 

·14505'3 138605 4.66% 

631716 607773 3.94% 

74591 79060 -5.65% 

24777 IB447 34.31% 

164607 167334 -1.63% 

60915 67245 -9.41% 

107203 100663 6.50% 

34564 45432 -23.92% 

.- .- .- .. -.- .... _- ....... . 



weekly Comparison 
1994 vs. 1993 

Adults 
Children 
Infants 
Seniors 

TOTAL PEOPLE 

TOTAL REVENUE 

Monthly Comparison 
1994 vs. 1993 

Adults 
(Children 

Infants 
Seniors 

TOTAL PEOPLE 

TOTAL REVENUE 

FYTD Thru Jul 31 

TOTAL PEOPLE 

TOTAL REVENUES 

The Co~puter Museum 
Admissions Report 
01-AUG-1994 

1994 1993 
Jul 25-Jul 31 Jul 26-Aug 1 

FY 

2199 
1942 

59 
86 

4286 

$18,983 

1994 
Jul 1-31 

8653 
7305 

273 
348 

16579 

$70,711 

95 Actual 

16579 

$70,711 

FY 

2168 
2331 

105 
87 

4691 

$20,474 

1993 
Jul 1-31 

8947 
7714 

479 
349 

17489 

$76,257 

95 Budget 

19000 

$80,750 

FY 

Change 

31 
-389 

-46 
-1 

-405 

-$1,491 

Change 

-294 
-409 
--206 

-1 

-910 

-$5,546 

94 Actual 

17489 

$76,257 

Change 

1.4% 
-16.7% 
-43.8% 

-1.1% 

-8.6% 

-7.3% 

Change 

-3.3% 
-5.3% 

-43 .. 0% 
-0.3% 

-5.2% 

-7.3% 



THE COMPUTER MUSEUM 

EXECUTIVE COMMITTEE MINUTES 

July 14, 1994 

Executive Session 

CONFIDENTIAL 

The Executive Committee met in executive session to consider 
a proposed sabbatical leave for Dr. strimpel starting about July 
1, 1995, for six months. Mr. Zraket recommended approval, noting 
that Dr. Strimpel will then have completed ten years as Executive 
Director, will have completed the long range plan and will have 
completed recruitment of all department heads. Members expressed 
unanimous approval and requested that Dr. Strimpel prepare a 
brief outline of the activities he would· like to pursue during 
such a sabbatical as well as a plan for the Museum operations in 
his absence. Subject to review of such plans the proposal will be 
voted at the next meeting. 

Respectfully submitted, 

!l~~ 
~- Thomas Franklin, Clerk 



THE COMPUTER MUSEUM 

EXECUTIVE COMMITTEE MINUTES 

July 14, 1994 

Present were Dave Kaplan, Tom Franklin, Clerk, Tony Pell, 
Charles Zraket, Chairman, and Oliver Strimpel, Executive 
Director. The meeting was called to order at 8:20 a.m. by Mr. 
Zraket. 

I. The Committee first met in executive session without Dr. 
Strimpel. The minutes of the executive session are confidential. 

Dates for subsequent 
established as August 11, 
breakfast, and October 14. 

meetings of 
September 14 

this committee were 
following the Manzi 

II. Oliver Strimpel then rejoined the meeting and presented an 
operations update. For the first time fiscal 1994 was completed 
with a slight surplus resulting from operations rather than end­
of-the-year fund-raising from the board. Dr. Strimpel credited 
hard work by the staff and the unusually successful Bowl and 
Auction for such financial success. 

The Networked Planet exhibit is only $30,000 short of its 
$815,000 goal. Sprint contributed $100,000 plus free 
telecommunications service for five year~, Banyan and Thompson 
Financial Services each contributed $25,000, and Apple 
contributed $45,000 plus 35 Maclntoshes. The application to the 
National Science Foundation still is pending and could result in 
a grant of from $100,000 to $500,000 and a proposal to Chipcom 
still is open. . 

The Walk Through Computer Rev. 2 • 0 has been funded to 
approximately $400,000 out of a total $900,000 budget. An 
additional $150,000 from current proposals is likely. 

Charts illustrating revenue growth and sources during the 
last ten years prepared by Gwen Bell were reviewed and discussed. 
Several favorable trends were apparent, e.g., steady increases in 
revenue, large donor support and earned income. 

Dr. Zraket expressed the concern of a member and donor 
organization that the Museum continue to fund and develop its 
collections and archival activities. Dr. Strimpel then presented 
a proposal to make the collections more accessible to scholars 
and historians and to generate modest revenue from access fees, 
which was approved. 

Dr. Strimpel reviewed the numerous publishing activities now 
involving the Museum. Books on the Bowl and Walk Through Computer 
will be published as the first two in The Computer Museum series, 
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probably by Crown but viking is to make a proposal next week. 
The Guide to Kids' Software will be published independently of 
the series by a publisher to be selected. 

Mr. Pell reviewed the 850 Fund with Ms. Riggs who joined the 
meeting and explained the objectives of the Fund as, first, to 
fund the Museum's 50% of the Museum Wharf mortgage ($600,000) and 
second, to fund the Museum's cost to enlarge and rebuild the 
lobby in conjunction with The Children's Museum ($200,000). A 
balance of $50,000 would be required for fund-raising and 
administrative expense. A more detailed proposal will be 
discussed at the next meeting. 

Mr. Franklin reported on the successful efforts of Kevin 
Kelly in locating a reseller of the Museum's exhibit kits, 
limited to retail stores and shopping areas and recommended that 
this committee authorize every grant of exclusive rights to 
Museum property. The recommendation was approved; Mr. Kelly was 
asked to present the proposed business terms in the context of a 
business plan showing revenues and expenses at several volume 
levels. The committee was pleased with the prospect of commercial 
revenue· from already developed exhibits but was concerned that 
the Museum not incur obligations to build or support exhibits 
beyond its capability to do so profitably. 

The meeting was adjourned at approximately 10 a.m. 

Respectfully submitted, 

Y;:~~. 
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August 5, 1994 

Mr. Gardner C. Hendrie 
Sigma Partners 
300 Commercial Street #705 
Boston, MA 02109 

Dear Gardner, 

At the last meeting of the Executive Committee, you requested additional 
information on TCM's proposed relationship with Impart, Inc., a Seattle-based 
company that plans to represent TCM and our exhibits to the retail industries. 

Kevin Kelly and I have worked to identify and summarize the benefits and risks 
of the relationship. At the same time, we have moved forward to create a formal 
business agreement that will benefit The Computer Museum. Tom Franklin has 
guided us through the development of that agreement to the point where Tom, 
Oliver, Kevin, and I are prepared to execute the agreement. 

In anticipation of the Executive Committee meeting on Thursday, August 11, we 
would like to submit the attached summary for your inspection. We would ask 
that you consider this document and raise any questions by phone, fax, or e-mail 
before the Executive Committee meeting so that Kevin and I may provide you 
with additional information. 

It is our hope to address any outstanding concerns between now and August 11 
so that we may execute our agreement at that time and allow Impart to move 
forward to take our products and services to their clients and the retail market. 

Thank you very much for your interest in the success of this project. 

Sincerely yours, 

A. Marchiony 
ector of Marketing 

cc. Oliver Strimpel, Kevin Kelly 

INTERNET: 
marchion y@tcm.org 



Sabbatical Period 

1. Activities to be Planned for Sabbatical Period 

For the first 4-6 weeks of the sabbatical, I would plan a trip to a totally different 
environment from Boston to reinvigorate myself. This will have been my first extended trip 
since joining the Museum in 1984. 

One of the Museum's important roles is to provide a bridge between the leading edge of 
computing in academic and industrial environments, and the general public. A sabbatical 
would provide the time for me to become immersed in an aspect of computing and renew 
my fammarity with new horizons of computing. This understanding will be essential 
background for me as the Museum develops a vision for its next decade. 

I would achieve this by becoming affiliated to an academic institution, such as the Media 
Lab at MIT for the Fall semester. This would provide the framework for my engagement in 
a specific computing project, as well as regular contact with a community engaged in state­
of-the-art computing applications. 

2. Plan for Managing the Museum During the Sabbatical Period 

I propose that three months before the sabbatical commences, one of the department heads 
be designated acting director during my absence. By then all five of the Museum's 
department heads will have been in place for over a year and the strengths of each in the 
Museum setting will be proven, which will facilitate the choice of acting director. 
However, much of the responsibility for decision-making and the Museum's forward 
momentum will rest with the group of five department heads. 

The proposed sabbatical period starting in the summer of 1995 was selected because it 
comes immediately after the opening of two major exhibits in six mop.ths (The Networked 
Planet and The Walk-Through Computer 2.0). Therefore no major exhibit openings will 
take place during this period. The period will be characterized by development and 
execution of the exhibit, education, and collections-related plans determined in the currerit 
long-range planning process. 

OS 
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OVERVIEW 

RESELLER AGREEMENT 
Impart, Inc. and The Computer Museum 

A) The Computer Museum will grant to Impart, subject to the terms of this 
agreement as amended from time to time, the exclusive right to resell the 
Products in the Market. This does not include Museums, Science Centers, and 
Educational Institutions, such as schools and Universities. TCM also retains the 
right to resell exhibits directly to existing customers in the retail industry. (see 
Appendix A) 

I) Products are all TCM developed or owned exhibits during the term of 
this Agreement. 

n) Market is all retail stores and shopping areas in the U.S. 

B) Impart will have exclusive right to resell Products in the Market for 12 months 
from date of Agreement, and for a second 12 months thereafter if has sold 25 
units having a gross price of $100,000.00 during the initial 12 months. For the 
third and subsequent 12 month term the minimum sales necessary to maintain 
exclusivity will be negotiated in good faith by the parties. 

C) The initial Agreement term will be 5 years. 

D) The Computer Museum wishes to maintain its image as an educational 
resource. Therefore, it is in TCM's best interest that all exhibits re-sold by Impart 

.. be used in situations and settings that do not conflict with TCM's image. TCM 
reserves the right to refuse sale of exhibits to retailers if their use of TCM exhibits 
are objectionable. 

OBLIGATIONS OF IMPART: 



A) Impart will use best efforts to promote, market and sell Products in the 
market. Impart will not represent any other science museum without prior 
approval by TCM. 

B) Impart will identify every Product as developed by TCM, including use of 
. TCM trademarks and marketing materials that refer to TCM only as approved by 
TCM. 

D) Impart will sublicense Products only on terms approved by TCM. 

E) Impart will pay TCM invoices within 30 calendar days of receipt. 

F) Impart will install any Product engineering changes in the field if required for 
safety or reliability reasons. If it is deemed that the original TCM Product was not 
designed or manufactured properly, the reasonable cost of installation will be 
borne by TCM up to a period of 180 days from installation. 

G) Impart will market and sell TCM exhibits, and be responsible for all costs 
incurred in this process. 

H) All orders, service and support calls, and inquiries relating to TCM exhibits in 
the retail industry will be referred to Impart during the term of this agreement. 

I) Impart will include the TCM logo as a prominent feature and list TCM as the 
developer of the display if retailer will permit. All marketing materials created or 
produced by Impart are and shall remain the property of Impart. 

OBLIGATIONS OF TCM: 

A) TCM will warrant all Products for 180 days after delivery to user. 

B) Provide back-up support to Impart user-support personnel up to 5 man-hours 
per year per exhibit at no charge for 2 years after initial installation, thereafter in 
the discretion of TCM on a time and materials basis. 

C) Provide limited consulting and customization of exhibits on a time and 
materials basis and only as available. 

D) Provide installation and maintenance manuals for each exhibit when 
delivered to Impart. 

E) Consult with Impart regarding new exhibit plans of TCM. 
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F) Consult with Impart regarding Impart marketing, and refer all sales inquiries 
to Impart. 

G) Advise Impart of price and Product changes ASAP and not less than 90 days 
prior to implementation unless safety considerations require earlier 
implementation. 

H) Provide user licensing terms to Impart and reasonably approve changes 
thereto requested by Impart or user. 

n Reasonably approve Impart use of TCM trademark and marketing materials 
that reference TCM. 

J) Product liability insurance to be carried by TCM with Impart given a Vendors 
Endorsement to be held harmless in the event of any Product liability claims. 

K) TCM will produce and supply Product on a timely basis. Timely basis means 
a period agreed upon at time of each order. 

GENERAL TERMS 

A) Governing Law: Massachusetts 

B) Entire agreement, may be amended only in writing 

C) Disclaimer of implied warranties 

D) Mutual waiver of consequential damages except for destruction of propriety 
interest of TCM. This is intended to protect both parties from large damage . 
claims by the other. 

E) Neither party is agent for the other 

F) Either party may terminate for cause on 60 days written notice subject to cure 
during notice period, except 10 days notice for non-payment. 

BEST INTERESTS 

Both parties agree to act in accordance with the best interest of their mutual 
business concerns, both during and after the effective dates of this agreement. 
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From the Hall of Fame to Pinnacles of Technology. 

Report by Gwen Bell, August 10,1994 

October 93: 
"Hall of Fame" Event invented to replace Bowl as a revenue source. 

November 93: 
With strong support of West Coast, the Bowl Is determined to be 
continued as a revenue source for The Computer Museum. 

February 94: 
"Hall of Fame" presented as a three-part project 

• An event that Inaugurates technology teams 
• An annual televisIon show on the technologies and event 
• Some form of exhibition of the technology 

Spring/summer 94: . 
Hall 01 Fame run up the flag pole with these results: 

• Mitch Kertzman and others had problems with selling tables 
for another event, (to many dinners to go to) ... consensus was that 
they enjoyed, had fun at the Bowl and thought the auction was a good 
(ana protrtable) addition. 

• Erich Bloch said "Don't pet Into selection process. Use the 
winners of other awards, especially National Medal of Technology. 

• The Department of Commerce and the Foundation for the 
National Medal of Technology indicated willingness to cooperate on 
a project that featured the wlnners in computing 

• Television producers at KTEH (San Jose), Great Projects 
Film Oompany Inc.. KQEO (San FranCISco). and WGBH had difficulty 
wlt~ placing a "one time only" show. (The Bowl was fit into an existing 
series.) 

• Costs would be $500,000 for TV show (to be raised) and 
$50,000 to add to an exhibit, and another $75,000 to administer 
the program and run an event. Totalling more than $600,000 a year 
to raise with a low profit margin. 

P.2 
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July 1994: . 
Decision-making meeting attendees: Mitch Kertzman, Dan Polin 
(Great ProJects lnc.), Ann Woodward (Exeoutive Direotor National 
Medal of Technology), Oliver Strfmpel, Kate Jose, Betsy Riggs, and 
Gwen Bell. Unable to come: Bob Everett, Bill Poduska, and 
Charles Zraket. 

Three models put forward: 

1. Original model described, 

2. Annual coordination with other groups such as biotechnology 
and aerospace for a three part yearly series. Ann Woodward was 
enthusiastic and willing to promote the Idea. Mitch Kertzman said he 
really thought The Computer Museum should make Its r:>lans 
Independent of other groups. butwlth cooperation with National 
Medal of Technology, especially for fund-raising credibility. 

3. 00 a three or four part television series: ''The Pi~nacles of 
Computer Technology". Dan Polin would take the lead in finding a 
public broadcasting outlet and would work with us to fund raise. 

• Coordinate it with a redo or new la~ering on the computer 
history exhibit, "Milestones of a Revolution to add the inventors and 
engineers that created the teohnology. 

• Orchestrate a premier of the tv show and exhibit that would 
bring together those honored. 

• Prepare a ~mpanlon book. 

Ann Woodward Indicated that the Foundation for the National Medal 
of Technology would probably endorse such a project. 

The consensus was to go with Alternative 3. 

P.3 
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GREAT 
PROJECTS 
FUm Company, Inc. 
584 Ninth Avenue 
New 'VorII. New Y <Irk 1 oo.~6 
1111: (212166t 1700 
fll~: (2121 &e1.3t61 

ToO often, fasoina,t~o.n w.ith computet technology obscures 
the men and women wbo .. have ma-de. suoh innovations possible. 
Pinnacles of Computin.g. is I)!. th:ree··p~rt series th41t: attempts 
to oounterbalance ~h;l.i:i tendency by' focus ing mor.e upo:q. the 
oomputer's visional' ie,a, inventors, industrialists,' add 
entrepreneurs. Wi'I:;ho:ut their iiutpira.tion, har;a woli'k, and 
qenius, the contempor.ary .CQ~,p\\1~b~r w(',)uld never havebecOl\1e 
a reality. 

Our study will highlight th$ figu.res most pivotal to ·the 
history of oomputing rather than those who are most famous: 
Charles Babbage, for eXa$[lple, who def:ligned the maslqiv'e, 
general-purpose Analytical En~i~. in 1833; Eckert and 
Mauchly, who in 1946 comple't.ed ~NIAC( the first gerie:r::al 
purpose electronic cal'C:u la,tor i Doug Engleba,rt t who introduc~d 
the mouse in 1968; ··,all~ ni1-l Gat",$', whose operating :systenlS 
made computing e.cc~$s.~ble to ev.eryone. Past and pr.esent 
contributors from b,ot,h t.h~' United States and abtoaq will be 
included, with speoi~1. emphasis' given to recipients of the 
National Medal of Technola9Y' 

Biography furniehea the moat intriguing, educational, and 
entertaining way to study ~isto+y, It provides children with 
role models, adult.s ·w1th h·umao. interest, and eduoators with 
a definitive and st:tuctu.re(j way .to approach an often 
complicated subject. Over~~l, we believe that P~n~acle5 of 
Computing' offers all, its vi$we.r •. a better understan.ding of 
the history of comp\it~er technology, 

P.02 



Exhibit Kits Conceptual Plan: Markets Beyond the Museum Community 

Background 

Stride Rite 

Impart 

Opportunities 

Before the Spring of 1994, The Computer Museum believed that the 
most lucrative market for items in the Exhibit Kits program lay within 
the museum community. With the development of relationships 
with Stride Rite Corporation and Impart, Inc., it is apparent that our 
exhibits may have appeal beyond the traditional educational and 
museum settings. 

Stride Rite Corporation was the first organization to express serious 
interest in a relationship with The Computer Museum. Currently, 
Stride Rite is finalizing plans for their prototype store design which 
includes The Computer Museum exhibit "How Tall Are You?". The 
store is scheduled to open in Natick, Massachusetts during the Fall. 
Should the new store concept succeed, Stride Rite will include The 
Computer Museum's exhib~.ts in subsequent store openings and 
renovations. 

Impart, of Seattle, Washington, is a leading developer of in-store 
displays and exhibits. Impart's current clients include Nintendo and 
The Gap. Impart and The Computer Museum management team seek 
to have Impart become The Computer Museum's exclusive agent to 
the retail market upon placement of a minimum order. Impart will 
market The Computer Museum's exhibits to progressive retailers that 
are particularly interested in presenting new ideas - along with their 
products - to parents and children. 

With the successful execution of the Impart agreement, The Computer 
Museum anticipates developing additional markets. The Computer 
Museum believes that the following market segments deserve specific 
attention for the "How Tall Are You?": 

• Amusement operators that have height restrictions: 
• Amusement parks 
• Simulator theater operators 
• Carnival operators 

• Mall developers and managers; 

• Public spaces 
• Train stations 
• Airports 
• Transportation terminals 

Museum Market The Computer Museum intends to focus increased attention on the 
non-traditional markets while maintaining a presence with the 
museum and exhibit development markets. 



Exhibit Kits 
Supporting Information for a Business Alliance with Impart, Inc. 

Rationale 

The Computer Museum (TCM) will benefit from the proposed agreement with Impart by 
expanding the marketing and sales of TCM's exhibits beyond the traditional museum 
market. TCM will also benefit from funding a re-design of the "How Tall Are You?" 
(HTAY) exhibit that Impart will market by decreasing per unit production costs. 

Working Relationship 

All orders will be placed by customers through Impart, Inc. Impart will, in turn, place gross 
orders with TCM. TCM will manage the "fabrication of HTAY hardware with an outside 
vendor. TCM is responsible for reproducing software and documentation as well as 
packaging the order for shipment to Impart. Impart will distribute the order to their 
customers. Impart is responsible for installation. Impart will handle all service calls from 
customers. TCM will consult with Impart on service and trouble shooting issues, as 
outlined in the proposed agreement, which has been reviewed and approved by Tom 
Franklin. 

Production Budget 

The table below details the costs in filling one order for HTAY. ~e Re-Design column 
refers to costs after the re-engineering of the exhibit has been completed. Current details 
costs incurred under the current process. 

Hardware 
Cables 
TCMlabor 
Package/ shipping 
Overhead 

TOTAL 

Re-Engineering 

Re-Desi 
500 

25 
75 
50 

350 

1,000 

Current 
1,800 

1~~ -- \1 \i~ ~~. 
50 C( 

400 --' 

2,450 

The current hardware configuration costs the TCM $1,800 per unit for materials. Orders 
larger than 5 copies are difficult to fill due to the labor required to modify each set of 
sensors. 



Bolton Engineering, Inc. has been selected to re-design the HTAY sensors. Re-engineering 
will fulfill several needs: 

1. Reduction in cost per unit; 
2. Increased ease of installation; 
3. Increased manufacturing capacity; 
4. Reduction of TCM labor to prepare materials for delivery; 
5. Continued use of current software; 

The proposal from Bolton Engineering has met these requirements. Bolton will design an 
easy-ta-install system that places the major components into two enclosures which are 
smaller than the current configuration. This will make it easier for customers to install, 
and significantly reduce TCM's labor and support costs. 

The cost of re-engineering the exhibit is $15,100. Bolton Engineering will need 8-10 weeks 
to complete the re-engineering process. The cost per unit will drop to $500 per copy, a 
savings of $1,300 per unit. TCM will recoup the re-engineering investment after 12 copies 
are sold. (Note: Impart will become TCM's exclusive agent to the retail market only when 
they place orders totaling 25 or more units.) 

Manufacturing' 

Currently all parts are ordered through a single supplier (IBM). Orders are filled in 2-16 
weeks. This range is unacceptable. An order placed in June, 1994 for these parts took an 
additional 7 days to process because IBM could locate the parts on their price list, but had 
no price listed. 

Under the proposed plan, orders will be filled within 6-8 weeks. This can be reduced with 
nominal rush charges. Large orders (100 or more) can be filled in·8-10 weeks. At the 
significantly reduced cost per unit, TCM coUld stock a supply of the exhibit replenish it as 
sales occur. 

An additional feature of this process is a choice of enclosure colors. This will provide 
variety to potential customers. 

Cost and Payment Schedule for Production 

TCM will be responsible for a 50% deposit on each fabrication order. The balance will be 
payable upon receipt of the completed materials. 

The fabricator has asked for orders with a minimum of six units, with a gross cost of $3,000. 

An order with 50 units, therefore, would require TCM to deposit $12,500 and pay $12,500 
on 'receipt. 

TCM will receive payment from Impart, Inc. within 30 days from receipt of invoice. 
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Costs vs. Margin 

As described above, the cost per unit is will decrease significantly with the new process; the 
profit margin per unit will increase inversely. The pricing schedule developed for Impart 
greatly benefits TCM. Pricing levels reflect a quantity discount negotiated with Impart on a 
per-order basis. 

Cost Net Margin % Margin 
Quantity Price Per Unit per Unit per Unit 

1 $5,400 $1,000 $4,400 81 
10 $4,500 $1,000 $3,500 78 
50 $3,240 $890 $2,350 72 

Risks 

TCM's risk involves the expense of re-design of HTAY. TCM must fund $15,100 in 
engineering fees immediately. Impart, Inc. has not yet placed an order, as they are waiting 
for TCM to approve the agreement. 

TCM already h~ three orders for HTAY? from the Exhibit Kits program that need to be 
placed within the next 3 months. These orders will benefit from the re-design and reduced 
costs. 

Benefits 

The obvious benefit to TCM is the increased profit margin on HTAY. The re-design will 
yield higher margins on each unit sold. Since it will take 8-10 weeks to complete the re­
design, initiating the process immediately is of paramount importance. (Within that time 
period, we expect Impart to place orders. Filling these orders with the current hardware 
configuration will be costly and time-consuming to the Museum.) 

A distribution agreement with Impart also will provide TCM with a sales and marketing 
channel TCM can not develop independently. To support their new offerings, Impart is 
preparing an advertising campaign that includes HTAY as a new product for Impart's 
customers. Based on Impart's client list and stated interest in TCM exhibits, TCM expects 
that Impart will order at least 20 exhibits during fiscal year 1995 which would represent 
$70,000 net to TCM. 
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Agenda 

The Computer Museum 
EXECUTIVE COMMITTEE MEETING 

September 14, 1994 
8:00 a.m. . 10:00 a.m. 

1. Operations Update 

2. Nominating Committee Report 

3. Discussion of Three-Year Plan 
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FROM: 

SUBJECT: 

Memorandum 

September 2, 1994 

Executive Committee 

Oliver Strimpel 

September 14 Meeting 

Enclosed please fmd the agenda for our next meeting on Wednesday, September 14. 
The meeting, which starts at 8:00 a.m., will be held in the conference room on the 
sixth floor (in the office area) 

I enclose the latest draft of the Museum's Three-Year Plan for your review prior to 
the meeting. We will devote a major portion of the meeting to discussion of the 
Plan. Other items to be discussed include a report by the Nominating Committee. 

Please call or e-mail Mary McCann (ext 372; McCann@tcm.org) to tell her whether 
you will attend the meeting. 

I look forward to seeing you on the 14th. 

Enclosures: 
• Agenda 
• Draft Three-Year Plan 



FRAMEWORK FOR TDE .COMPUTER MUSEUM'S STRATEGIC PLAN 

Introduction 

Museum Mission 
Strategic Analy~ 
Strategy 

. Ten-Year Objectives 

mRRE.YEAR PLAN FY"·97 

I. Onsite Programs 
A. Exhibits: permanent, temporary; includes new exhibit development and renovation of 

existing exhibits 
B. Overall visitor experience: apron, lobby, signage, parking, visitor services, exhibit 

maintenance 
C. Education progriuns: The Computer Clubhouse, teacher development, overnights, 

computer camps, special events 
D. Collections: new acquisitions, collections management, collections access and 

documentation. 
E. Researcb 

n. National & International Proarams 
A. Exhibit licensing . 
B. Traveling exhibit-Electronic Classroom 
C. Computer Museum materials: Book Series, videos, CD-ROMs, television 

programmjng, teacher materials 
D. The Computer Bowl 
E. The Museum on the Net 

m. Facilities Plan 
A. Lobby 
B. Store 
C. Overall deployment of space 

IV. Institutional AdvanCement 
Three-year plan for building the Museum's base of support from individuals, corporations, 
& foundations for both operating, project, and capital purposes. Includes national events 
such as The Computer Bowl and a computer achievement recognition program. 

V. Marketina & Sales Plap 
Marketing plan supports the institutional positioning, financial, and audience impact goals. 
Includes a discussion of Museum's earned revenue plans from existing streams and new 
streams. 

VI. Diversity 
Plan to increase diversity in the Museum's audience, staff, & Boards. 
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VII. Finance 
Three-year financial plan that reflects all planned activities; includes projections for all of 
Museum's operating and capital revenues and expenses. 

ym, Administration 
Three-year plan that addresses administrative needs to support the plan, including office 
and personnel requirements. 

Appendix 1: Exhibit Development Plan 

Appendix 2: New Lobby Plan 

Appendix 3: Overall Plans for Fifth· and Sixth·Floor Utilization 

Appendix 4: The Museum on the Net 

Appendix 5: FY9S·97 Expense and Revenue Projections 
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THE COMPUTER MUSEUM; DRAFT STRATEGIC PLAN 

INTRODUCTION 

1. Museum Mission 
The Computer Museum's mission is to: 

I. educate and inspire people of all ages'and backgrounds from around the world 
through dynamic exhibitions and programs on the technology, application, and 
impact of computers. 

n. preserve and celebrate the history and promote the understanding of computers 
worldwide. 

m. be an international resource for research into the history of computing. 

2. Strategic Analysis 

Milieu 

• The usage of computers is skyrocketing as the cost/performance ratio continues to 
drop. . 

• Computer applications and usage continue to expand into more domains. 
• The telecommunications, information and ~ntertainment industries are fusing. 
• Society and industry often focus on the new, next generation of products and services. 

The essence of the changes and the long view can get lost in the din of fast-paced 
incremental change. , 

• As information technology becomes recognized as the key technology of our era, 
interest in the origins of the information revolution will increase. 

• Adoption of new technologies is very uneven across society, with many being excluded 
and feeling "left behind." 

• Computers enable more people to work at home, increasing work flexibility and 
communications, but also increasing people's physical isolation. 

• Life-long informal education is becoming more important as a way of staying abreast of 
changes. 

As computers become more mainstream, new opportunities to learn about and interact with 
computers exist. Prod~cts and services that overlap and partially compete with the 
Museum include: 

• easy-to use, multimedia computer-based applications offered at libraries, schools, other 
museums and over networks 

• school usage of computers as tools to support education in all fields. 
• sophisticated home-based educational, game, and productivity software, increasingly 

exploiting multimedia and network connections 
• theme parks that make increasing use of computers with special emphasis on immersive, 

virtual reality-style experiences 
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The Need for the Museum's Mission: I: To Educate and InsPire 
Science and technology museums have a we11-established image as accessible places where 
visitors can explore in a relaxed fashion. They are also trusted as objective, non­
commercial presenters of material. Most important, they provide a mixture between 
education and entertainment, a place for fun and learning. They are places that welcome 
groups and promote intergenerational group interaction. 

These characteristics give the Museum an educational opportunity that formal educational 
institutions cannot pursue and. that entertainment-oriented venues are not interested in. 
The Museum's image enables it to reach populations that have no other recourse as a first 
step. 

These populations include those who come into contact with computing at work, often 
thrust into the role of users of specific applications. Though experienced in one computer 
application, they may have no knowledge or confidence in another. Indeed, everyone is an 
unwitting user of networks of computers in performing routine activities, such as 
shopping, or communicating. 

Many feel excluded as they learn of technological marvels they cannot fully grasp or afford. 
The vroblem is particularly acute in underserved communities. 

The Computer Museum can attract these populations by creating an exciting and accessible 
environment containing exhibits and programs on computer technology and its 
applicationS. . . 

The Need for the Museum's Mission: IT and ill: To Preserve. Celebrate. and Conduct 
Research 
Computing is the defining technology of our age, and its history is a key part of the 
world's heritage. The Museum is one of a very small handful of institutions that are 
seriously preserving the evolution of computing. These institutions are not competitive, but 
collaborate to ensure that their collective resomces preserve as much of the significant 
record of computing as possible. 

The loss of the computer pioneers themselves will reinforce the importance of the 
collections. With the constant flux of change in the industry, the Museum provides a secure 
record of technology developed by corporations that no longer exist. Researchers will 
increasingly seek access to the original materials held by the Museum. 

As key computing anniversaries and other milestones occur, the public seeks information 
about the event, and the media look for a focus to "locate" their coverage. The computer 
industry also needs a non-competitive forum in which to come together and celebrate the 
achievements of the field and gain perspective. 

3,. Strategy 

The Museum's strategy is to develop authoritative and spectacular exhibits and programs 
that will achieve high international visibility and public awareness. 

High visibility of a limited number of flagship elements will assist the development and 
dissemination of all Museum programs. The flagship could be the Museum's main site, or 
a highly successful program or publication. Different flagship elements will serve to reach 
different segments of the public and the computer industry. The Museum will build upon 
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its spirited approach toinfmmal education, as exemplified in its exhibits and education 
p1'9grams. 

The Museum will seek to leverage every activity to extract maximum value and achieve the 
greatest possible impact. Exhibits will be leveraged with books, CD-ROMs, exhibit 
licensing, traveling components, and a presence on electronic networks; education 
programs will be designed as national models, and The Computer Bowl will·be adapted to 
become'moreeffective television programming~ 

The Museum is committed to two projects each on the scale of a million dollars-The 
Networked Planet and The Walk-Through Computer 2.0. These large projects will provide 
the basis for books, software, special events and programs. Through FY95 and much of 
FY96, they will be the Museumls flagships, providing the basis for positioning and 
visibility. . 

The Museum will position itself to build cachet within the industry so that corporations will 
view the Museum as a desirable location from which to launch products and host events. 

4. Ten-Year Propm Objectives 

1. Become a world-class attraction offering exciting exhibits and special events that exploit 
and explain the latest technologies. 

2. Become a significant provider of books, television programming, and other informal 
educational materials about computer history, technology, application and impact. 

3. Develop innovative uses of computers in informal education. Become a provider, 
catalyst, supporter, mentor for museums, community organizations, schools and other 
groups seeking to establish their own informal exhibits and programs about computers. 
Actively support education reform. 

4. Provide an internationally recognized forum for the celebration and recognition of key 
developments in the evolution of computing 

5. Maintain and enhance the historical collections and their documentation as a definitive 
collection of the history of electronic computing. Establish the Museum and its 
collections as a premier resource for research into the history of computing. 
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THREE·YEAR PLAN: FY95·97 
The fOllowing tlifeC:year plan represents the fiISi steps towardS the achievemeii.t of the ten­
year objectives. 

Hilh.Priority Three. Year Goals 

1. Increase Museum attendance by developing high appeal programs coupled with 
aggressive marketing: . . . 

mcrease over preVlous 
ear . 

2. Install a new generation of immersive installations. 

3. Raise dedicated funds to meet the Museum's mortgage liability. 

I, ONSITE PROGRAMS 

A. EXHIBIT PROGRAM 

The following considerations on exhibit content, exhibit approaches, and available gallery 
space provide the basis for the onsite FY95-97 exhibit plan. A specific list of proposed 
exhibits is presented in Appendix I. 

Content 

The Museum's 1989-94 Exhibit Plan addressed the three questions: 

How do Computers Work? 
How did Computers Evolve? 
What do Computers Do? 

With updating and reinterpretation for the mid-1990s, these questions remain a good basis 
for exhibit planning . 

. The Walk-Through Computer and its updated successor Walk-Through Computer 2.0 will 
ccmtinue to address the first question effectively through FY97. People and Computers 
~ses the second question adequately, but will need refurbishing and updating, 
especially in the second half (from the PDP-8 to the 19808) by FY97. Tools & Toys, 
Robots & Other Smart Machines and The Networked Planet (opening November 94) 
address the third question. 

The applications of computing affect all members of society. New applications are 
continually in the news. Last year virtual reality was the hot topic. This year it is the 
information superhighway. The next exhibit plan will therefore shift increasing focus onto 
computer applications, and broaden its scope to deal more fully with the social impact of 
computing. 
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A significant application area of tremendous public interest is the application of computing 
to the arts and entertainment These subjects have the ability to reach out to diverse 
audiences, and help the Museum shed its image as a place just for technology buffs. 
Exhibits that relate to the computers in the arts and the performing arts will, therefore, be a 
component of the next plan. 

The Museum will plan for flexibility in its exhibit programs to address topics ofpublic 
interest "Rapid response" exhibits will require a new approach to exhibit development and 
funding in which exhibit development, fabrication, & instal1ation can take place with staff 

. and funding resources already in place. 

Exhibits on topical issues will not shy away from conttoversy. The Museum can help 
visitors face dilemmas without taking an institutional stand. For example, the issue of 
users' right to privacy on the networks will be raised in The Networked Planet exhibit, 
with different "network guides" taking opposing sides in the debate. 

Visitor research points out two areas the public would like addressed: 
1. The future: visitors seek access to cutting-edge technology and applications 
2. Resource guides: visitors want specific information about computer use and 

purchasing. 

The first point is addressed in the plan (Appendix I) in several exhibits. The second will be 
addressed with resource materials and pointers to reliable sources of information, and 
through a program of public workshops. 

Exhibit Approach 

To achieve greater impact and visibility, the Museum needs to mount spectacular exhibits. 
Examples include larger-than-life exhibits (Walk-Through Computer), environmental 
exhibits, or group virtual reality experiences. The plan calls for a major renovation of The 
Walk-Through Computer that, as well as updating it, will increase its visual impact from 
the exterior and its immersive, environmental quality in the interior. 

Increased provision for contact between visitors and Museum staff can provide a means of 
increasing visitor engagement, especially for groups. Scope for presentations and 
performances should be planned into exhibit spaces. 

After The Networked Planet opens, one remaining 4,000 sf bay will be available for 
development at Museum Wharf. (Bay 1 on 6, formerly collections storage). Further exhibit 
development will replace existing exhibits. Appendix 2 shows the proposed deployment of 
space. 

MAior Exhibit PmSCam After Walk-Throl42h Comp14ter 2.0 (WlC2.Q> (openin& June 
l22Sl. 

Three primary criteria need to be applied in selecting major exhibits: 

1. How does the exhibit further the Museum's mission? 
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2. Will the exhibit support the Museum's audience building, marketing & positioning 
goals? 
3. Is it fundable and are there opportunities for financial leverage? 

The following three projects have been provisionally ranked highest according to these 
criteria and will be investigated further to determine their potential. 

FIl-ThrQugh a Computer and the lrgOrmation Highway Simulatinn Ride 

~ 
QpeninS: 
Description: 

Mission: . 

Audience: 

Positionins: 

Fundabili\y: 

Leveraae: 

$1,500,000 
June 1996 
A six-minute movie with synchronized seat motion in a 15-20 person 
theater. VISitors view and feel a dramatic ride through the Walk-Through 
Computer. The ride follows the flow of information from a keypress, along 
the cable to the interface chip, along the bus, into the microprocessor, to the 
RAM, hard disk drive, back to the processor, to the video card and along 
cables to the monitor. The movie will incorporate animated sequences 
showing the inner workings of the components along the way. The visitor 
then follows the flow of information out via the netwmk card onto a local 
area netwmk and then through a router onto a wide area netwmk. Visitors 
learn where computer networks go, what they connect, and gain a sense of 
their speed and capacity. 
The Ride serves as an introduction to both the Walk-Through Computer and 
The Networked Planet exhibits, introducing visitors to the basic elements of 
computer hardware, system software, and netwmks. It greatly increases the 
effectiveness of the Walk:-Through Computer as an exhibit that explains 
how computers work. 
Motion rides are proven audience draws; people of all ages and 
backgrounds, but youth in particular, are drawn to simulation rides. This 
will draw populations from the New England area throughout the year. 
No permanent motion ride is available in Boston. A high-tech motion ride 
will position the Museum as a leading-edge institution, and accelerate the 
repositioning of the Museum as a fun, non-threatening place as opposed to a 
technologically challenging, history-oriented institution. This repositioning 
is a strategic objective for the Museum. The Ride's unique nature (owing to 
its coupling with WTC 2.0) will increase likelihood of print and electronic 
media coverage, which has been the Museum's best promotion vehicle to I 

date. 
Two funding models exist: 
• Raise funds from corporate sponsors and offer sponsors an option to 
create duplicate copies of the Ride, with the other copies traveling or 
permanently installed in locations where sponsors wish to make an 
investment. 
• Develop the Ride with a partner who invests part or all of the capital 
required in exchange for part or all of the Ride sales and licensing revenues. 
The Ride could be replicated for the cost of duplicate hardware only. If 
installed in other sites, the Museum would receive good exposure. 

ComPuters in Entertainment 

~ c. $500,000 
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Qpe~": Descnptlon: 

Mission: 

Audience: 

Fundability: 

Fall 96-Spring 97 
A 3,000 sf exhibit and performance space featuring the application of 
computing in music, film & video, games, and virtual reality. Musical 
applications include the use of computers in the composition, arrangement, 
and performance of popular, jazz, and modern music. Movie applications 
include the creation of special effects, animation, and digital editing. The 
exhibit will offer many hands-on opportunities to experiment with and 
create ~usic, movies, and games. 
Visitors gain an understanding of a growing, vibrant area of computer usage 
and an introduction to how it works. Visitors will feel empowered to use 
this technology themselves after they leave the Museum. 
This field is very accessible to people with no technical knowledge, and also 
appeals to diverse populations, especially young people. It has depth that 
gives it appeal to people in the computing field A changing program in the 
exhibit's performance space would attract new audiences. 
Computers in Entertainment furthers the "fun" and "cutting-edge" image of 
the Museum. The exhibit will be a first of its kind, and its components will 
be attractive to other science and technology museums. 
Potential sponsors include computer hardware, software, Ie, music, special 
effects, video game and software vendors. Possible federal support from 
the NEll and NEA. Exclusivity arrangements by entertainment companies 
may hamper funding. 
Good exhibit licensing and sales potential to other science and technology 
museums, other educational institutions, and entertainment equipment retail 
environments, such as malls and stores. Traveling version is possible. 

Groyp Simulation Installation-Artificial Aquarium 

Mission: 

Audience: 

F1llldability: 

c. $750,000 
June 97 
A 1,500 sfspace in which up to 30 visitors interact with a simulated 
environment One example of a simulated environment would be an 
aquarium projected onto the walls of the space. A number of stations offer 
visitors the opportunity to create their own fish, selecting appearance, 
behavior, breeding, and fitness functions. They then launch their fish into 
the environment and can watch its growth, interaction with other visitors' 
fish, and breeding patterns. 
Visitors create their own simulated entities. The ability to select or script 
simple behavior offers an engaging and accessible introduction to 
programming. Computer simulation of complex systems is an increasingly 
important application. Visitors can experience a simulation that contains an 
element of their own creation. 
The group simulation would be a one-of-a-kind experience that would be 
visually exciting and conceptually intriguing. As such it has the capability to 
draw well. The group nature of the interaction is highly desirable in a 
Museum, and would work very well with school visits. 
First permanent public installation involving a virtual environment and 
group interactions positions the Museum as a unique experience involving 
cutting edge and educational uses of computers. 
Federal grant support from NSF; support from corporations and 
individuals. 
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The installation can be replicated for other spaces such as museums, 
corporate settings, or public spaces. 

IemporatY Exhibits 

The Museum will mount at least one temporary exhibit per year that has the potential to 
drive attendance and attract repeat visitors. In FY95 the Museum plans Aaron in Color: The 
Robot Painter. Computer animation in FY96 ~ the Electronic Classroom in FY97 have 
the potential to drive attendance. Appendix lUsts other special exhibits plans. 

Conclusions: Framework for Exhibit Plan 

1. Develop one medium-large (2-3,OOOst) exhibit per year 
2. Open at least one popular special exhibit per year 
3. Renovate or replace all existing exhibits by the end of FY97 
4. Exhibits should contain elements that are spectacular and cutting-edge 
5. Exhibits provide for presentations and performances 

Appendix I contains the exhibit development schedule; maps showing use of the facility are 
in Appendii 3. 
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B. OyRRAI.T t QNSITE VISITOR EXPERTRNCE 

The Museum's three-year plan seeks to mise the quality of a visitor's overall experience. 
Improving the overall experience will move the institution along the path set out in the first 
ten-year objective-to become a world-class attraction. 

Visitors' experience of the Museum is significantly affected by the surroundings, parking 
facilities, signage, and lobby. In the Museum, visitors' satisfaction depends on contact 
with Museum staff and the quality of exhibit maintenance. 

Open Space in Front of the Museum 
A new park in front of the Museum is planned as part of the Waterfront Project being 
developed jointly with The Children's Museum. The overall cost of the new apron park is 
$1 million. The primary initiative is being taken by The Children's Museum. 

Parkinf: 
The Central Artery/funnel project and the new Federal Courthouse have reduced nearby 
parking space. Although some new parking garages have been constructed (e.g., 
Farnsworth Street), visitors are finding it harder to park. Efforts will be made to make 
parking 8lTaIlgements with existing and new sites. 

SifW.af:e 
External signs on the site and lobby will be an integral part of the Waterfront project. A 
new integrated internal sign system is needed to enable visitors to find their way round the 
galleries. This will be implemented in FY95 at a cost of $10,000. 

Lobby 
Plans for the ''Wave,'' which will serve as a new entry lobby for The Computer Museum 
and The Children's Museum, are well developed. In order to exploit the Wave, the 
Museum will need to adapt its own existing lobby and store at an approximate cost of 
$200,000, including an exhibit to attract visitors into the Museum from the Wave. 

Visitor Services 
Visitor research indicates that contact with members of Museum staff (either paid or 
volunteer) greatly affect the perception of the Museum. A gradual overhaul of Museum 
visitor services programs is planned to create specific gallery role~visitor greeters and 
demonstrators. Increased use of volunteers is also planned, rising to 30% volunteer 
staff'mg by FY96. 

Exhibit Maintenance 
Since hands-on interactive exhibits are the primary experience, the quality of the visitor 
experience degrades rapidly if exhibits are out of order. The goal is to increase the present 
average from 90% to 97% or better of the exhibits in working order at any time by 
increased staff resources, more training for all floor staff, and daily status reviews. Exhibit 
planning will continue to allow flexibility so that malfunctioning exhibits can be seamlessly 
remove4 from the floor. 

e. ONSITE EDUCATION PROORAMS 

Onsite education programs include The Computer Clubhouse, the establishment of a pilot 
teacher development program, overnight program, and the visitor services program in the 
Museum exhibit galleries. 
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The Computer Clubhouse 
Over the next three years, the Oubhouse will make a transition from a pilot and experiment 
to an ongoing service. In the "steady state" mode, the Clubhouse will be udlized to the 
maximum possible extent, serving an average of 50 children per day (9am-5pm), with each 
participant making 20 visits during a 5-10 week course. Open-ended projects will involve 
image processing, simulations, music, games, robotics, and publishing. Clubhouse 
prognuns will continue to be refined. New projects will be adopted and matched with the 
abilities of new mentors. New technologies will be integrated as they become available. For 
example, the use of high-speed networks is being planned. 

Dissemination of the results of the pilot program will be priority. The Museum will test the 
feasibility of building a copy of the Oubhouse equipment for traveling to local community 
centers such as Freedom House, YMCAs and Boys and Girls Oubs. Projects will be 
packaged for distribution to other museum computer labs and after-school settings. The 
Traveling Electronic Classroom project (see section n.B) will take many Oubhouse 
projects to eight museum sites. 

'.The Museum will develop fee-paying evening courses for adults (6:30-9pm) in such areas 
as desktop publishing and multimedia. 

The majority of Clubhouse funding will continue to come from private and corporate 
foundations with missions to provide new horizons to youth, especially those in 
underserved communities. Major, multi-year grants will be sought Additional revenue will 
come from the following sources: 

1. Internet Auction: two auctions per year will provide approximately $20,000 net 
2. Clubhouse corporate memberships: annual sponsorships from corporations will be 
sought to fund visits to the Clubhouse. These may be tied to specific communities or 
schools. 
3. Fee-paying programs in the Clubhouse~ A pilot Computer Camp program is under way 
to test this approach. 

Teacher Development Program 
The establishment of a teacher development program furthers the Museum's objective to 
support education reform. 

The introduction of computers in schools is increasing faster than the ability of teachers to 
integrate them into their curricula. Teachers' need to learn is amplified by recent legislation 

. requiring teachers to take courses to be recertified at regular intervals. The Museum is 
uniquely positioned to offer relevant training for educators. 

In FY95, the Museum will test a pilot teacher education program within the Computer 
Oubhouse. Teachers will develop their own projects, learning how to initiate similar 
activities in their own classroom. Collaborations on the development and implementation of 
this program will be pursued with Lesley College, Technical Education Research Centers 
(TERC), and other organizations serving pre-service and in-service teachers. . 

The Museum will develop, test, and then offer courses to teachers that emphasize informal, 
group, project-based uses of computers in the classroom, based on experience gained in the 
Computer Oubhouse. 
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Overnil'ht Promm 
Groups of 40-120 people, with a primary focus on children aged 6-17, participate in 
educational activities that involve them in the Museum's exhibit galleries. The program 
provides a valuable opportunity for a group to have a prolonged exposure to the Museum in 
a supportive and entertaining frainework. The number of overnights will grow from 18 in 
FY95 to 25 in FY97. 

Computer Camps 
Up to 15 children aged 8-15 explore the Museum galleries and build projects in the 
Oubhouse on one-week camps. The campers utilize the Clubhouse and exhibits, providing 
familiarity with selected graphics, animation, robotics, music, simulation, and publishing 
tools. In FY95, seven camps are programmed, four in the summer, three during public 
school vacation weeks. In FY96, camp sessions will increase to 10, with 7 summer 
sessions. 

Special Eyents 
The Museum has hosted special events such as the Loebner Prize Competition (Turing 
Test), the Harvard Cup (Computer Chess Championship), the checkers championship, and 
MIT student robot contests. Such events have proven successful in rusing visibility for the 
Museum. 

The Museum will continue to host events that are of public interest and that illustrate 
exciting and intriguing uses of computers. The contests will be conducted in partnership 
with other organizations to achieve greater leverage. Funding requirements range from a 
minimum of $5,000 for a small event organized mainly by an outside body (such as the 
Harvard Cup), to $50,000 for a complex event with major Museum involvement (such as 
the Loebner Prize). 

Additional events scheduled on weekends and during public school vacation weeks will 
include computer animation festivals, teacher open houses, and demonstrations and 
educational activities in the galleries. The calendar of events will be designed to appeal to 
local audiences to encourage repeat visits. 

E. COlLECTIONS 

The first priority will be to continue to capture artifacts, photographs, films, documents, 
and software just-in-time, prior to literally being scrapped, by companies, individuals, and 
other museums. The Computer Museum has provided a parachute when missions change, 
companies merge or fail, and individual collectors pare down and move to smaller quarters, 
or die. In this way The Museum preserved a unique collection of Fairchild integrated 
circuits, the SAGE Computer, Super Paint, the first paint program developed at CMU and 
Xerox P ARC, and the first 'virtual reality' helmet The Computer Museum does this with 
quick reaction time and a unique focus and expertise that selects the significant technology 
for preservation 

From the start of collecting efforts, the characteristics of the collection have stayed the 
same. Highest priority is given to collecting the important technological innovations with 
carefully selected documentation. The next priority is given to insuring that the classic or 
standard implementations of a technology are represented. In addition, the collections 
include examples of technologies that failed, of clones, and intermediary stages of 
evolution. 
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The collection is devoted to computing, including intelligent machines, particularly robots. 
It includes all levels of integration of both hardware and software. While the historic roots 
are in the domain of hardware including semi-conductors, the futm'e emphasis will 
increasingly be software. 

Each hardware artifact or piece of software needs to have a full complement of material in 
order to be understood.· For example, the original SpaceWar Game (the first interactive 
computer game) software is represented by its paper-tape program, program listings, 
videos of SpaceWar being played, oral history with its authors, photographs, and the PDP-
1, the computer hardware on which it was designed. 

Proactiye Collecting 
The greatest gains have been made in the collections when there have been special projects, 
such as the personal computer contest and the Milestones of a Revolution exhibition. In 
the next three years two significant activities will lead to improved and new collections: 

• Pinnacles of computing technology (see section II.C.-television programming) 
The technologies and their teams will lead to in-depth collecting in that area: hardware, 
documentation, video, film, software, oral histories and marketing ephemera. 

• The Guide to Kids' Software is gathering all the software for children and saving it for 
the collection. 

Access to the Collections 
To provide" greater access to the collections, a 2,000 square foot exhibit and research center 
will be opened in FY97. It will display approximately 50 significant artifacts from the 
collections, as well as cases housing numerous smaller items and new acquisitions. The 
center will accommodate the library, document and photo collections. Stations will provide 
access to the Museum's collections database, and the Internet. The space will be open to the 
public every afternoon, with regular tours and special educational programs based on the 

" collections. This project has a capital cost of $75,000 with an annual $10,000 staffing cost. 

The collections database of artifacts, documents, film and video will be placed on the 
Museum's World Wide Web server. The photograph collection will be scanned 
electronically and added to the database for remote reference and selection. 

Space and environmental preservation needs 
Due to the growth of exhibits on the Wharf, a priority for 1994 is to move 4,000 square 
feet of hardware artifacts to an off-site warehouse. The documents are indexed in special 
acid-free boxes and, after scanning, the photographs are stored in special sleeves. 

Film and video are the most critical to have uniform temperature conditions. Further, since 
video is a relatively new media there are still questions and concerns about any long-term 
utility for archival purpose; already video that the Museum took in 1980 is deteriorating. 
The video content is being evaluated and the most information-rich transferred onto more 
long-lived media. 
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P·RESEARCH 

Historical Research 
The Museum will provide the materials sought by researchers in the area of the history of 
computing. Materials include artifacts, archives, documents, books, film, and video. 
Students, scholars, prior-art researchers, and journalists are the primary users. 

Infonnal Education 
The Museum will establish an exhibit lab that will be used for three kinds of research: 
1. Evaluation of Computer Museum exhibits in progress. 
2. Development and testing of Museum-developed applications of technology to informal 

education. The NSF-funded virtual reality research CUlTCntly under way is an example. 
3. Public testing and evaluation of educational software and other educational research 

projects being conducted at academic research institutions. 
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II. NATIDNAL AND INTERNATIONAL PROGRAMS 
This section presents the plan to serve audiences primarily beyond the Museum's walls. 
The programs are designed to leverage Museum exhibits and collections. 

A. EXHlRIT LICENSING 
The Museum currently offers fifteen of its exhibits for licensing, at an average price of 
$2500 •. Most of these products are identical to exhibits running on the Museum floor. In 
some caseS the Museum adapts its software to customize it for the client site. For example, 
the height sensor can be programmed with a custom script for aquariums and stores. 

The Museum's exhibit developers will design new interactive exhibit software suitable for 
use in other locations. An example is Letter to the President, a prototype for The 
Networked Planet exhibition. 

A marketing and sales plan will be developed for the licensing of exhibits to other 
museums, aquariums, zoos, malls, and retail stores. The Museum will seek an "OEM" 
ammgement with an outfitter of retail environments to act as our distributor to this market. 

B. TRAW.ING EXHIBIT: THE ELECI'RONIC CI·ASSROOM 
If funded by the National Science Foundation, The Computer Museum will collaborate 
with the N~w York: Hall of Science and the Oregon Museum of Science and Industry to 
develop the Electronic Classroom, a traveling exhibit designed to show parents, teachers, 
administrators, students and other members of the general public how computers can 
support science, math, and technology educational reform. The Computer Museum will 
take the lead on the content and will develop all the interactive elements of the exhibition. 
The exhibit has a particular focus on reaching parents, teachers, and young people from 
underserved communities. Much of the material in the Electronic Classroom is expected to 
be derived from the Computer Oubhouse. 

The development schedule is determined by NSF funding. The proposal will be submitted 
in February 1995, with a decision in late 1995. The overall funding requirement is 
approximately $1.6 million, with about $500,000 requested as The Computer Museum's 
budget. 

C. COMPUTER MUSEUM PRODUCTS AND EDUCATIONAL MATERIALS 

Books and Software 
The Museum is committed to developing three books for publication in 1995: 

How Computers Work: Journey Through The Walk-Through Computer 
The Computer Quiz Book of Trivia 
Computer Museum Guide to the Best of Kids' Software 

The first two titles will be published by the Crown Division of Random House. 

The TCM Guide to the Best of Kids' Software will be published annually. The project is 
contracted to Catherine Miranker and Allison Elliot. 
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Further books being planned include "Pinnacles of Computing," an illustrated history of 
computing featuring the pioneering inventors; a Computer Oubhouse book on informal 
education about computing; and a ''Wonder Book of Computing." 

In conjunction with the development of the Walk-Through Computer upgrade, the Museum 
will seek funding to develop a CD-ROM-based software product, entitled ''How 
Computers Work: Journey Through The Walk-Through Computer." The CD-ROM will 
make use of graphics, animation, and software developed for The Walk-Through 
Computer. The software will offer users an interactive exploration through the many levels 
of hardware and software in a working computer. 

To stimulate the creation of new sites based on The Computer Oubhouse, the Museum will 
create a Oubhouse project sampler presented in the form of an interactive "point and click" 
tour of the Oubhouse. It will include information on projects in the Oubhouse and explain 
how other educators can start similar projects in their own after-school,community, or 
school site. The project sampler will be distributed directly by the Museum to interested 
parties. 

Th~ publications program is projected to provide a net income of approximately $15,000 a 
year. 

Materials for Educators 
The Muse~ will produce an updated teacher packet to cover new Museum exhibits, and 
provide pre-visit and post-visit resources to make the visit as enriching as possible. The 
packet will be distributed to teachers bringing groups, and, on demand, to educators 
nationwide. 

To disseminate the experience gained in The Computer Clubhouse, the Museum will 
develop Clubhouse Project Guides. These will contain detailed descriptions of specific 
Oubhouse projects, which will provide a basis for other sites to replicate the projects that 
have been proven successes at the Museum. 

Teleyision Programming 
The Museum will seek to fund and develop a television series for PBS on the people 
behind the major inventions of computing. The series, provisionally entitled Pinnacles of 
Computing, will largely feature recipients of the National Medal of Technology and 
winners of comparable awards from outside the United States. The programs will focus on 
the human dimension of the invention of computing, with a view to providing inspiring 
role models for today's youth. The research to be conducted for the series is expected to 
lead to the gathering of significant materials for the Museum's artifact and film and video 
collections. 

Video Program 
The Museum's film archives contain unique footage of pioneering computers and their 
designers. With a $20,000 grant, the Museum is converting the film to a high-qUality 
video series knitting together footage of the pioneers and their machines to cover the period 
between 1939 and 1952. The videos will then be marketed commercially. 

The Museum will seek funding for a Walk-Through Computer 2.0 video, updating the 
successful first "How Computers Work" video. 
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D. THE COMPUTER BOWL 
The Computer Bowl serves as a highly effective fund-raiser for the Museum, while. at the 
same time providing a forum. for the computer industry to indulge in some humor. 

The Museum will develop and hold a second series of annual Computer Bowls to feature 
the next generation of industry leaders, modifying the format to allow for the production of 
. a higher impact television show. 

E. THE MUSEUM ON THE NET 
With over 15 million people already connected to the Internet and a further 3 million 
connected to commercial on-line services, a "network presence" will offer the prospect of 
serving as a direct delivery tool to help execute the Museum's educational mission as well 
as significantly increase the Museum's international visibility. 

As part of The Networked Planet exhibit development, the Museum has established a 
Gopher server that will contain general Museum information, selected exhibit text, 
graphics, video clips, interactive software samples, and a collections catalog. Details are 
presented in Appendix 3. Once the Gopher server is established, the Museum will set up a 
World Wide Web server so that graphics and video can also be disseminated. 

Following ~e successful experience with a prototype in 1994, the Museum will offer two 
auctions annually over the Internet. The auction will include goods and services donated to 
the Museum for this purpose, as well as historical items that are acquired by the Museum 
but are not of interest for the collections. 

The Computer Clubhouse will disseminate information and present works created in the 
Clubhouse using the popular multi-media Mosaic browser for the World Wide Web. 

The Museum will offer membership services and sales from the Museum's store via the 
networks. The Museum collections catalogs will be placed on-line, including electronic 
images of the photograph collection. 

The Museum will explore other ways in which the essence of the Museum experience can 
be captured for remote use, going beyond information delivery. 

In. FACILITIES PLAN 
As part of the Waterfront Project, planned to be completed by 1996, both the Children's 
Museum and The Computer Museum will have a new entryway. This major addition to the 
building will have a dramatic impact on The Computer Museum's visitor flow in the lobby, 
and on the store. 

This plan calls for growth in the Museum's exhibits, programs, and visitation. The 
Museum is reaching the point where its 44,000 square feet at Museum Wharf will be used 
to full capacity. Section C below indicates the overall allocation of space for the Museum 
through the end of FY97. 

ALQBBY 
Plans for the new lobby are based on the requirements to: 
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1. Attract visitors into The Computer Museum from the shared entry with The Children's 
Museum by providing a flavor of the Museum's galleries. 
2. Allow for smooth, easy access to the admissions desk and into the elevator. 
3. Maximize exposure of visitors to the Museum store. 
4. Provide enough capacity to handle at least two groups of 30 visitors simultaneously. 

A provisional plan for the lobby that achieves these goals is shown in Appendix 2. 

The lobby renovation will cost approximately $200,000 and needs to take place during 
FY96 to open with the new joint "Wave" entrance. 

B. STORE 
A detailed plan for a new store facility, to be built in as part of the lobby renovation will be 
developed to offer: 
1. Greater square footage to offer more items 
2. Better flow-through, with all visitors exiting through store 
3. Higher visibility from the Wharf: more window space 

C, OVERALL DEPLOYMENT OF SPACE. 
After the Networked Planet opens, all the Museum's space will be developed with the 
exception of one 4,000 square foot bay (Bay I on the 6th floor). This Bay will provide 
temporary ~xhibit space, and an exhibit featming highlights of the collections together with 
an archive and video library. 
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IV. INSTITUTIONAL ADYANCEMENT 

Since establishing itself on Museum Wharf 10 years ago, the Museum has broadened its 
support to include over 200 corporate supporters and over 850 individual supporters. Over 
50 sources supported the Museum above the $10,000 level inFY94. The Museum has 
achieved full independence from Digital Equipment Corporation. 

The Museum's exhibits, programs, collections,·and vision for new and exciting 
developments make it the leader in hands-on educational exhibitry and preservation of 
computers. The Museum must establish itself as the museum of the computer industry, and 
the individuals who lead it. It must also build its reputation as an educational institution 
within the science & technology center community, and academics and practitioners of 
informal education about computing. 

Corporate Support 

EY95-27 Goals for Corporate Deyelopment 

1. Establish six new in-depth corporate relationships that provide approximately $50,000 in 
cash and/or equipment annually. 

2. Double the number of corporate members, reaching 250 corporate members by the end 
ofFY97, achieving the following revenues: 

$206,1 250,000 IFY96 $300,000 

Analysis of Corporate Smmort Growth Qmx>rtunities 

liriIooo 

Since FY90, more than 200 different corporations have supported the Museum. The 
Museum has had greatest success with the computer industry, with nearly $150,000 (75%) 
of corporate membership coming from this sector. As the Museum has not come close to 
"saturating" this sector, the Museum should continue to put its resources into expanding its 
base of support in this sector for the FY95-97 period. Secondary sources of support are the 
telecommunications industry, and the industries that make intensive and strategic use of 
computers, including the banking, insurance, and publishing. 

The national trend towards the reduction in philanthropy and an increase in the support of 
non-profit organizations through corporate marketing programs is likely to continue. The 
Museum can respond to this trend by devising approaches that serve both the Museum's 
mission and corporate marketing needs. Programs in this category include the exhibits, the 
Bowl, and the Pinnacles of Technology TV series. 

The Museum can grow significantly in all dimensions of corporate support by: 

1. Targeting the computer hardware, software and telecommunications industries. The 
Museum's penetration is especially small in the latter category. 
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2. Developing a long-term, multi-faceted pannership with corporations that involve several 
internal advocates in each corporation, and multiple opportunities for participation in the 
Museum. 

3. Increasing opportunities for corporations to sponsor group visits through an increased 
level of support. 

4. Presenting its case to a greater number of prospects, both through individual contact by 
B.oanf, staff, and Museum friends, and through some targeted marketing approaches to 
raise awareness of the Museum as an institution to which a corporation must belong. 
Examples include pro bono advertisements in the industry press and a presence at industry 
conferences. 

5. Diligently following up on opportunities with corporations that result from personal 
contacts or other connections. 

6. Enlisting leaders from major computer corporations to join the Museum's Boards. 

Benefits of Cmporate Membership 

1. Supporting the world's only computer museum. The Museum's education and collecting 
mission en1:umces the public's appreciation of the computer industry. 

2. Corporate breakfast seminars, started in 1985, atttact an average attendance of 70 
people. For FY95-7, the program will continue with CEO/Chairman/President level 
speakers, with a projected increase in the average number of attendees from 60 to 100. 
Breakfast seminars will continue to be important opportunities to cultivate new prospects. 

3. Free admission tickets are fully utilized by Massachusetts based corporations, either for 
employees or guests. Non-local members donate the majority of their tickets to the Museum. 
for the ticket subsidy program to provide free visits of underserved groups. Children's 
thank you letters to corporations provide effective positive feedback, and encomage 
members to renew. 

Overall Cor,pomte Smum 
The following chart shows the full spectrum of corporate support. Exhibit sponsorship 
attracts the greatest support, but revenues fluctuate based on the scheduling of major exhibit 
projects. The Museum. will prime the exhibit development pipeline with a rolling tbree-year 
program to allow sufficient lead time and planning to develop a steadier flow- of new exhibit 
funding and developmnent. 
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Corporate Support by Project 
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Indiyidual Support 

Individual Membership 
To attract new members and increase the retention rate, the Museum will expand member 
benefits and become more aggressive in its recruitment 

New member benefits will include members-only exhibit previews and openings, 
invitations to special events, a members' desk in the lobby, and Internet access to Museum 
information. Joint promotions with other museums, non-profits, or for-profit corporations 
will offer special benefits for members. 

FY95-97 Goals for Membership Development 
The goal is to increase the number of members by 10% each year. This will be achieved by 
increasing the renewal rate from 50% to 65%, and by attracting a greater number of new 
members. 

Annual Giving 
All of the Museum's constituency will be invited to contribute each year to the Annual 
Fund. Approximately 50% of annual giving will come from the Museum's major donor 
group, the Friends of the Museum. The Museum will seek to grow the number of Friends 
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by 10% each year, both to enhance the annual giving, and to add to the pool of committed 
major donors able to make leadership gifts to support futme capital and endowment 
projects. 

FY95-97 Annual Givin2 Goals 
FY95: $210,000, a 16% increase 
FY96: $231,000, a 10% increase 
.FY97: $254,000, a 10% increase 

To achieve these goals, the staff and Board will work to enlist more donors at increasingly 
higher levels of giving, converting visitors to members, members to supporters, supporters 
to significant donors, and donors to Friends. The pipeline will need to be primed by 
introducing individuals who are new to the Museum. The Boards of Trustees and 
Overseers must playa leadership role, both in terms of their own personal giving, and in 
their active recruitment of new donors. To achieve the goals, each Board member will be 
asked to introduce three new potential supporters to the Museum each year during the 
FY95-7 period. 

The opportunities to cultivate the Museum's supporters and prospective supporters are the 
monthly breakfast seminars, exhibit openings (four scheduled for 1994-5), the Computer 
Bowl events (the "kick-off' parties and the live event, one of each on each coast), and 
private tours with senior Museum staff at any time. 

Foundation Support 
Major, multi-year grants from major national foundations will be sought for educational 
programs. The Clubhouse is a good candidate for support especially with its dissemination 
plan and its potential for impact on K-12 education. Teacher development programs on the 
integration of computing within the schools with national applications will also be 
appropriate for major foundation support. 

850 Fund 
To complete the acquisition of the building, the Museum needs to raise $550K to retire its 
mortgage, and $200K to develop a new lobby and store area to accommodate the opening 
of the new entry "Wave" with the Children's Museum. An additional requirement of $50K 
to cover fund-raising expenses brings the total to be raised to $850K over three years. 

With guidance from the Development Committee, Trustees, and Overseers, leadership gifts 
will initially be sought from individuals, corporations, and foundations that did not 
contribute to the last Capital Campaign. As the fund progresses, donors who have already 
made capital gifts to earlier campaigns will be asked to contribute again to this special fund. 

The following gift table will be the guideline for a successful 850 Fund: 

one gift at $250K 
two gifts at $ lOOK 
four gifts at $50K 
six gifts at $25K 
5-10 gifts at $5-10K. 

The pace-setter gift of $250K will be required to launch the fund effectively. Cultivation 
and solicitation of the leadership gifts will begin in Fall 1994. 
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Federal Support 

The Museum's exhibit and education programs are eligible for federal support from the 
National Science Foundation and the National Endowment for the Humanities. Both 
agencies take approximately 12 months from the time of submission of the preUrninary 
proposal to the start of the grant period (if funding is granted). Panel reviewers also like to 
see a project development cycle extending over 12-24 months as this is the norm among the 
museum community. The Museum must therefore work on 2-3 year lead times in order to 
optimize its access to federal funds. 

Major NSF support is usually predicated on a program impact of over 500,000 people per 
year. The Museum must work in partnership with other organizations or seek funding for 
dissemination of existing programs in order to deliver the required level of impact. 

Within NSF, Informal Science Education is the most likely funder, provided there is 
natural science content in the programs. At CISE (Computer and Information Science), also 
within NSF, computing is the focus, but the challenge here is to fall within ~ts primarily 
research-oriented umbrella. IMS (Institute for Museum Services) General Operating 
Support ($I20K over two years) will be sought. 

The Muse~ will seek support from the National Endowment for the Humanities (NEIl) 
for programs that have humanities themes. Exhil»ts that deal with the social impact of 
computing falls within the NEH's subject guidelines. Lead times of 2-3 years are essential 
if the Museum is to take advantage of both planning grants and the much larger 
implementation grants that can follow receipt of planning grants. 

Other potential federal sources include the Departtnent of Commerce through its initiatives 
to demonstrate the impact and potential of computer networks, and the National 
Endowment for the Arts for exhibits on computer art exhibitions. 

Federal support requires a major investment in proposal development, but the sums granted 
can be significant (up to $lm for a major project) and success with a peer-reviewed federal 
grant can stimulate private sources to contribute. 

y. MARKETING & SALES PLAN 

Marketin& Plan Outline 

Positionin& of the Museum as an Institution 
The Museum's. mission includes two quite distinct components. The first part speaks to the 
Museum's role as a source of inspiration about computing. The second delineates the 
Museum's role as a preserver, celebrator, and center for research into computing's past. 
The Museum offers unique experiences in both areas. A marketing opportunity for the 
Museum is to make both themes work together to support the positioning of the institution 
as a special, multi-faceted place. 

The following table lists aspects of the Museum that appeal to various constituencies: 
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useum 
Characteristic 

um· low 

um medium 

none none 

none· medium none 

The following table lists the vehicle that will be used to reach each of the Museum's four 
target segments effectively: 

Local tairiilies 

Earned Revepues 

ehlcles 
Brochures m hotels, ViSitor centers, a:ttpOrt 
Listings in guide books, tourist magazines 
National and international media cov 
Direct mail to teac ers, teac open ouses 
Articles in educational magazines 
Telemarlreting for repeat visits 
Presence in educator conferences and teacher worksh s. 
Editorial in local newspapers & magazmes a 
Museum activities 
Advertising: print, radio, billboards, posters 
TV & radio PSAs & news or magazine show coverage 
Partnershi s and 'oint motions 
Trade, busmess profeSSIonal press . torial an 
advertisements 
Promotion at conferences & trade shows 

All museums' revenues are a mix between eamed and contributed revenues, ranging from a 
low of below 28% earned (Lawrence Hall of Science) to a high of 87% earned (pacific 
Science Center). The Museum has increased the percentage of earned revenue from 30% in 
FY85 to 50% in FY94 while increasing the operating budget from $lm to $2.2 million. 

September 2. 1994 25 



Innovative museum programs are generally supported. from contributed revenue. Together, 
the Clubhouse and research on virtual reality accounted for $300,000 of operating revenue 
in FY94. An ongoing stream of innovative programs for underserved groups will keep the 
percentage of earned revenue from rising above the 60% level. . 

Admissions . 
Visitors are attracted by new exhibits and special events. The marketing and PR plan is 
designed to grow attendance. Word of mouth is the largest single contributing factor to 
cause people to visit, whether they come from Boston, other regions of the US, or from 
abroad. 

According to "The Image Study," over 70% of the Museum's visitors are first-time 
visitors. This study also showed a high satisfaction rating by the visitor. Major new 
exhibits that are pro~ted should increase the proportion of repeat visitors. 

For FY95 and FY96, attendance goals are determined by The Networked Planet and The 
Walk-Through Computer 2.0, for which funding is in place. FY97 goals will be 
determined by whatever exhibit is opened in June 96, with its attendant marketing and PR 
efforts. Two scenarios are presented for FY97: . 

Admissions Goals 

Year 

Scenano 
FY97 
No major 
new exhibit 

145,000 4% 

September 2. 1994 

+Networ~ Planet; opens g ower attendance 
winter months, with 25% impact for last 6 months of 
year 
+Harold Cohen robot artist; 15% impact in April & 
Ma 
+Vl - u 2.0: openmg m pc mon 
with $50K marketing budget; 
+Networked Planet continues to draw in its first 
summer 
-Central Artery construction 
-Wave construction 
++Sun-Ride 
-Central Artery construction 

+Computers & Entertainment 
-Central Artery construction 

+ Temporary special exhibits 
-Central Artery construction 
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Marketim= Tactics to Increase Admissions 

. AdYertisin& 
Since 19.84, the Museum has not purchased significant advertising. Over FY95-7, the 
Museum will increase its exhibit-funded marketing program to 8% of the exhibit budget, 
approximately doubling past allocations. Advertising will be enhanced through cooperation 
with media suppliers who will provide value-added packages that will appeal to current and 
prospective visitors and supporters. Wherever possible, advertising will be tied to 
promotional programs. 

Partnerships 
The Museum will work with exhibit sponsors to enhance the business value of the donation 
through marl.ceting programs that capitalize on the relationship between the donor 
organjzation and the Museum. The Museum will also pursue marketing partnerships with 
consumer.;.oriented organizations, such as hotel, automobile, and beverage industries, with 
the goal of increasing awareness, attendance, and marketing presence. 

Radio and Teleyision Pmgrammin& 
The Museum will establish itself as a supplier of information on computing subjects of 
topical interest, with emphasis on computers in recreational and educational applications. 
For example, the Museum will appear regularly on the nationally syndicated radio show 
"On Computers." 

PromotionS 
The Museum will pursue multi-faceted relationships with major retailers, membership 
organizations, and corporations. An example currently being pursued is to bring together a 
media outlet (Boston Glove), retailer (Lechmere), computer hardware (Apple), software 
(Maxis) suppliers, and a hotel (Swissotel) and an airline sponsor to offer an appealing prize 
package for a promotion featuring the Museum. 

Group Visits 
The Museum will use direct mail to target additional school, community, and tour groups. 
The Museum currently mails to 15,000 educators and representatives once a year. By 
increasing both the frequency and saturation of mailings, the Museum will increase 
awareness of the Museum's exhibits and programs. 

Functions 

Margins of 50% or better make functions a very attractive revenue stream for the Museum. 
The Museum will continue to present itself as an optimal site for high-tech introductions, 
small conferences, educational workshops, and corporate hospitality functions. General 
functions revenue (excluding Overnights) will increase from $153K (FY95) to $160K 
(FY96) to $168 (FY97). Revenue increases are expected from incremental gains on Bar 
Mi~ahs, corporate business associated with trade shows and conventions, and other 
corporate business. The plan is to emphasize corporate functions, as these support the 
development of the Museum's corporate relationships. 

A sponsored special function for selected travel agents, tour operators, event planners and 
meeting planners featuring the new exhibits will showcase the Museum to new prospects. 
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Fee.Based PrQlrams 

The Museum will expand fee-based programming such as Overnights and Computer 
Camps. Adult-oriented evening courses in the Clubhouse will be developed. 

Store 

Plan for the store, including costs and impact of new facility associated with a new lobby 
resulting from the Waterfront Project. 

Impact of Internet acceSS to the store. 
The Museum will increase the distribution of its unique products by forming relationships 
with strong retail organizations. 

The store will explore relationships with strong mail-order retailers that could offer in-store 
customers competitive prices in the educational atmosphere of the Museum. For example, 
MacIPC Connection could sell Museum videos, giftware, and publications via their 
catalogs, and sell software in the Museum store via on-line ~ telephone ordering services. 

Exhibit Ljeensinl and Sales 

The Museum will market its appealing exhibits to public space markets such as malls, 
universities, and libraries, and to entertainment venues including amusement parks. 

The Museum has established an OEM relationship with a supplier to retail stores in order to 
get increased access to the growing market for interactive fun activities in stores. 

VI. DIYERSITY 

Overview 
The Museum's mission statement embraces diversity in its charge "to educate and inspire 
people of all ages and backgrounds." 

Diversity, or multiculturalism, is an important topic today, in both profit and nonprofit, 
corporate and educational sectors. In essence, it means to include people from all cultures 
and backgrounds in the makeup of an institution's Board, staff and audience. The 
Museum's goal is to achieve 20% minority representation in each of the three areas by 
FY97. 

As of summer 1994, the Museum's visitor services department (which includes the visitor 
assistants who are most visible to the public) is 50% minority. The rest of the 30 staff have 
only two minority members. Gender diversity is good accross the entire staff. The 
Musuem's 25-person Board of Trustees has two minority and four female members, the 
remajnder being white and male. The 38-person Board of Overseers has five minority and 
four female members. The cultural makeup of Museum visitors is not recorded currently. 
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Bmml 
• Seek out Board members from diverse communities by establishing relationships with 

. various organizations such as The Partnershipl, based in Boston. 
• Seek nominations from existing members with ties to minorities . 

. Marketins tp a Diyerse Audience 
The·Museum offers ongoing initiatives to reach out to diverse populations. Some of these 
involve opening up the Museum to economically disadvantaged audiences, where the cost 
of admission might be a bamer. Currently offered are: 

• Reduced prices on Sunday afternoons 
• Reduced prices to teachers/school groups 
• TIcket subsidy program for corporate members 

Special needslelderly visitors will also be solicited; individual attention by visitor assistants 
will ensure a successful visit. 

The Museum's location is readily acccessible by public transportation to diverse 
populations in Boston. Access will be promoted by advertising on Boston's subway. 

Education 
The Museum reaches out to Boston's diverse neighborhoods through the Computer 
Clubhouse; which serves 1000 children a year, 90% coming from economically 
disadvantaged communities. Plans are in process to dissiminate Clubhouse programs to 
reach into diverse communities and into other cities nationwide. A Spanish language 
version of the audiotape exhibit tour, for which funding is currently being sought, will help 
make the Museum accessible to Hispanic communities. 

Exhibit Desisn 
• The Network Guides for The Networked Planet exhibit will have both Spanish and 
English captioning, appealing to the large Boston-area Hispanic population as well to as the 
hearing-impaired. 
• The Network Guides also personify diversity - mix.of ages, gender, race. 

Exhibits staff are trying more and more to involve a diversity of approaches when creating 
exhibits, incorporating not just a technical bent, but a humanistic one as well. Developers 
also try to appeal to different types, not just techies or.intellectuals, but to a broader 
audience. 

Other exhibit-related goals: 
• Incorporate as much diversity as possible into exhibit design and general signage - use 
of models, speakers with varying accents and range of vocabulary. 

Administration 
Steps to help ensure a pool of diverse candidates for job vacancies: 
• Advertise job openings in community-based newspapers, organizations; post on 
community bulletin boards. Make a definite effort to use these venues in addition to more 
stereotypical places like other museums, museum associations, etc. 
• Place larger ads in the Boston Globe, which has city-wide readership. 
• Create and maintain an open, comfortable work environment where all staff feel at ease 
and valued. 
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• Hold training/awareness session for all staff about the importance of diversity - to 
promote staff cohesiveness and understanding of issues involved. 

BuildiniVstructural issues 
• Ensure Museum is welcoming to special needs visitors 
• Develop a directional signage system that is language-neutral. 
• Develop signage for non-English-speaking visitors. 

yu. FINANCE 

Operatine Fund 

The Operating Fund supports all of the Museum's regular operations, including building 
costs, administrative staff, visitor services, education programs, temporary exhibits, 
collections, exhibit maintenance, general marketing, public relations, and development. The 
Museum plans to maintain a small net surplus each year in .the Operating Fund, amounting 
to about 2% of revenues. 

Operating Fund revenues are composed of earned revenues (approximately 55%) and 
contributed. funds (approximately 45%). 

While major exhibits are separately funded through the Exhibit Fund, temporary exhibits 
and education programs costing less than $10,000 may be executed without special funding 
if they are expected to have a significant positive impact on the Museum. 

Exhibit Fund 

Permanent exhibits are developed with funds raised specifically for each exhibit. A 7% 
overhead is taken on all funds raised for permanent exhibits to meet costs of future, as yet 
unfunded exhibit planning. An additional 18% overhead is taken into the Operating Fund to 
meet administrative, building, and other indirect costs. 

Endowment Fund 

The Museum's Capital Campaign of 1991-4 established an Endowment Fund. The fund is 
managed by the Endowment Committee. This plan assumes that all interest from the 
endowment will be applied to the Operating Fund 

Capital Fund 

The Capital Fund holds funds raised through the Museum's capital campaigns. Capital 
Fund expenses include the building mortgage (principal and interest), building capital 
improvement costs, and fund-raising expenses. 

Appendix 5 shows overall expense and revenue projections for FY95-97. 
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YIDe ADMINISTRATION 

Overview 
An expanding museum needs the necessary infrastruc~including the requisite number 
of staff, with adequate workspace and state-of-the-art equipment In addition to a positive 
work environment, competetive salaries and benefits are crucial to keeping a stable staff 
with no vacancies. 

Physical Space Requirements (see Appendix 3) 
Adequate workspace and facilities are needed for new staff, as well as volunteers. This 
includes actual workspace, staff meeting rooms, design and construction areas, and exhibit 
development space. 
• Additional staff will be accommodated by making more efficient use of the office spaces 
and by assigning unused spaces off the galleries as permanent office spaces. 
• Bay 6 on the fifth floor will provide some space for exhibit development and staging, 
accommodating the fluctuating numbers of temporary exhibit development staff. 
• Collections not included in the collections highlights exhibit will be moved off site. The 
current collections space in Bay 6 on the fifth floor will be reconfigured to house additional 
staff, the carpentry workshop, and an exhibit staging area. 

Office Computer Network 
In FY95-6, the Museum will convert from the VAX system to a client/server system. 

An exhaustive survey of current staff computing needs, along with a detailed plan for 
upgrading, was prepared in FY94. It includes the acquisition and implementation of an 
interdepartmental client/server system to link all administrative and functional parts of the 
Museum. The backbone of the plan, including a server, has been installed. Next steps are 
to move staff onto the network and establish the necessary software systems (accounting, 
development database, etc.). The changeover will require an ongoing aggressive plan to 
seek necessary donations of both hardware and software. 

With the recently acquired TIline and fault tolerant host, the Museum is well positioned to 
conduct many facets of the Museum's development, marketing, PR, and dissemination via 
the Internet Connections into The Networked Planet will be in place by November 1994, 
with the other Museum functions to follow in 1995. 

Once the network is fully installed, one FIE will be needed for its upkeep - handling 
installations for new staff, training, upgrades, maintenance, etc. 

Staff Sypport Programs 
To help ensure staff efficiency and morale, a series of training and educational programs 
will be held regularly, as well as a periodic review of the staff benefits package. As 
funding permits, educational reimbursement will be implemented. 

Building & Museum Wharf 
When the new "Wave" lobby is complete, the Museum's maintenance costs will increase. 
The proportion of the building running costs paid for by the Museum, currently set at 40%, 
will be renegotiated at the time of the time of the Wave's opening. 

Museum Wharf has long-term parking and expansion problems, which are limiting to 
growth. The Musem will seek to partner with the Children's Museum in acquiring access to 
nearby parking. 

September 2, 1994 31 



· " 

,Aggendix Ii Exhibit DevelQgment Plan 

Permanent Exhibits 

'OpeaiDg Exhibit Content Size Cost/Fundhtg Target Approach Location 
Date Prospects Audiences 
Nov 94 The Large scale 4,ooosqft $815,000 General- Interactive (15) Replace Graphics 

Networked computing, Corporate capitalize on 2-Dimensional Gallery; Bay 1 on 
Planet networks, impact of NSF public Video 5th floor 

computer age NEH interest in V A interaction 
networks Demonstrations 

June 95 The Walk- How computers 5,ooosqft $850,000 General 3-Dimensional Revision of 
Through work Corporate; Environment Original Walk-
Computer 20 'hardware & Learning Stations & Through 

software Video Computer 
industry 

June 96 Simulation ride Motion ride l,ooosqft $1.5 million General, 15-,20 person Adjacent to 
, through computers Corporate; youth in theater with large Walk-Through 

and networks For-profit particular screen and moving Computer; Bay 3 
partner seats or 4 on 5th floor 

June'TJ Computers in Applications in 3,ooosqft $500,000 Youth Interactive (15) Replace 
Entertainment movies and popular Corporate; Adults, Video Milestones second 

music NEA,NEH Culturally Demonstrations bay 
diverse Process oriented 

June 97 Artificial Shared simulation 2,ooosqft $750,000 General Installation Bay 3 on 5th floor 
,Aquarium of complex system Corporate; 

NEA,NEH 
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Temporary Exhibits 

April 1- Harold 
May 30 95 Cohen 

Robot 

Computer 
Animation 

Computing 

June 96 The 
in the 
Olympics 
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artists are using 
computers in their 
work. 

Robotic paintbrush- 1,200 sq ft Individual 
handling art 
program 

Work of John Corporate 
Lasseter of NEA 
Lucasfilm/Pixar to 
coincide with 
release of full-
length feature 
movie 

tour-de- 1,500 sq ft NSF 
forces of computing Corporate 
technology & 
applications on 
computing's 50th 

in the 1,000 sq 
Olympics - in Olympic 
conjunction with sponsors 
Atlanta Olympics 
First topical issue 

2 

General 
Art 

Children 

Cutting edge 
technology; 
mainly 
interactive 
with some 

Adult 
Youth 
Interest in 
Olympics 

Symposium; colab. 
with DeCordova 
Museum 
One-of-a kind 
installation with 
retrospecti ve 

interactive stations 

2-Dimensional 
Interactive 
Video 

Interactive 
2-Dimensional 
Video 

Bay 1 on 6th floor 

Bay 1 on 6th 
floor; then 
integrated into 
Computers in 
Entertainment 
permanent 
exhibit in 96 
Reconfigure 2nd 
bay of People and 
Computers 

Bay 1 on 6th floor 
Temporary 
exhibit space 



How artists portray 2 and 3-dimensional Skyline Room 
the computer. Corporate 

Artists' views State Arts 
of the 

Oct 96 Current trend 1,000 sq ft to be Interactive 

Temporarily 
Electronic for student Corporate replace Robots & 
Classroom expression, Parents Demonstrations Other Smart 

communication, Process oriented Machines 
collaboration etc. 
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· APPENDIX 4; THE MUSEUM ON THE NET 

The Museum will establish a presence on the Internet The first phase will be the 
establishment of a Gopher server to be up and running by November 1994, to coincide 
with the opening of The Networked Planet Exhibit The second phase will be the 
development of materials for dissemination via the Mosaic browser on the World Wide 
Web. The Museum will develop a Mosaic home page by early 1995. 

I. The Computer Museum Gopher 

Gopher is a powerful, widely used text-based Internet tool. The information currently on 
the Museum's e-mail server will be imported to the Gopher server. In order to facilitate 
access to the Museum Gopher server, the Museum will offer, for a nominal fee, a simple 
public-domain terminal program, available for PC or Mac, configured to dial the Museum's 
local-access Gopher number automatically. 

Computer Museum Gopher Menu 

'The Computer Museum Gopher (Boston MA) 

1. Welcome to The Computer Museum Gopher! 
2. Exhibits! (David Grescbler) 
3. Educational Services! (Marilyn Gardner) 
4. The Historical Collection! (Gwen Bell, Brian Wallace) 
5. Museum Visits! (John Marchiony) 
6. Special Events at the Museum! (Gail Jennes) 
7. Museum Membership! (Betsy Riggs) 
8. The Computer Museum Store! (Margaret Dasha) 
9. Facility Rental for Functions (Martha Ballard) 
10. Exhibit Kits (Kevin Kelly) 
11. Museum Newsletter! (Gail Jennes) 
12. Museum Administration! (Mary McCann) 
13. Other Museum Gophers! 

1. Welcome to The Computer Museum Gopher 

1. About The Computer Museum (mission profile) 
2. About this Gopher 

(pmpose of Gopher site, access, features, instructions) 
3. How to Access Gopher if You Don't Have Internet Access 

(explains Gopher access via Gopher Mail and modem) 

2. Exhibits! 

3. Educational Services! 

1. ,The Computer Clubhouse! 
1. Mission Statement 
2. Project Areas 
3. ' Membership 
4. Mentoring 

2. Museum Publications! 
1. Educational Activities Packet 
2. People and Computers Catalog 
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3. How Computers Work Video 
4. Group Tour Information 

4. Historical Collection! 

1. History 
2. Holdings 
3. Usage 
4. Donations 
5. Images! 

5. Museum Visits! 

1. Hours and Prices 
2. Tmvel Directions 
3. Group Tour Information 

6. Special Events at the Museum! 
(press releases--menu items change with updates) 

1. E-mail the President 
2. Virtual Reality Adventure 
3. The Internet Auction 
4. The Computer Bowl 
3. Breakfast Seminars 

7. Museum Membershipl 

1. Individual and Family Membership 
2. Corporate Membership 
3. Library Membership 

8. The Computer Museum Storel 

1. Store Description 
2. Books (includes Museum publications) 
3. Videos (includes How Computers Work) 
4. Posters 
5. Educational Software 
6. Other Computer-related Products 
7. Ordering by Phone or Mail 

9. Facility Rental for Functions 

10. Exhibit Kits 

11. Museum Newsletters! 

1. Spring 1994 
2. Winter 1994 
3. etc. 

12. AcJmjnistration/ 
1. Overseers 
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2. Trustees 
3. Honorary Trustees 
4. Staff Directory 
5. Volunteer Opportunities 

13. Other Museum Gophers 
1. San Francisco Exploratorium 
2. UC Berkeley Museum of Paleontology 
3. etc. 

Broadcasting The Museum's Presence 
To generate interest in the On-line Museum, the Museum will broadcast via the following 
U senet newsgroups altintemetservices, comp.infosystems.gopher, and 
comp.infosystems.www 

Information about the Museum can also be located by Internet users who use Archie 
(searches for file names with a given search string) and W AIS (tool for searching text). 

U. The Computer Museum on the World Wide Web 

The World Wide Web is a means of organizing access to information on the Internet using 
hypertext documents. In hypertext documents, users can follow pre-established links to 
quickly jump to material of interest to them. The Web can deal seamlessly with all media, 
including text, graphics, video and sound Users access Web documents using a browser 
such as Mosaic, available from the National Center for Supercomputing Applications. 

The Museum will seek funding to support the development of documents for dissemination 
on the Web. 

Materials Suitable for the Web 

Same material as provided by the Gopher server and additionally: 

Collections: 
• Photo Collections: selected images 
• VIdeo Collections: selected movie fragments 

Exhibits: 
• Museum floor plan 
• Images of Museum site, galleries and interactive exhibit screen shots 
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Exhibit Scenarios 

FY96 FY97 
Total Funding exhibit Fund Operating Fund Total Funding Exhibit Fund I Operating Fund 

All Scenarios 
EIec:IronIc Classroom vr 1 $150000 $123000 $27000 8ectronlc Classroom vr 2 $250000 $205000 $45000 
Temporary Exhibit $50,000 $50000 $50,000 $50,000 

Scenario 1 
June 96 81m·Rlde Opens $1500000 $1,230000 $270000 June 97, Artificial Aquarium $500000 $410000 $90,000 
Total ScenarIo 1 $1700000 $1353000 $347000 ·$800000 $615000 $185000 

Scenario 2 
June 96. ComPUters & Entertainment $500000 $410,000 $90000 June 97, Artificial Aquarium $500,000 $410,000 $90,000 
Total Scenario 2 $650,000 

Scenario 3 
. ~une 96: no maJor exhibit $100,000 $82,000 $18,000 June 97, Artificial Aquarium $500,000 $410000 $90,000 

Total Scenario 3 $300000 $205,000 $95000 $800,000 $615000 $185,000 

Note: Non-lelllDorarv exhibit prolects sublect 10 18% Indirect expense allocaled to the Operating Fund 
8% of Exhibit Fund revenue allocated to marketing the funded prolect 7% allocaled to future exhibit plannlnq 
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FY94 (act) 

SUDDartlRavanua 
RestrICted SiJDIIOrt: 

Clubhouse $250.710 
exhibit Ra/aIad tcllllall aIIacIred $109719 

SDecI8J ProIectIi $10904 
Unrestricted SIlDDOrt: . 

. 0ImII:aI c&mniiiftnl85O Fnd 
Collllllllta $208138 

Foundalliln S29180 
ComDiIIer Bawl S438831 

SDac/aI Develamn&nt DIOr 
Mlinaenlhb Fund S187853 

AdmIaaIon $504,388 
Store $283.782 
FunCllons S179828 
ExhIbIt SaIaa $38.897 
Other: 

Inleresl $3288 
Publlcallons 

ConmutarCIIII1IIII $425 

Total SlIDDOrtlRavenue $2.224.117 

Exhibit nt $83.570 
Exhibit MalntlEnhancmant $54,399 
ExhIbItSalealKIts $38,848 
Collections $85,288 
CducatIan & AdmIs8Ion $287037 
Clubhouse S192.304 
Markallna $250.705 
PubUcallonil 
PublIc RaIeIIona $92,207 
Store $225280 
FuncIIona $85.190 
IComautar Bawl $135,447 
IsD8CiiiI DaV8i0ixii8nt ProI: 
Fundralalna $88.070 

Fund $48.180 
Lobbv & StOre Renovation 
Muieum WhIIf: 

0DimiiiiiG billie" $310.382 
Mortaaae 

General Manaa8lll8nl $287340 

TotaJ~ $2.182245 

NatRavenue 141872 

-In FY85, !hie wiD be the Internet Auctions 
"AIIumea no Wave op. coata 

OlMll'atlna Fund 
FY95(bud) FY98 

$272.500 $280.000 
$283100 $347.000 

$250,000 $300,000 
$25,000 

S385 000 $375 000 
$40,000 $45,000 

$210000 $231,000 
$581.800 $823.000 
$298 000 $327.000 
$190850 $204.000 
$53.300 $75.000 

$13000 $13,000 
$110.000 $57.000 
$18000 $18.000 

$2.885,850 $2,900 000 

, 

$78,792 $40,000 
$58179 $67,000 
$40 560 $48,700 
$59850 $82,843 

$333339 $350.000 
$215380 $198.000 
$251.580 $285.000 

$94,945 .$43,130 
$84594 $89,000 

$238828 $255.500 
$102.320 $109.500 
$115,818 $120.000 
129,344 $32.000 

$150.088 $158,000 
$75.835 $81.000 

$300.000 $315,000 

$359175 $380,000 

$2.588,381 $2.812,873 

-'97289 $287328 

Scenario 1 (Slm-Rlde) 

Capital Fund Exhibit Fund 
FY97 FY94 (act) FY95 (budt FY98 FY97 FY94 eactf FY95 (bud) FY98 FY97 

$270.000 
$185000 $285.940 $1.344.785 $1.353.000 $815,000 

$198100 $41,000 $250,000 $350 000 
$328000 
$25000 

S380.000 
$50,000 

$254,000 
$949.505 
$422.000 
$224.000 
$93.000 

$13000 
$37750 
$18,000 

$3,248,255 $198,100 $41,000 $250,000 $350,000 $285,940 $1,344,785 $1,353,000 $815,000 

$40,000 $342.140 $1,309,785 $1.244,780 $565,800 
$100,000 $4,299 

$54 000 
$85985 $75,000 

$420.000 
$208.000 
$278.000 $35,000 $108,240 $49,200 

$19.532 
$93,000 

$338,000 
$117.000 
$125000 
$35000 

$185.000 $130,849 $5,300 $15.000 $15,000 
$85,000 

$200,000 

$330.000 
$128.977 $120,200 $113.378 $108,577 

$400,000 

$2,871 517 $257,826 $125,500 $328,376 $196,577 $346,439 $1,344,785 $1,353,000 $615,000 

S374738 /$81 728) /$84500) /$78378 S153423 IS80 499\ $0 $0 SO 
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FY94 (act) 

SUDDortIRevenue 
RestrIcted SUDDOIt: 

Clubhouse $250,710 
exhibit RaIaIed /de!aIJ IIIIached $109719 

SiiiiCi8I piiiiiiCb 110904 
Unreatrlcled SUDIlllIt: 
~nf850Fnd 

CDmaraIa Membelllhlll 1208138 
foundation 129,180 

ComDu18r Bowl 1438.931 
a.-IaI I DIOr 

MembenlhIDFund 1187953 
AdmIaaIon $504,388 
Store $283,782 
Functions $179,828 
exhibit Sales $38.897 
Other: 

Interest $3,288 
Publlcallons 

Canmuter CIunlI $425 

Total SUDllllrtlRevenue $2,224,117 

exhibit DevaIooment $63.570 
exhibit MalnflEnhancment $54,399 
ExhIbit SalealKIts 138.848 
CoUecIIona $85,288 
CducaIIcin a AdmIssIon $287.037 
~ . $192 304 
Mlirkelfna $260706 
PubIIcaIIonB . 
PublIc ReIsIIons $92.207 
Store 1226280 
FunCllona $85.190 

Bowl $135,447 
ISD8Ciid lit Prat." 
Fuildriii8liia- $88.070 
MembershlD Fund $48.180 
LObbY • Store Renovatlo/J 
Museum WhaJf: 

Operaling Expense" $310.382 
Moltaaae 

General Manaaement $287340 

Total EXDiiiiii8 $2.182246 

Net Revenue 141 872 

·In FY95, this will be the Internet AucJIona 
"AI8umeI no Wave op. coati 

a_tina Fund 
FY95 /bud) FY98 

$272,500 $280,000 
$289,100 $117,000 

$250000 $300000 
$25,000 

$385000 $375,000 
$40 000 $45,000 

$210000 $231,000 
$581,900 $823,000 
$298.000 $327,000 
$190850 $204,000 

$53,300 $75,000 

$13000 $13,000 
$110,000 $57,000 

$18,000 $18,000 

$2,885850 $2870,000 

$78.792 $40,000 
$58179 $67.000 
$40,580 148,700 
$59860 $62.843 

$333,339 $350.000 
$216.380 $198,000 
$261680 $265;000 

$94.946 $43,130 
$84694 $89,000 

$238828 $255,500 
$102.320 $109,500 
$116.818 $120.000 

$29.344 $32.000 
$150.088 $158.000 

$76835 $81,000 

$300.000 $315,000 

$369.176 $380.000 

$2.588.381 $2.812.873 

197289 157328 

Scenario 2 (C's & Entertainm't) 

capital Fund exhibit Fund 
FY97 FY94 (act) FY95 (bud) FV98 FY97 FY94 /actl FY95 (bud) FY98 FV97 

$270,000 
$185000 $285,940 $1344,785 $533,000 $562,000 

1198,100 $41,000 $250000 $350000 
$325000 
$25000 

$380·000 
$50,000 

$254,000 
$847,935 
$380.000 
$224000 

$93,000 

$13,000 
$37750 
$18,000 

$2,882,885 $196,100 $41,000 $250,000 $350,000 $265,940 $1,344.785 $533,000 $562.000 

$40,000 $342,140 $1,344.785 $533,000 $562,000 
$75,000 $4.299 
$54000 
$66.985 $75,000 

$387000 
$208,000 
$278,000 

$19,632 
$93.000 

$273,000 
$117.000 
$125.000 

$36.000 
$185.000 $130.849 $5.300 $15.000 115,000 

$85,000 
$200.000 

$330,000 
$128.977 $120.200 $113,378 $108.577 

$400.000 

$2.728.517 $257.826 $125,500 $328,378 $198,577 $346,439 $1,344.785 $533,000 $582,000 

1154188 (181 7281 ($845001 ($783781 1153423 11804991 $0 10 SO 
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Scenario 3 (No Jun 96 exhibit) 

OIIer.tlna Fund Capital Fund Exhibit Fund 
FY94 (act) FY9S(bJld) FY98 FY97 FY94 (act) FY95 (bud) FY98 FY97 FY94 (act) FY95 (bud) FY98 FY97 

SUpDOrtlRavenlllt 
RiatrlCIed SUPPOrt: 

Clubhou&e $260,710 $272,600 $280,000 $270,000 
exhibit Related (detail attached .108718 '283100 .95000 $185000 $285940 $1 344785 $205000 $816000 

~1!8CIaI Pro)8CIB $10904 
Unrestrlcled SUPPOrt 

_C!ll!ltalCa/mlaIgnl85O Fnd $198100 $41,000 $250000 $350000 
Coniolate Membershlll $208138 $250000 $300000 $325000 

foundation $29 180 $26000 $25000 
ComllUl8r Bowl $438,931 $385000 $375,000 $380000 

SDecIaI DeveIoDinantPlOr ~OOO $46--,-000 $50000 
Fund .187953 $210000 $231000 $254000 

Admlsslan $504,388 $681,900 $823,000 $823,000 
Store $283782 $298000 $327,000 $349000 
functions $179828 $19Q.850 $204,000 $224000 
exhibit Sales $38,897 $53,300 $75,000 $93,000 
Other: 

Inlerest $3,288 $13,000 $13000 $13,000 
Publlcatlone $110,000 $57,000 $37,750 

Computer Ca/q)E $425 $18,000 $18,000 $18,000 

Total enue $2,224,117 $2,885850 $2,848 000 $2.848750 $198,100 $41,000 $250.000 $350,000 $285,940 $1.344,785 $205,000 $815,000 

Exhibit Development $83,570 $78.792 $40,000 $40,000 $342,140 $1.344,785 $188,800 $585.800 
Exhibit MalntlEnhancment $64,399 $68179 $87,000. $76000 $4,299 
Exhibit SaJeaIKhs $38-<848 $40 680 $48,700 $54.000 
CoIl8ctIons . . $85288 $69860 $82,843 . $85985 $75,000 
EducaIIon a AdmIa8Ion $287037 $333,339 $350,000 $387,000 
CIubhouee $192304 $216380 $198,000 $208000 
Markellng. $250705 $261680 $285,000 $278,000 $18,400 $49,200 
PubIIcaIIons $94.946 $43,130 $19,532 
PublIc RelatIons $92,207 $84,594 $89,000 $93,000 
Store $225280 $238,828 $255,500 $275000 
functions $85,190 $102,320 $109,500 $117.000 
ComllUl8r Bowl $135,447 $115818 $120,000 $125,000 
-SpecIaJ ntProj: $29,344 $32,000 $35.000 
Fundralslna $88,070 $160.068 $158.000 $185,000 $130.849 $5.300 $15.000 $15.000 
Membership Fund $48,180 $75.835 $81,000 $85000 
I~ a Store Renovation $200.000 
Mueeum WhIIIf: 

Operating Expense" $310.382 $300.000 $315,000 $330,000 
Mortaeae $128.977 $120,200 $113.378 $108,577 

0-181 Manaaement $287.340 $369.175 $374.000 $390,000 

Total ExDenae $2182,245 $2588.381 $2,808.873 $2720517 $257.828 $126.500 $328.378 $198,577 $348.439 $1.344,785 $205,000 $815.000 

Net Revenue $41872· S97289 $41328 S128233 (S81 728 ($845001 (S78378 S153423 {S80 499 SO SO $0 

-In FY85. IhIa will be \he 1nf8met Aucllona 
-Aaaumaa no Wave Gpo coaia . 
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09/12/94 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

Month Ending 07/31/94 

OPERATING OPERATING ANNUAL 
FY95 FY94 CAPITALIEXHIBIT ENDOWMENT COMBINED $ BUDGET 

Actual Budget Actual Actual Budget Actual Budget Actual Budget VARIANCE FY95 
-------------------- ---------- ------------------------------------ --------------------- -------- ------------

SUPPORT/REVENUE 

Restricted support: 
Clubhouse 14,700 23,296 23,259 14,700 23,296 -8,596 280,000 
Exhibit Related 778 6,888 8,790 76,083 9,568 82,971 -73,403 1,431,955 
Govt & Foundation 
Endowment 

Unrestricted support: 
Capital campaign 2,000 2,000 2,000 41,000 
corporate Membership 14,500 14,500 8,000 14,500 14,500 250,000 
Foundation 
Computer Bowl 365,000 
Internet Auction 40,000 
Membership Fund 5,010 3,000 5,338 5,010 3,000 2,010 210,000 

Admission 70,628 84,930 75,913 70,628 84,930 -14,302 581,900 
Store 28,334 35,250 32,624 28,334 35,250 -6,916 298,000 
Historical Video 6,380 
Functions 3,491 3,372 13,328 3,491 3,372 119 190,850 
Exhibit Sales 53,300 
Other: 

Interest Income 193 450 375 415 193 865 -672 5,500 
Publications 110,000 
Program Income 3,500 3,500 3,500 23,500 

TOTAL SUPPORTIREVENUE 147,514 171,686 158,837 10,790 76,083 415 151,924 248,184 -96,260 3,881,005 r') 

If)O 
EXPENSES /)~ 
Exhibit Development 1,277 6,494 198 10,183 74,884 11,460 81,378 -69,918 1,218,997 (i5'0 Exhibit MaintiEnhancement 5,213 4,842 12,079 5,213 4,842 371 58,179 
Exhibit SaleslKits 1,708 2,932 231 1,708 2,932 -1,224 40,560 
Collections 4,745 4,991 4,317 4,745 4,991 -246 59,850 
Publications 94,945 
Education & Admission 23,324 28,099 17,615 23,324 28,099 -4,775 333,339 
clubhouse 11,308 17,874 18,099 11,308 17,874 -6,566 215,360 
Marketing 12,839 26,621 16,801 12,839 26,621 -13,782 257,060 

DC, \0 Public Relations 4,675 3,735 7,522 4,675 3,735 940 84,594 
Store 21,209 19,893 23,516 21,209 19,893 1,316 238,826 

~ Historical video 6,380 
Functions 3,969 5,639 5,473 3,969 5,639 -1,670 102,320 

~ Computer Bowl 6,495 6,562 2,265 6,495 6,562 -67 115,616 \t-'),.I),,~O Internet Auction 29,344 
Fundraising 10,059 11,209 1,639 131 455 10,190 11,664 -1,474 155,366 \ ~, Membership Fund 4,399 4,767 1,682 4,399 4,767 -368 75,835 
Museum Wharf 

Op EXp 24,000 25,000 24,955 24,000 25,000 -1,000 300,000 
Mortgage 10,274 10,274 10,274 10,274 120,200 

General Management 15,850 23,173 21,255 15,850 23,173 -7,323 359,175 

TOTAL EXPENSE 157,450 191,831 157,647 20,588 85,613 171,658 277,444 -105,786 3,859,566 

NET REVENUE -9,936 -20,145 1,190 -9,798 -9,530 6,382 415 -19,734 ' -29,260 9,526 21,439 



09/12194 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

Month Ending 07/31/94 

OPERATING ANNUAL 
FY95 CAPITAL EXHIBIT ENDOWMENT COMBINED $ BUDGET 

Actual Budget Actual Budget Actual Budget Actual Budget Actual Budget VARIANCE FY95 
--------------------------------------------------------------------------------- --------------------- -------- ------------

SUPPORT/REVENUE 

Restricted support: 
Clubhouse 14,700 23,296 14,700 23,296 -8,596 280,000 
Exhibit Related 778 6,888 8,790 76,083 9,568 82,971 -73,403 1,431,955 
Govt & Foundation 
Endowment 

unrestricted support: 
capital campaign 2,000 2,000 2,000 41,000 
corporate Membership 14,500 14,500 14,500 14,500 250,000 
Foundation 
computer Bowl .365,000 
Internet Auction 40000 
Membership Fund 5,010 3,000 5,010 3,000 2,010 210,000 

Admission 70,628 84,930 70,628 84,930 -14,302 581,900 
Store 28,334 35,250 28,334 35,250 -6,916 298,000 
Historical Video 6380 190850 
Functions 3,491 3,372 3,491 3,372 119 53,300 
Exhibit Sales 
Other: 

Interest Income 193 450 415 193 865 -672 5,500 
Publications 110,000 
Program Income 3,500 3,500 3,500 23,500 

TOTAL SUPPORT/REVENUE 147,514 171,686 2,000 8,790 76,083 415 151,924 248,184 -96,260 3,881,005 

EXPENSES 

Exhibit Development 1,277 6,494 10,183 74,884 11,460 81,378 -69,918 1,218,997 
Exhibit Maint/Enhancement 5,213 4,842 5,213 4,842 371 58,179 
Exhibit Sales/Kits 1,708 2,932 1,708 2,932 -1,224 40,560 
Collections 4,745 4,991 4,745 4,991 -246 59,850 
Publ ica tions 94945 
Education & Admission 23,324 28,099 23,324 28,099 -4,775 333,339 
Clubhouse 11,308 17,874 11,308 17,874 -6,566 215,360 
Marketing 12,839 26,621 12,839 26,621 -13,782 257,060 
Public Relations 4,675 3,735 4,675 3,735 940 84,594 
Store 21,209 19,893 21,209 19,893 1,316 238,826 
Historical video 6,380 
Functions 3,969 5,639 3,969 5,639 -1,670 102,320 
computer Bowl 6,495 6,562 6,495 6,562 -67 115,616 
Internet Auction 29344 
Fundraising 10,059 11 ,209 131 455 10,190 11,664 -1,474 155,366 
Membership Fund 4,399 4,767 4,399 4,767 -368 75,835 
Museum Wharf 

op EXp 24,000 25,000 24,000 25,000 -1,000 300,000 
Mortgage 10,274 10,274 10,274 10,274 120,200 

General Management 15,850 23,173 15,850 23,173 -7,323 359,175 

TOTAL EXPENSE 157,450 191,831 10,405 10,729 10,183 74,884 171,658 277,444 -105,786 3,859,566 

NET REVENUE -9,936 -20,145 -8,405 -10,729 -1,393 1,199 415 -19,734 -29,260 9,526 21,439 
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REVENUES: 

clubhouse 
Exhibit Related 
Govt & Foundation 
corporate Membership 
Computer Bowl 
Internet Auction 
Membership Fund 
Admissions 
Store 
Historical Video 
Functions 
Exhibit sales 
Publications 
Interest Income 
other 

Total Revenues 

EXPENSES: 

Exhibits Development 
Exhibits Maintenance 
Exhibit sales 
collections 
Publications 
Education & Admissions 
Clubhouse 
Marketing 
Public Relations 
store 
Historical Video 
Functions 
computer Bowl 
Internet Auction 
Fundraising 
Membership Fund 
Musuem Wharf 
General Management 

Total Expenses 

NET REVENUES(EXPENSES) 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

OPERATING FUND 

FOR THE MONTH ENDED 
06/30/94 ---------07/31/94---------
ACTUAL ACTUAL BUDGET VARIANCE 

250,710 $14,700 23,296 -8,596 
116,726 778 6,888 -6,110 

41,708 
206,136 $14,500 14,500 
438,931 

187,903 $5,010 3,000 2,010 
504,369 $70,628 84,930 -14,302 
263,879 $28,334 35,250 -6,916 

6,380 
179,642 $3,491 3,372 119 

38,897 

3,266 $193 450 -257 
425 3,500 3,500 

----------- --------- --------- -------
2,232,592 147,514 171,686 (30,552) 

65,571 1,277 6,494 -5,217 
54,413 5,213 4,842 371 
38,846 1,708 2,932 -1,224 
65,288 4,745 4,991 -246 

287,145 23,324 28,099 -4,775 
192,304 11,308 17,874 -6,566 
255,301 12,839 26,621 -13,782 
92,510 4,675 3,735 940 

225,501 21,209 19,893 1,316 
6,380 

85,223 3,969 5,639 -1,670 
135,552 6,495 6,562 -67 

66,070 10,059 11,209 -1,150 
48,180 4,399 4,767 -368 

310,382 24,000 25,000 -1,000 
268,547 15,850 23,173 -7,323 

------- ------- ------- ---------
2,190,833 157,450 191,831 -40,761 

$41,759 -9,936 -20,145 10,209 

PERCENT FY95 
BUDGET 

-37\ 280,000 
-89\ 283,100 

250,000 
365,000 

40,000 
67\ 210,000 

-17\ 581,900 
-20\ 298,000 

4\ 190,850 
53,300 

110,000 
-57\ 5,500 

23,500 
-------

-18\ 2,691,150 

-409\ 78,792 
7\ 58,179 

-72\ 40,560 
-5\ 59,850 

94,945 
-20\ 333,339 
-58\ 215,360 

-107\ 257,060 
20\ 84,594 
6\ 238,826 

-42\ 102,320 
-1\ 115,616 

29,344 
-11\ 150;066 
-8\ 75,835 
-4\ 300,000 

-46\ 359,175 
--------

-26\ 2,593,861 

-1 97,289 
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ASSETS: 

Current: 
unrestricted cash 
Restricted cash 
Cash Equivalents 
Investments 
Receivables 
Inventory 
prepaid Expenses 
Interfund Receivable 

Total Current Assets 

Property & Equipment: 
Investment in Wharf 
Equipment & Furniture 
capital Improvements 
Exhibits 
Construction in Process 
Land 
Less Accum. Depreciation 

Net Property & Equipment 

TOTAL ASSETS 

LIABILITIES AND FUND 
BALANCES: 

Current: 
Accounts payable 
Accrued Expense 
Deferred Income 
Interfund payable 

Total Current Liabilities 

Fund Balances: 
operating 
capital 
Endowment 
plant 

Total Fund Balances 

TOTAL LIABILITIES AND 
FUND BALANCES 

OPERATING' 
FUND 

$235,277 

166,672 
309,842 

51,407 
14,161 

$777,359 

THE COMPUTER MUSEUM 
BALANCE SHEET 

07/31/94 

CAPITAL 
FUND 

746,607 

$746,607 

352,279 

PLANT 
FUND 

1,013,888 
$344,471 

960,401 
4,079,701 

18,000 
(3,690,244) 

$352,279 $2,726,217 

$777,359 $1,098,886 $2,726,217 

$76,249 
39,397 

151,002 
746,607 

$1,013,255 

($235,896) 

($235,896) 

$14,318 
11,791 

598,143 

$624,252 

474,634 

2,726,217 

$474,634 $2,726,217 

$777,359 $1,098,886 $2,726,217 

ENDOWMENT 
FUND 

250,000 

COMBINED 
TOTAL TOTAL 
06/30/94 6/30/93 

$235,277 
$250,000 

$166,672 
$309,842 

$51,407 
$14,161 

$746,607 

$259,423 
250,000 

167 
2,074 

48,868 
49,137 
9,143 

123,310 

$250,000 $1,773,966 $742,122 

$1,013,888 
$344,471 
960,401 

4,079,701 
352,279 

18,000 
(3,690,244) 

$260,327 
938,338 

4,079,698 
52,908 
18,000 

(2,962,311) 

$3,078,496 $2,386,960 

$250,000 $4,852,462 $3,129,082 

250,000 

$90,567 
51,188 

749,145 
746,607 

1,637,507 

(235,896) 
474,634 
250,000 

2,726,217 

$109,006 
63,557 

194,919 
123,310 

$490,792 

($225,960) 
484,432 
250,000 

2,726,217 

$250,000 $3,214,955 $3,234,689 

$250,000 $4,852,462 $3,725,481 
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Weekly Comparison 
1994 vs. 1993 

Adults 
Children 
Infants 
Seniors 

TOTAL PEOPLE 

TOTAL REVENUE 

Monthly Comparison 
1994 vs . 1993 

Adults 
Children 

Infants 
Seniors 

TOTAL PEOPLE 

TOTAL REVENUE 

Month Actual vs Budget 

TOTAL PEOPLE 

TOTAL REVENUE 

FYTD Thru Aug 31 

The Computer Museum 
Admissions Report 
02-SEP-1994 

1994 
Aug i-Aug 31 

1993 
Aug i-Aug 31 

FY 

9980 
8026 

419 
379 

18804 

$82,291 

1994 
Aug 1-31 

9980 
8026 

419 
379 

18804 

$82,291 

Actual 

18804 

$82,291 

95 Actual FY 

10298 
7720 

620 
401 

19039 

$88,781 

1993 
Aug 1-31 

10298 
7720 

620 
401 

19039 

$88,781 

Budget 

20491 

$87,087 

95 Budget FY 

Change Change 

-318 -3.1% 
306 4.0% 

-201 -32.4 % 
-22 -5.5% 

-235 -1. 2% 

-$6,490 -7.3 % 

Change Change 

-318 -3.1 % 
306 4.0 % 

-201 -32.4 % 
-22 -5.5 % 

-235 - 1. 2% 

-$6,490 -7.3 % 

Change Change 

-1687 -8.2 % 

-$4,796 -5.5 % 

94 Actual 
----------------------------------------------------------------------------

TOTAL PEOPLE 

TOTAL REVENUES 

35383 

$153,002 

39500 

$167,875 

36528 

$165,038 



The 
Computer 
Museum 
300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

Agenda 

The Computer Museum 
EXECUTIVE COMMITTEE MEETING 

Friday, October 14, 1994 
8:00 a.m. - 10:00 a.m. 

1. Operations Update 

2. Waterfront Project 

3. Discussion Areas Relating to the Three-Year Plan 

• Special Projects Fund 

• CollectionsFTojec~ 

• Sim-Ride Funding & Development 

4. Agenda for November Board Meeting 



The 
Computer 
Museum 
300 Congress Street 
Boston, MA 02210 

(617) 426-2800 

Memorandum 

October 5, 1994 DAlE: 

10: Executive Committee 

FROM: 

SUBJECT: 

Oliver Strimpel 

October 14 Meeting 

Enclosed please find the agenda for our next meeting on Friday, October 14. 
The meeting, which starts at 8:00 a.m., will be held in the conference room on the 
sixth floor (in the office area) 

I enclose the latest draft of the Museum's Three-Year Plan for your review. This 
incorporates the changes discussed at our September meeting, which include: 

• a short introduction entitled "Main Features and Goals" (page 5); 
• summaries of the current status of the Clubhouse and Collections 

(pages 12 and 13 respectively); 
• a new section entitled "Partnerships," which describes the Museum's 

competition and potential affiliations (page 29). 

Please call or e-mail Mary McCann (ext. 372; McCann@tcm.org) to tell her whether 
you will attend the meeting. 

I look forward to seeing you on the 14th. 

Enclosures: 
• Agenda 
• August Financials 
• Minutes of September 14 meeting 
• Draft of Three-Year Plan 
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THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

2 Months Ending 08/31/94 

OPERATING OPERATING ANNUAL 
FY95 FY94 CAPITAL/EXHIBIT ENDOWMENT COMBINED $ BUDGET 

Actual Budget Actual Actual Budget Actual Budget Actual Budget VARIANCE FY95 
-------------------- ---------- ------------------------------------ --------------------- -------- ------------

SUPPORT/REVENUE 

Restricted support: 
Clubhouse 41,758 46,592 42,706 41,758 46,592 -4,834 280,000 
Exhibit Related 22,278 31,989 118,755 206,705 141,033 238,694 -97,661 1,431,955 
Govt , Foundation 1,358 
Endowment 

unrestricted support: 
Capital campaign 52,000 52,000 52,000 41,000 
corporate Membership 34,000 29,500 23,575 34,000 29,500 4,500 250,000 
Foundation 
computer Bowl 36,000 365,000 
Internet Auction 2,125 2,125 40,000 
Membership Fund 8,338 5,000 7,330 8,338 5,000 3,338 210,000 

Admission 153,722 174,330 165,154 153,722 174,330 -20,608 581,900 
Store 64,315 70,500 75,703 64,315 70,500 -6,185 298,000 
Historical Video 7,330 7,330 
Functions 15,974 14,609 29,322 15,974 14,609 1,365 190,850 
Exhibit sales 53,300 
Other: 

Interest Income 522 900 742 830 522 1,730 -1,208 5,500 
Publications 110,000 
program Income 3,750 4,500 3,750 4,500 -750 23,500 

TOTAL SUPPORT/REVENUE 354,112 377,920 381,890 170,755 206,705 830 524,867 585,455 -70,043 3,881,005 

EXPENSES 

Exhibit Development 4,074 12,988 338 120,148 202,709 124,222 215,697 -91,475 1,218,997 
Exhibit MaintlEnhancement 10,352 9,686 15,556 10,352 9,686 666 58,179 
Exhibit Sales/Kits 4,013 5,860 886 4,013 5,860 -1,847 40,560 
collections 9,747 9,982 10,099 9,747 9,982 -235 59,850 
Publications 94,945 
Education , Admission 59,579 59,698 4!i,858 59,579 59,698 -119 333,339 
clubhouse 32,154 35,748 32,851 32,154 35,748 -3,594 215,360 
Marketing 39,341 50,312 36,618 39,341 50,312 -10,971 257,060 
Public Relations 10,644 10,345 14,462 10,644 10,345 299 84,594 
Store 48,873 39,786 55,101 48,873 39,786 9,087 238,826 
Historical video 7,330 7,330 
Functions 8,702 13,257 10,036 8,702 13,257 -4,555 102,320 
computer Bowl 11,759 10,062 5,681 11,759 10,062 1,697 115,616 
Internet AUction 3,062 3,062 29,344 
Fundraising 17,130 22,518 3,288 3,515 910 20,645 23,428 -2,783 1J5,366 
Membership Fund 16,665 10,634 5,551 16,665 10,634 6,031 .5,835 
MUseum Wharf 

Op EXp 48,000 50,000 48,955 48,000 50,000 -2,000 300,000 
Mortgage 20,502 20,501 20,502 20,501 1 120,200 

General Management 55,853 51,245 45,768 55,853 51,245 4,608 359,175 

TOTAL EXPENSE 384,216 395,183 332,048 144,165 224,120 528,381 619,303 -90,922 3,859,566 

NET REVENUE -30,104 -17,263 49,842 26,590 -17,415 830 -3,514 -33,848 30,334 21,439 
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REVENUES: 

Clubhouse 
Exhibit Related 
Govt & Foundation 
corporate Membership 
Computer Bowl 
Internet Auction 
Membership Fund 
Admissions 
Store 
Historical Video 
Functions 
Exhibit sales 
Publications 
Interest Income 
other 

Total Revenues 

EXPENSES: 

Exhibits Development 
Exhibits Maintenance 
Exhibit sales 
collections 
Publications 
Education & Admissions 
Clubhouse 
Marketing 
public Relations 
store 
Historical Video 
Functions 
computer Bowl 
Internet Auction 
Fundraising 
Membership Fund 
Musuem Wharf 
General Management 

Total Expenses 

NET REVENUES(EXPENSES) 

06/30/94 
ACTUAL 

250,710 
116,726 

41,708 
206,136 
438,931 

187,903 
504,369 
263,879 

179,642 
38,897 

3,266 
425 

THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

OPERATING FUND 

FOR THE 2 MONTHS ENDED 
---------08/31/94---------

ACTUAL BUDGET VARIANCE 

$41,758 46,592 -4,834 
22,278 31,989 -9,711 

$34,000 29,500 4,500 

2,125 
$8,338 5,000 3,338 

$153,722 174,330 -20,608 
$64,315 70,500 -6,185 

7,330 
$15,974 14,609 1,365 

$522 900 -378 
3,750 4,500 -750 

----------- --------- --------- -------
2,232,592 354,112 377,920 (33,263) 

65,571 4,074 12,988 -8,914 
54,413 10,352 9,686 666 
38,846 4,013 5,860 -1,847 
65,288 9,747 9,982 -235 

287,145 59,579 59,698 -119 
192,304 32,154 35,748 -3,594 
255,301 39,341 50,312 -10,971 
92,510 10,644 10,345 299 

225,501 48,873 39,786 9,087 
7,330 

85,223 8,702 13,257 -4,555 
135,552 11,759 10,062 1,697 

3,062 
66,070 17,130 22,518 -5,388 
48,180 16,665 10,634 6,031 

310,382 48,000 50,000 -2,000 
268,547 55,853 51,245 4,608 

------- ------- ------- ---------
2,190,833 384,216 395,183 -15,235 

$41,759 -30,104 -17,263 -18,028 

PERCENT FY95 
BUDGET 

-10\ 280,000 
-30\ 283,100 

15\ 250,000 
365,000 

40,000 
67% 210,000 

-12\ 581,900 
-9% 298,000 

9\ 190,850 
53,300 

110,000 
-42% 5,500 

23,500 
-------

-9\ 2,691,150 

-219\ 78,792 
6% 58,179 

-46\ 40,560 
-2% 59,850 

94,945 
0\ 333,339 

-11% 215,360 
-28\ 257,060 

3lIs 84,594 
19\ 238,826 

-52\ 102,320 
14% 115,616 

29,344 
-31\ 150,066 
36\ 75,835 
-4\ 300,000 

8% 359,175 

-4\ 
11-------

2,!i593,861 

1 97,289 
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THE COMPUTER MUSEUM 
STATEMENT OF REVENUE & EXPENSE 

Month Ending 08/31/94 

OPERATING ANNUAL 
FY95 CAPITAL EXHIBIT ENDOWMENT COMBINED $ BUDGET 

Actual Budget Actual Budget Actual Budget Actual Budget Actual Budget VARIANCE FY95 
--------------------------------------------------------------------------------- --------------------- -------- ------------

SUPPORT/REVENUE 

Restricted support: 
clubhouse 41,758 46,592 41,758 46,592 -4,834 280,000 
Exhibit Related 22,278 31,989 118,755 206,705 141,033 238,694 -97,661 1,431,955 
Govt & Foundation 
Endowment 

unrestricted support: 
capital campaign 52,000 52,000 52,000 41,000 
corporate Membership 34,000 29,500 34,000 29,500 4,500 250,000 
Foundation 
computer Bowl 365,000 
Internet Auction 2,125 2,125 40000 
Membership Fund 8,338 5,000 8,338 5,000 3,338 210,000 

Admission 153,722 174,330 153,722 174,330 -20,608 581,900 
Store 64,315 70,500 64,315 70,500 -6,185 298,000 
Historical Video 7330 7,330 190850 
Functions 15,974 14,609 15,974 14,609 1,365 53,300 
Exhibit Sales 
Other: 

Interest Income 522 900 830 522 1,730 -1,208 5,500 
Publications 110,000 
Program Income 3,750 4,500 3,750 4,500 -750 23,500 

TOTAL SUPPORT/REVENUE 354,112 377,920 52,000 118,755 206,705 830 524,867 585,455 -70,043 3,881,005 

EXPENSES 

Exhibit Development 4,074 12,988 120,148 202,709 124,222 215,697 -91,475 1,218,997 
Exhibit MaintiEnhancement 10,352 9,686 10,352 9,686 666 58,179 
Exhibit Sales/Kits 4,013 5,860 4,013 5,860 -1,847 40,560 
Collections 9,747 9,982 9,747 9,982 -235 59,850 
Publications 94945 
Education & Admission 59,579 59,698 59,579 59,698 -119 333,339 
Clubhouse 32,154 35,748 32,154 35,748 -3,594 215,360 
Marketing 39,341 50,312 39,341 50,312 -10,971 257,060 
Public Relations 10,644 10,345 10,644 10,345 299 84,594 
Store 48,873 39,786 48,873 39,786 9,087 238,826 
Historical Video 7,330 7,330 7,330 
Functions 8,702 13,257 8,702 13,257 -4,555 102,320 
computer Bowl 11,759 10,062 11,759 10,062 1,697 115,616 
Internet Auction 3,062 3,062 -3,062 29344 
Fundraising 17,130 22,518 3,515 910 20,645 23,428 -2, ~~3 155,366 
Membership Fund 16,665 10,634 16,665 10,634 6,. ;31 75,835 
Museum Wharf 

op EXp 48,000 50,000 48,000 50,000 -2,000 300,000 
Mortgage 20,502 20,501 20,502 20,501 1 120,200 

General Management 55,853 51,245 55,853 51,245 4,608 359,175 

TOTAL EXPENSE 384,216 395,183 24,017 21,411 120,148 202,709 528,381 619,303 -90,922 3,859,566 

NET REVENUE -30,104 -17,263 27,983 -21,411 -1,393 3,996 830 -3,514 -33,848 30,334 21,439 
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ASSETS: 

Current: 
Unrestricted Cash 
Restricted Cash 
Cash Equivalents 
Investments 
Receivables 
Inventory 
prepaid Expenses 
Interfund Receivable 

Total Current Assets 

property & Equipment: 
Investment in Wharf 
Equipment & Furniture 
capital Improvements 
Exhibits 
Construction in Process 
Land 
Less Accum. Depreciation 

Net property & Equipment 

TOTAL ASSETS 

LIABILITIES AND FUND 
BALANCES: 

Current: 
Accounts payable 
Accrued Expense 
Deferred Income 
Interfund Payable 

Total Current Liabilities 

Fund Balances: 
operating 
capital 
Endowment 
plant 

Total Fund Balances 

TOTAL LIABILITIES AND 
FUND BALANCES 

OPERATING 
FUND 

$212,959 

166,672 
291,404 

44,525 
14,161 

$729,721 

THE COMPUTER MUSEUM 
BALANCE SHEET 

08/31/94 

CAPITAL 
FUND 

747,623 

$747,623 

352,279 

PLANT 
FUND 

1,013,888 
$344,471 
960,401 

4,079,701 

18,000 
(3,690,244) 

$352,279 $2,726,217 

$729,721 $1,099,902 $2,726,217 

$91,194 
62,508 
84,460 

747,623 

$985,785 

($256,064) 

($256,064) 

$14,990 
11,791 

562,099 

$588,880 

511,022 

2,726,217 

$511,022 $2,726,217 

$729,721 $1,099,902 $2,726,217 

ENDOWMENT 
FUND 

250,000 

COMBINED 
TOTAL TOTAL 
06/30/94 6/30/93 

$212,959 
$250,000 

$166,672 
$291,404 

$44,525 
$14,161 

$747,623 

$259,423 
250,000 

167 
2,074 

48,868 
49,137 
9,143 

123,310 

$250,000 $1,727,344 $742,122 

$1,013,888 
$344,471 
960,401 

4,079,701 
352,279 

18,000 
(3,690,244) 

$260,327 
938,338 

4,079,698 
52,908 
18,000 

(2,962,311) 

$3,078,496 $2,386,960 

$250,000 $4,805,840 $3,129,082 

250,000 

$106,184 
74,299 

646,559 
747,623 

1,574,665 

(225,960) 
484,432 
250,000 

2,726,217 

$109,006 
63,557 

194,919 
123,310 

$490,792 

($108,566) 
162,804 
25Ql'OOO 

2,33~;, 052 

$250,000 $3,231,175 $2,638,290 

$250,000 $4,805,840 $3,129,082 



Statement of Purpose 

Simulation Theater Collaboration 
between 

The Computer Museum (TCM) 
and 

The Bradley Real Estate Trust (BRED 

TCM will develop a simulator theater program that will be the first to 
provide guests with a valuable, exciting, and memorable educational 
experience in the context of simulator theater technology. The simulator 
theater will increase visibility and generate additional visits and revenue for 
both partners, and BRET will have the public relations benefit of offering an 
educational experience in conjunction with the world's only dedicated 
Computer Museum. 

The Guest Experience 

Guests experience an exhilarating motion ride that follows the path of a bit of 
information as it travels into a computer and then onto the international 
computer networks, or "information highway. II The journey is gripping 
entertainment that demystifies the workings of computers and the 
"information highway. II 

The ride begins as guests travel along a person's arm. to the fingertip which is 
typing on a keyboard. The key is pressed and the journey into the computer 
begins as the viewer flies along the keyboard cable into the computer. The 
motion speeds up dramatically once the message reaches the computer's 
motherboard, and enters the processor. The guest experiences a simulated 
ride through the circuits of the microprocessor, to the RAM, disk drive, and 
out to the modem. Then viewers speed along a phone line, reaching a 
central switch, and become converted into pulses of light that fly along a fiber 
optic across the continent. In a breathtaking Transatlantic hop, the visitor 
flies up to a satellite and back. The satellite dish in Europe captures the 
signal, and viewers ride with the data as it splits off from the fiber to cable, to 
ever smaller information pathways, until it reaches its destination in an 
office in Paris. Along the way, viewers see what other information is sharing 
the "highway" with them. 

The journey will be enhanced with a plot and engaging characters that 
provide emotional involvement in the ride. The Museum will work with 
an experienced production team to make sure that the content and its 
delivery are of top quality. 
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Program Development 

TCM will manage the development and production of a compelling 
simulator theater experience that will combine the thrill of the simulator 
experience with valuable edu-tainment content. TCM has a unique 
educational position and a proven record of developing successful, 
progressive exhibitions and educational programs including The Walk­
Through Computer, The Networked Planet, and Tools 6' Toys. 

Partnership Formats 

TCM will develop a simulator experience that will be employed at an IS-seat 
simulator at TCM and in a 36-seat simulator theater at a mall location. 
Funding for the project will follow one of these scenarios: 

1. Total Funding: BRET will fund the development of a simulator film plus 
simulators at TCM and in one or more mall locations. 

'2. Partial Funding: BRET will fund the development of the film experience 
and a simulator theater in one or more mall locations. TCM will seek 
naming-opportunity funding from another source for the hardware of the 
theater. 

3. Partial Funding and Loan: Same as #2, but BRET will provide TCM with a 
below-market loan for a portion of the hardware costs. 

Sample expense information for the project is attached. 

Goals and Results for TCM 

TCM seeks to add a simulator theater experience to the exhibit program to 
achieve two goals: 
1) expansion of the TCM's appeal to the guest population and, therefore, an 
increase in the number of people whom the Museum can contact, inspire, 
and educate on issues of computing. 
2) increase of the TCM's earned revenue base. TCM anticipates a 50% 
increases in visitorship from 150,000 guests per year to 225,000 guests per 
year in the first year of operation of the simulator theater. 
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Goals and Results for The R.N. Bradley Real Estate Trust 

Based on a sample master plan developed for Iwerks Entertainment, a 
simulator theater operating in a venue that attracts one million guests 
annually could capture 400,000 visits at an average ticket price of 
approximately $3.00, yielding $1.2 million in annual gross revenue. Net 
revenues would be affected by programming decisions after the first year if 
the Mall theater chooses to schedule additional features. 

Although not as easy to quantify, simulator theaters currently in existence 
have generated significant sales for mall tenants. Customers enjoy an 
exhilarating experience and will stay at the mall longer for shopping and 
food. An important advantage to BRET are the roll-out possibilities to other 
BRET malls if the pilot project is successful. TCM would serve as an advisor 
and quality control resource for BRET. TCM would also be responsible for 
developing future programs for the theaters on a mutually acceptable 
financial terms. 

Architectural Requirements 

'The simulator theater area for TCM is expected to require approximately 
3,000 ft.2 for an IS-seat theater. A simulator theater for a mall location would 
require approximately 7,000 ft.2 for a 36-seat theater. In both cases, the space 
would accommodate public areas for ticketing and arrival, queuing area, a 
pre-show, the theater itself, and post-show programming area. Space for the 
control booth, equipment rooms, and staff areas can also be accommodated 
in this allowance. 

Architectural Costs 

Architectural costs estimates vary significantly based on several assumptions: 
new space versus renovated space; availability of reqUired services, such as 
electricity and HV ACi and structural requirements. Iwerks sample plan 
estimates capital costs ranging from $450,000 to $750,000 for a theater in a 
renovated space. 

Theater Operations: Through-Put "Capacity" 

The capacity of the theater is identified as the maximum through put for the 
theater on the busiest day of the year for the site. For the theater in TCM, the 
maximum through-put on the busiest of days will be approximately 1,200 
guests per day (225,000 per year). For the theater in a mall, the maximum 
through-put will be approximately 2,100 guests per day (400,000 per year). 
Calculations from the Iwerks sample plan are attached. 
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Personnel 

The simulator theater in a mall setting will require staff in the following 
areas; staffing levels are based on the Iwerks sample plan: Theater manager 
(1 FrE), maintenance staff (1 FI'E), visitor assistants / hosts (6), systems 
technician (1 FTE), ticketing (1 FI'E). Additional staff in the marketing / 
special. services area is recommended. Both the mall theater and the TCM 
theater would require the same staff positions, although several of them 
could be shared with other job descriptions. 
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Simulator Theater Annual Revenues and Operating Expenses 

Operating Revenue 
Venue Attendance 
VenueATP 
Gross ticket revenue 

135,000 400,000 60% of TCM guests; 40% of mall visitors 
$2.99 . $2.99 

$403,650 $1,196,000 

TCM Mall 
Operating Expenses Theater Theater 
Fixed Staff Costs (as per Iwerks sample plan) $36,255 $84,730 *includes FT staff positions 
Fixed Expenses $61,500 $133,500 *insurance, maintenance contract, etc. 
Variable Expenses $153,148 $269,556 *includes PT staff positions 
~~~~~----------------------------~~~~~~~~ Sub-Total $250,903 $487,786 
Overhead @ 15% $37,635 $73,168 

$288,538 $560,954 

Net Annual Profit $115,112 $635,046 

Profit as % of Gross Revenue 29% 53% 
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Start-Up Expenses 

Architectural Costs to fabricate theater environment 
Film and Software Production 
Capital Costs: 

Architectural, Engineering, Acoustics Consultants 
Support, equipment, ticketing, phones, sign age, etc. 
Theater Systems 
Shipping, Installation 

Sub-Total 
Contingency @ 10% 
Total Start-up Expenses 

After-tax cost to company @ 40% tax 

Capacity and Through-Put Calculations 

TCM Mall 
Theater 
$475,000 

$100,000 
$50,000 

$675,000 
$100,000 

$1,400,000 
$140,000 

$1,540,000 

Theater 
$750,000 estimated from Iwerks sample plan 
$700,000 film production budget 

$300,000 
$150,000 

$1,000,000 
$150,000 

$3,050,000 
$305,000 

$3,355,000 

$924,000 $2,013,000 

TCM Mall 
Theater Theater 

Annual visitation 225,000 400,000 
Peak month % of annual attendance 13% 13% August currently is TCM's busiest month. 
Peak day of week % of weekly attendance 18% 18% ASsume Sat. or Sun. is busiest day of week. 
Theater cycles per hour 10 10 10 shows/hour cycled through the theater 
Peak % of guests in busiest 4 hours 15% 15% Peak demand from10:30-2:30 on peak days. 
~-----=~--~------~~--~------------~~~--~~=-Average number of guests on busiest day 1,216 2,162 
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Michele Torre's "Me, My Girl, ,and My Mom at 'fh:fee"uses sC3.IQledphotos to mauipulate time. 

Transforminghiglltech into high art 
By Robert Taylor 

SPECIAL TO THE GLOBE 

In moviehouses, "Forrest Gump" 
, ,and "The Mask" indicate how swiftly 
computerS are shaping mainstream 
Art American culture. 

• , Consider, too, the 
ReView innovative collabo­

ration "The Com-
puter in the Studio," which Nicholas 

. Capasso, George ' Fifield and Brian 
Wallace have organized this fall at 
Lincoln's DeCordova Museum and 
the Computer Museum of Boston. 
Uneven, though never less than 
"stimulating, it's an eye-opener for 
those who know computer art only , 
through video games, 

"Very shortly, the oft-stated con­
cern that computers will suck the 
humanity out of art will seem as cul­
turally anachronistic as fears that a 
photograph will steal your soul or 
that a graven image will bring down 
the wrath of a jealous god," com­
ments Capasso in the show's catalog. 
o brave new world! One can only 

Q RICHARD ROSENBLUM 

Richard Rosenblum's "Sarajevo" 
captures the chaos of street 
fighting. 

tory books into montages, She then 
applies water-based colors and ma-

'THE COMPUTER IN THE STUDIO 
At: ' The n'eCordova,Museum and 
Sculpture Park, Lincoln, and the 

Computer Museum, Boston, 
through Nov, 27 

ful preparation for smoldering 
stained-glass contrasts between me­
dieval pilgrimage ,and' today's tour­
ism. The serial imagery of Ron Rizzi 
deals with ' the ordeal of contempo­
rary Tibet, where the Chinese have 
destroyed more than 6,000 monas­
teries, and mingles disparate pro- , 
cesses of software, scanner, printer ' 
and photocopier. 

If Rizzi occasionally interferes . 
with the photocopying process, the , 
violence of his interventions con­
forms to the violence of his content. : 
Deanne Sokolin, though, allows the ! 
restraint of a detached viewpoint to 
endow her "Covering Series" with 
mute tragedy, The Jewish mourning 
ritual of sitting shiva is the subject; 
floating white forms against a solid 
black ground take on a silent mysti­
cal rhythm that straightforward 

,, ", 

:. 
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speculate about the future; but the nipqlates images ("the Bodhisa~a 
burgeoning relationshi~ of artist ~d' Series") .that imply:a delicate ~on 
computer· sUggests ear~ moderJ)lSt of Renaissance ~ and .Chinese 
entbnsiasm for the machine. Much of .. scroU and blur the..~. ~ 
the rhetoric (repeatedly, the comput- tween original and copy. David 
er is a "tool," and "digital collage" Brody, using sbftware, draws bizarre 
and "digital montage" translate old' psycliodramas ~ on the com­
concepts into neW idioms) echoes the pu~ screen. .:. .,;. 
terminology of. the industrial past. . . . GregQl'y .• Garvey:disavows an an­
And no wonder. Computer media, ticleriea1 aim in his "Automatic Con­
some 26 years old, comprise, on any fession Machine," a computer­
time line, the Generation X of art. equipped ki~ that acts as an e1ec-

The ·two museums· present 100 tronic confessiQnal at the Computer 
objects by 36 New England comput- Museum. The ~er kneels at a com­

. er. artists, 11 installed in Boston. puter and enters the frequency an«J 

. They encompass a ~ety of· ap- severity of his or her sins into a com­
proaches. Upon its first appearance, puter program. After evaluating the 
computer art was emphatically high user's sins, the. computer prints an 
· tech, so enamored of the possibilities absolution onto a paper receipt. Gar­
of the genre that it reveled in ~ts own vey says he hopeS his work is seen as 
experiments. Although thiS has a warning about the soulless packag­
.argely vani~hed f~om the ~c~ne, ing of religious aspirations. Still, 
computer artists still seem divided kneeling before a computer while an 
between those who make keyboard, artificial confessor ticks off quantifi­
mouse and laser printer an e~ance- able sins may strike one as a peni­
ment of personal expresslOn, a tential episode from a black comedy 
means to an end, and. those for EvelYn Waugh never wrote. 
whom complex technolOgIes assume Traditional religious overtones, 
a leading ~ole. however, inform the work of Douglas 

Sometimes the res~t, ~ con- Kornfeld, who integrates large shim­
siderable labor and sCIentific leger-. maring mosaics with computerized 
demain,. co~d have been ~roduced bodY types. Tom Krepcio finds in 
by conventional art materials. De- practical desktop publishing, with its 
spite the intricacies, for Stephen color separations and paste-ups, use­
Golding (at the DeCordova) the com-
puter serves as a vehicle 'or the : 
scorching power of his vision. His 
subject is racism, his style expres-
sionist, and his distorted figurative 
sepia images of slavery and discrimi- ..... : .. _. ,'. 
nation are the equivalent of racist 
pathology itself. . 

More than a third of the artists 
use a combination of scanning tech­
nology and. image-processing 'sof-

· ware. Olivia Parker, for instance, 
. presents deceptively lucid images of 
toys . and games that seem to have 
taken on decision-making character­
istics of their own. Richard Rosen-

· blum reworks scanned National Geo~ 
graphic photographs into an epic 
magnitude: "S~o" captlJFes the 

· chaos 'of street fighting, but "Black 
· Ryder," a winged figure astride a 
; horse galloping through foam, re­
· veals the computer's capacity for 
'. myth and fantasy. Time's paradoxes 

are Michele Turre's subject. "Me, 
My Girl, and My Mom at Three" em­
ploys scanned photographs of the 

· artist, her daughter and her mot;her 
- all at the' age of 3. Software en­
abled her to equalize the scale of the 
figures and set them in the same 
space. How objective is a photo-

! graph? Can time, that takes survey 
of all the world, have a stop? 

Like Turre's family group, "The 
Computer ~n t?e ~tudio" rais.es 
many challengmg lssues. Emtly 
Cheng converts photos from art his-

1-'UU"U~' A1-'l~J'. ""&."" ...... ~!~~.,.~:.,. ':'~'J' 
through happy .acci4~t.:l; . .'~. :~,~( ~~:.. .. 

Perhaps i>or~~hYd·S.l.~Bon 
Krause and;~·"~'.exe.m-. 
plify tlie ~~;~ ... ;com-
puter age . 'tfGD"" '0' ., 

'and. the .. .;~; 'The~? •. 
point for .bOth is ~ ':boo~~: ". old­
fashioned but.,d~~l~i ~1UJ.d.le of 

·words. Her inix!~!~~~ll&ges 
contemplate the mswncar·~ .. cul-
tural' rep-eseDtation of.·~ ~ 
print frontispieceS ~.9,ii CImvas .. 
where she bas a: support for.~ . 
additions of metaDic ~;··A;;setf-:. :; .. 
described '!'painter ·at. JieIii:i;;~ her, .'" 
work takes a n~'~ \~;i;lii; 
gJaDce from the Wntage. 'of:~' imz. (:::0 ..... . 
sent. Ladd's books, the soUr,ce Qf·the '. 
title of each piece, come trointhe l :.: 
confident posfi-World War·n·.period. \.:. 
His montages are.prlnted onto large : '. 
rolls of paper and look as m~~ like I 
billboards as art. Ladd Qbetves: t 
"Like 20th century philosophy i~elf, i 
my work is more a fXYTn:mer'fOlry-cm, I 
rather than an 'e:cp~f. From 
start to finish, the art is untouched 1 
by human hands, but touched ! 
tfu.oughout by' the varied· intentions i 
of human thinking." Fo~ those who : 
prefer the iinpresS' of· the. human ! 
hand in art, thought inay seem cold : 
comfort; but; more likely, the future : 
(as in the past) will be able to accom­
modate both. 

..... ;. ... ::~~~ .. : : •.. 
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A weekly update of video releases 

Dates in parentheses indicate a 
previous review of the film in 
the Monitor. 

• JURASSIC PARK -
(PG-13, MCA). Steven 
Spielberg has a holiday with 
special effects in this movie 
that's set on an island with" a 
scientifically created colony of 
dinosaurs. They wreak havoc 
when the island's security sys­
tem runs amok, and two visit­
ing scientists (Sam Neill and " 
Lauro Dern) and two children 
(Joseph Mazello and Ariana 
Richards) are left to reach safe­
ty. "Vivid and violent enough to 
stretch the PG- 13 rating to its 
limit, it will delight Spielberg 
fans," David Sterritt wrote at 
the time of its original release. 
The film's violence could be ex­
tremely frightening for young 
children. (June 11 , 1993) 

- Judy Nichols 

• THE NIGHTMARE 
BEFORE CHRISTMAS -
(PG, Touchstone Home Video) . 
Based on characters and a 
story created by Tim Burton 
("Beetlejuice," "Edward 
Scissorhands"), this skillfully 
animated tale stars a skeleton 
named Jack as the Pumpkin 
King in the town of Halloween. 
After he inadvertently discovers 
Christmas Town, Jack brings 
examples of its charms back to 
his ghoulish town mates and 
decides that they should pro­
duce Christmas - much to " 
Santa's surprise. Although the 
movie is full of catchy songs, its 
subtleties will be appreciated 

, I I. 

THE CHRISTIAN SCIENCE MONITOR 

Artists' Toolbox Turns High-Tech 
A joint exhibit illustrates 
growing use of computers 
in prints and paintings 

By Kirsten A. Conover 
Stoff writer of The Christian Science Monitor 

=====BOSTON AND LINCOLN, MASS.===== 

c OMPUTER art. Whenever those words 
are paired, people envision different 
things: pretty screens, unusual print­
outs, special effects in video. 

Now change the description to "computer­
assisted art" or "art using the computer as a cre­
ative tool," and the possibilities open up even 
more. Increasingly, the computer is considered 
more tool than technological wonder in society, 
and the art world is no exception. More artists 
are viewing the computer as an integral part of 
the creative process, whether it be in the plan­
ning, execution, or installation stage of their 
work. 

One exceiIent study of computer-assisted art 
is "Computer ill the Studio," a collaborative 
exhibit at the DeCordova Museum and Sculp­
ture Park in Lincoln, Mass., and the Computer 
Museum in Boston (through Nov. 27). 
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• THE NIGHTMARE 
BEFORE CHRISTMAS -
'PG, Touchstone Home Video). 

ased on characters and a 
story created by Tim Burton 
("Beetlejuice," "Edward 
Scissorhands"), this skillfully 
animated tale stars a skeleton 
named Jack as the Pumpkin 
King in the town of Halloween. as a microcosmic look at 
After he inadvertently discovers trend, . in the Studio" features 
Christmas Town, Jack brings New England artists who use computer~ to cre-
examples of its charms back to ate works. ranging from "watercolor". ink-jet 
his ghoulish town mates and prints, interactive video, and kineti,c '~culpture 
decides that they should pro- to mosaics, stairied .glass, and woodcut prints. 
duce Christmas - much to . The time is ripe , for ntis exhibit, Says 
Santa's surprise. Although:the Nicholas Capasso, ' associate curatbr' at the 
movie is full of catchy songs, its DeCordova Museum. The computer as an art-
subtleties will be appreciated ist's tool is: still relatively new. Five years ago, 
more by adults and olderchil- the , technology and the affordability - specifi-
dren than by younger viewers, , , cally for personal computers - were not there, 
who may not be ready for :; : '\:pe notes. 
some of its situations and .-, ~" . , Oil the flip side, holding such an exhibit five 
Halloween imagery. years from now wouldn't work; computers will 
(Od. 15; 1993) beS"o-·COrtl1riohpla.ce- that invoiIld b-eakin to 

- Kim CampbeU hosting an exhibit today titled "art made with 

• THE WEDDING 
BANQUET - (R, Fox Video). 
A gay Taiwanese-American 
(Winston Chao) hopes his mar­
riage of convenience to a 
green-cord-seeking friend will 
silence his matchmaking par­
ents (Sihung Lung and Ah-Leh 
Guo). But when his parents 
arrive in New York City from 
Taiwan, the simple ceremony 
turns into a full -blown wedding 
- further burying the truth 
under the elaborate nuptials. 
The clash of cultures and-gen­
erations smolders under the 
loving efforts of the whole 
group - parents, son, his male 
companion, and fiancee . With 
humor and dignity, director 
Ang Lee crafts a film whose 
characters ultimately acquiese 
to modern circumstances. 
(Aug. 6, 1993) 

paintbrushes," Capasso says jokingly . 
These days artists have an array of comput-

INK JET ON CANvAs: ~e LeWinter's 'Pagesjrom tlw Pri;rr~rdial,Soup~ Segments' suggests I sci-fi landscape; slw scans objects such as marbles andfish eyes. 

ers, softWare, ' scanners, printers, and video into h~ ,computer, then manipull:ltes them to 
eqUipment.to choose from, and as prices come represent a sort of surreal, epic-looking, histori­
down and technology keeps growing, the num- . cal landscape ' "painting," such as his piece 
ber of artists w40 use th~ 'computer as a creative "Sarajevo." 
tool will grow. 1 ' ' ,~.: " , Olivia Parker scans her own photographs and 

Brian Wallaqe; media:arts exhibit developer variouS objects into her computer and manipu­
at the Computh Musetun, considers the joint lates them in unexpected ways. 
"eXhibif'uessentlally a contemporary-art survey Her "Toys and Games" series 
show." The art world in general is still very resis- evoke.sthefeeling of games gone 
tant to computer~generated art, "because awry. ' 
tliey've seen a lot of bad c'<;>mputer art," Mr. Wal- Computer-assisted art comes 

lace says. For this exhibit, the high- in many forms as "Computer in 
tech aspect is downplayed a little. the Studio" demonstrates: art 
"We wanted the work to speak for drawn on the computer, collages, 
itself. We didn't want to make ' the computer-enhanced photog­
computer the focal point," Wallace raphy, sculpture made with com­
says. puter hardware, interactive 

The computer frees artis~ from installation, traditional media re­
such limitations as scale, size, light, invigorated by computer, and 
color, transition, time, and space. Call more. 
it image management or image Angela Perkins's "Interiors" 
manipulation. series shows the inner dimen-

them into an oil on panel. 
Works at both museums feature computers 

either as part of an installation or as interactive 
art. In ~'Making Progress" and "The Liar Paradox 
(Oliver North Mobius)," Janet Zweig useS a com­
puter's continuous printout as a kinetic sculp-

ture, allowing the computer to 
g execute a kind of performance 
~ art. ~ 
~ Daniel Spikol and Hazen Reed 
~have created "Dream Wheel," an 
~ ' installation whereby viewers ac­
~ cess videos of people describing 
~ a dream. ' 

Viewers can record their own 
video, which is then stored in the 

~ program. "If the user finds him­
~ self in ' the piece, there's a 
§ stronger emotional impact," Mr. 
~ Reed says. ' 

, In Douglas Kornfeld's interac-

"The concept that is most imp or- sions of common fruits and vege­
tant to understand is scanning," tables. By directly scaniling the 
Capasso says, whereby digital images fruits and vegetables as well as 
of objects are input to computer , manipulating the various images 
memory, then manipulated, such as within and imbuing them with 
into a collage. "It's a complete revo- light, she suggests that there is 

'PEA POD': Angela Perkins's 
electronic image on paper 
iUumines the insides oJthe 
common vegetable. 

tive installation "Who are You?," 
viewers are asked to choose 
body-type symbols that best rep-
resent them. Then they can 
record their body-image per­
ceptions. Kornfeld also incorpo­
rates the symbols into a larger 

lution in collage," Capasso says. something sacred within these products of na-
Artist Michele Turre, for example, ture. 

controls time in "Me, My Girl, and My Some of the pieces in "Computer in the 
Mom at Three," which shows three Studio" hardly hint at computer involvement, 
generations of women at age 3 in one such as Ron Rizzi's "The Buddha's Tooth," part 
image. of his Tibet Series about ?~a's ot:)pressio~ of 

context in "101": a huge mosaic of internation­
ally ,recognized male and female symbols (such 
as those you might see on ladies' or men's 
rooms) in various shapes. ' 

- Angela Wang 
FROM 'COVERING SERIES': Deanne SokolinJocuses on tlw Jewish 
mourning ritual oj sitting Shiva. 

Richard Rosenblum takes National the Tibetan people. Mr. RIZZI takes video stills, 
Geographic photographs, scans them scans and manipulates them, then incorporates 

These are only a handful of ground-breaking 
artists featured in the exhibit" a survey well 
worth investigating given the juncture art and 
computer technology have reached. 

,;;iCOi 
'>iiin 

,: :kitr 

/ cer 
' per 

Fills; 
~,! anG 
1~ ear 
, hin 
, "St( 
anc; 

;~, eve 

f imI 
' thal .:. . . 

' :::'~~~ 
; sati 
"But 
i MYJ 
, so1< 

• giVI 
. ers 
'-' (19 
, "Ma 
, Gra 

sior 
and 
mer 
forr 

, (19: 
, J 

"CI~ 
195 
on 
Dak 

' Qm 
niq\ 
exp 
war 
Dak 
Clyt 

( 

Clyt 
ban, 
,turD 
goir 
sacI 
favo 
turn 

, son, 
deri 

F 



-.. 

f 



.. 

INDEPENDENT AUDITORS' REPORT 

To the Board of Directors and 
Members of 

The Computer Museum, Inc. 
Boston, Massachusetts 02210 

We have audited the accompanying balance sheet of The Computer Museum, Inc. (a not-for-profit 
organization) as of June 30, 1994, and the related statement of activity and changes in fund 
balances, and statement of cash flows for the year then ended. The financial statements of The 
Computer Museum, Inc. as of June 30, 1993, which are included in condensed form for 
comparative purposes, were audited by other auditors whose report dated September 2, 1993 
expressed an unqualified opinion on those statements. These financial statements are the 
responsibility of the Museum's management. Our responsibility is to express an opinion on these 
financial statements based on our audit. 

We conducted our audit in accordance with generally accepted auditing standards. Those 
standards require that we plan and perform the audit to obtain reasonable assurance about 
whether the financial statements are free of material misstatement. An audit includes examining, 
on a test basis, evidence supporting the amounts and disclosures in the financial statements. An 
audit also includes assessing the accounting principles u ed and significant estimates made by 
management, as well as evaluating the overall financi ta ment presentation. We believe that 
our audit provides a reasonable basis for our opinio . . 

/\ ...\ 
In our opinion, the 1994 financial stateme .ref.E5rrek~""ab e present fairly, in all material 
respects, the financial position of The Co ut~rM~~~\.I . as of June 30,1994, and the results 
of its operations and cha~ges i? its ~ ~l:l .• flow~~t year then ended, in conformity with 
generally accepted accountmg prl RI~,(~", ~ 

'\~ \ .)\)'\ 
" ~,,~ '\ ... ,.~ ~ " ...... \. "''\~ 

v v S'::::J'\ 
<i «:: ... ~('~ 
'\ ~\~'V 

Boston, Massachuset ~\:)~ 
September 30, 1994 
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THE COMPUTER MUSEUM, INC. 

BALANCE SHEETS 

JUNE 30, 1994 AND 1993 

ASSETS 
Operating Capital 

Notes Fund Fund 
CURRENT ASSETS: 

Cash and cash equivalents 1e $ 351,494 $ 
Receivables and other assets 2 236,536 
Store inventory 1f, 3 52,403 
Interfund receivable 19 417,222 

TOTAL CURRENT ASSETS 640,433 417,222 

OTHER ASSETS: 
Restricted cash equivalents 

PROPERTY AND EQUIPMENT: 1h 
Equipment and furniture 
Capital improvements 
Land and building 4 
Exhibits 1b 

Less - accumulated depreciation 

NET PROPERTY AND EQUIPMENT 

. HISTORICAL COLLECTION 1c 

TOTAL ASSETS 769,501 

LIABILITIES AND FUND BALANCES 

CURRENT LIABILITIES: 
Accounts payable and other current liabilities 14~,281 68,870 
Deferred revenue 5 126,654 ·388,206 
Interfund payable 19 417,222 

TOTAL CURRENT LIABILITIES 690,157 457,076 

BOND PAYABLE 6 

FUND BALANCES: 
Unrestricted (49,724) 
Restricted 312,425 
Net. investment in plant 

TOTAL FUND BALANCES (49,724) 312,425 

TOTAL LIABILITIES AND FUND BALANCES $ 6401433 $ 7691501 

The accompanying notes are an integral part of these financial statements. 
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Endowment Plant Total Total 
Fund Fund 1994 1993 

$ $ $ 351,494 $ 259,590 
18,000 254,536 78,085 

52,403 49,137 
417,222 123,310 

18,000 1.075,655 510,122 

250,000 250,000 250,000 

344,471 344,471 
960,401 960,401 

1,603,221 1,603,221 
410781754 4A31.033 
6,986,847 7,339,126 

(317351002) (317351002) 

312511845 

.......... 2501000 312691845 

173,938 
193,544 
1231310 

1,147,233 490,792 

509,333 5091333 

(49,724) (108,566) 
250,000 562,425 412,804 

217601512 217601512 213341052 

2501000 217601512 312731213 216381290 

$ 2501000 $312691845 $4.9291779 $311291082 



THE COMPUTER MUSEUM, INC. 

STATEMENTS OF ACTMTY AND CHANGES IN FUND BALANCES 

FOR THE YEARS ENDED JUNE 30, 1994 AND 1993 

SUPPORT AND REVENUE: 
Unrestricted gifts 
Restricted gifts 
Memberships 
Admissions 
Auxiliary activities 
Miscellaneous 

TOTAL 

4 
1a,5 

3 

Operating 
Fund 

$ 714,876 
341,903 
187,903 
504,541 
482,418 

71752 

/ 212391393' ,. 

$ 

Capital 
Fund 

, . 

534,545 

EXPENSES: /- ,:,~ 
,/ ,,'j"';) 

Exhibits and programs 
Marketing and membership 
Depreciation , 
Supporting services: 

Management and general 
Fund raising 
Occupancy 

Auxiliary activities 

TOTAL 

4 
3 

EXCESS (DEFICIENCy) OF SUPPORT AND REVENUE 
OVER EXPENSES 

FUND BALANCES1 BEGINNING OF YEAR 

ADD (DEDUCT) TRANSFERS 
Equipment purchase 
Bond repayments 
Investment income 

FUND BALANCES1 END OF YEAR 

512,366' :,;~ 18,761 
390,867 .:.....~ ... 

133,883 
46,977 

1991621 

52,460 334,924 

(108,566) 162,804 

(105,303) 
(80,000) 

61382 

$( 49,724) $ 3121425 

The accompanying notes are an integral part of these financial statements. 
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Endowment Plant Total Total 
Fund Fund 1994 1993 

$ $1,013,888 $1,728,764 $ 
876,448 
187,903 
504,541 
482,418 

6.382 14.134 

61382 110131888 317941208 

772,731 

77 217781585 

6,382 634,923 (417,465) 

250,000 2,334,052 2,638,290 3,055,755 

105,303 
80,000 

(61382) 

$ 2501000 $217601512 $312731213 $216381290 



THE COMPUTER MUSEUM. INC. 

STATEMENTS OF CASH FLOWS 

FOR THE YEARS ENDED JUNE 30. 1994 AND 1993 

CASH FLOWS FROM OPERATING ACTIVITIES: 
Excess (deficiency) of support and revenue over expenses 
Adjustments to reconcile excess (deficiency) 

to net cash provided by operating activities: 
Depreciation 
Donated property and equipment, 

less debt assumed 
Changes in operating assets and liabilities: 

(Increase) decrease in receivables and other assets 
(Increase) decrease in store inventory 
(Decrease) increase in accounts payable and other 

current liabilities 
Increase in deferred revenue 

Cash provided by operating activities 

CASH FLOWS FROM INVESTING ACTIVITIES: 
Additions to property and equipment 

CASH FLOWS FROM FINANCING ACTIVITIES: 
Interfund receivables and payables 
Transfer of funds for equipment purchase 
Transfer of funds for bond repayments 
Bond repayment 
Transfer of investment income 

Cash provided by (used in) financing activities 

NET INCREASE 

CASH AND CASH EQUIVALENTS. BEGINNING OF YEAR 

CASH AND CASH EQUIVALENTS. END OF YEAR 

Operating 
Fund 

$ 52,460 

$ 

(176,451) 
(3,266) 

(14,243) 
(66.890) 

6.382 

300.294 

91,904 

259.590 

351.494 

The accompanying notes are an integral part of these financial statements. 

Capital 
Fund 

$ 334,924 

(293,912) 
(105,303) 

(80,000) 

(479.215) 

$ 



Endowment 
Fund 

$ 6,382 

6,382 

(6,382) 

(6,382) 

250,000 

$ 2501000 

Plant 
Fund 

$ 241,157 

772,731 

(1,098,032) 

(84,144) 

105,303 

$ 

Total 
1994 

$ 634,923 

772,731 

(1,098,032) 

(80,000) 

(80,000) 

91,904 

509,590 

$ 601.494 

Total 
1993 

$ (417,465) 

699,099 

252,242 

(189,677) 

62,565 

447.025 

$ 5091590 

Page 3 
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THE COMPUTER MUSEUM. INC. 

NOTES TO FINANCIAL STATEMENTS 

JUNE 30. 1994 AND 1993 

NOTE 1. Summary of Significant Accounting Policies 

The Computer Museum, Inc. (the "Museum") is a charitable not-for-profit organization 
exempt from income taxes under Section 501(c}(3} of the Internal Revenue Code. The Museum's 
principal objectives are: 

To educate and inspire all ages and backgrounds of the public from around the 
world through dynamic exhibitions and programs on the technology, applications 
and impact of computers; 

Operating Fund, whic 
activity necessary to sup 

the history and understanding of 

lIA!~111]j1~stricted and restricted resources, reflects the 
. overall operations of the Museum. 

Capital Fund, which includes restricted resources, reflects the activity of 
managing major fund-raising efforts to establish the Museum in its location on 
Museum Wharf in Boston, Massachusetts, and to ensure the orderly growth of 
the Museum's exhibits and collection. 

Plant Fund reflects amounts invested in real estate, equipment, and exhibit­
related assets. 

Endowment Fund reflects restricted resources which are to be held in perpetuity. 
Income derived from endowment principal may be utilized by the Museum in 
accordance with the donor's restrictions. 
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THE COMPUTER MUSEUM. INC. 

NOTES TO FINANCIAL STATEMENTS 

JUNE 30. 1994 AND 1993 

NOTE 1. Continued 

a. Revenue Recognition 

Restricted gifts are recorded as revenue upon the award or receipt of cash or other 
services subject to compliance with specified terms. Such amounts received but not yet earned are 
reported as deferred revenue. Memberships are reported as revenue in the fiscal year in which 
they are received. Pledge revenue is recorded when received. Revenue from functions is recorded 
as of the date of the function. 

Gifts of Nonmonetary Items 

b. Exhibit Related 

c. Historical Collection 

oftware and other nonmonetary 
ent or valuation have not been 

In conformity with the practice followed by many museums, property donated for the 
Museum historical collection is not reflected on the balance sheet. The estimated value of objects 
acquired by donation is not reasonably determinable and as such, is not included in the statement 
of activities. 

d. Real Estate and Securities 

The Museum received a gift in October 1993 of the land and building which it 
occupies and previously leased. This gift is further discussed in Note 4. The value of this gift has 
been determined by professional appraisal. 

Revenue from donated securities is recorded at fair market value upon formal transfer 
of ownership. Donations of securities for which there are no active markets or for which trading 
is restricted are recorded as revenue upon determination of fair value through reasonable, 
independent appraisal or upon sale. 
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THE COMPUTER MUSEUM. INC. 

NOTES TO FINANCIAL STATEMENTS 

JUNE 30. 1994 AND 1993 

NOTE 1. Continued 

e. Cash Equivalents 

Cash equivalents, which consist of money market funds, certificates of deposit and 
treasury bills, are stated at cost plus accrued interest, which approximate market. For purposes 
of the statement of cash flows, the Museum considers all highly liquid debt instruments with an 
original maturity of three months or less to be cash equivalents. 

f. Inventories 

Inventories of retail goods for the Museum store are stated at the lower of cost or 
market on a weighted average basis. 

g. Interfund Receivable and Payable 

h. Plant Assets and Depreciation 

I. Functional Allocation of Expenses 

The costs of providing the various programs and other activities have been 
summarized on a functional basis in the statement of activity. Accordingly, certain costs have been 
allocated between program and support services, as well as between the Operating and Capital 
Funds. 



NOTE 1. Continued 

-----------

THE COMPUTER MUSEUM. INC. 

NOTES TO FINANCIAL STATEMENTS 

JUNE 30. 1994 AND 1993 

J. Reclassification 

Page 7 

Certain amounts in the prior year have been reclassified to conform to the current 
year presentation. 

NOTE 2. Pledges 

The Museum generally records gifts when received. At June 30, 1994, the . aggregate 
restricted amount pledged was $62,500. Receipt of cash on these remaining pledges is expected 
to be collected as follows: 

Fiscal Year Ended 

1995 
1996 
1997 

ant 

\;~~4~~ 
~~ -·".>'~Ol) . 

\ \\ \\ .' ~ .. ~\i··~ -"~ : 00 
\ \ ~~. ,.\ ~\..J\'\/~ 

Total {) ~ ~ .. " \ e:: 0 \, .. ;'/ $ 62.500 
\ ... ,r-.\ ... .J 04 .... ' 

{'.~:.\),.j~/ 

The Mus uIl!.~~ Ma~e'eD. named the beneficiary of an irrevocable, charitable 
remainder unitrust. AS oMtt~8, 1994, management estimated the trust had a market value 
of approximately $1,235, unaudited). The trust agreement calls for payment equal to 10% of 
the net fair market value of the trust assets each year to the donor. Upon the donor's death, the 
trustee shall pay over the remaining trust property, if any, to the Museum. 

NOTE 3. Auxiliary Activities 

The Museum operates a store during regular Museum hours, principally for the sale 
of items directly related to the purpose of the Museum. The Museum also operates the "Computer 
Clubhouse", providing computers and instructors for school children not having convenient access 
to such facilities. Additionally, the Museum holds the exhibit areas open for private events. 
Amounts derived from these activities are used for general support of the Museum and, as such, 
are recorded as unrestricted revenues. 

."c,:" 
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THE COMPUTER MUSEUM. INC. 

NOTES TO FINANCIAL STATEMENTS 

JUNE 30. 1994 AND 1993 

NOTE 4. Land and Building 

The Museum leased the premises it occupies from Digital Equipment Corporation 
(Digital) until October 1993. At that time, Digital donated its 50% leasehold interest in the 
property to the Museum. 

A summarization of the components of the gift, representing the Museum's 50% 
leasehold interest are: 

Land 
Building 

$ 229,500 
134 

~ . - ... i! 
Total real estate (as appraised) ¢"J.~~~18~. 

,\\ '" "I. :.r -
() "\ ,-

Miscellaneous other assets \ t\._ \', .. ,....v;~';~~~i!!'" 
'-'::'\ ~, ~"~ ... ,,""'n·~"'21 

'.,':. \ " ~~;J" , 
Bond payable f"o ,~:,>,\ \,\'~,-C'~\\}\\ 89,333 

,''' .. ". - .~""'" 
Total gift " ,'.~; .~,-, $1.013,888 

\ '\ v··' 
. ,..,~ fto' 

The amount of this gift has b~n ~~b'bIed""as an unrestricted gift in the Plant Fund 
on the statement of activity, and recorded wit\ t}e1ippropriate assets and liabilities on the balance 
sheet. v 

In appreciation of this gift, the Museum's board of directors voted to designate Digital 
as the Museum's founding patron. 

The Museum occupies the wharf property together with another museum and other 
restaurant tenants. The Computer Museum and the other museum bear Occupancy costs on a 40% 
- 60% basis, respectively, after rental revenues from the restaurants are considered. The 
percentages are based upon the relative amount of space occupied by each museum. Principal and 
interest payments due on the bond (Note 6) are shared on a 50% - 50% basis. 
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tHE COMPUTER MUSEUM, INC. 

NOTES TO FINANCIAL STATEMENTS 

JUNE 80, 1994 AND 1998 

NOTE 6. Defemd Revenue 

Page 9 

The Museum received individual and corporate gifts and government funding during 
the year that are restricted to specific projects. This year's activity for restricted gifts at June 80, 
1994 are as follows: 

Operating Fund 

Computer 
Clubhouse Other 

Capital Fund 

Network 
Planet 

Walkthru 

Deferred revenue at 
June 80, 1998 

Gifts to these 
projects 

Expenditures made 
during the year 

$ 176,579 $ 16,965 $ 

159,175 48,000 

(255,845) (18,220) 

Deferred revenue at 
June 80, 1994 $ 79,909 $ 46 $ 514,860 

In addition to the amounts presented abov 
received and entirely expended. 

NOTE 6. Bond Payable 

stricted gifts totalling $268,071 were 

The Wharf's land and building are encumbered by a mortgage note 
payable financed by tax-exempt bonds issued by the Boston Industrial Development Financing 

. Authority. The Museum is required to make monthly payments of $6,667 for principal plus interest 
at 8.5% per year through Au~st 2000. 

Future annual principal payments on the note are: 

Year Ended 
June 80, 

1995 
1996 
1997 
1998 
1999 

Thereafter 

Amount 

$ 80,000 
80,000 
80,000 
80,000 
80,000 

109,888 

I I I 

11{' 

5"09 000 , 
o~.S I _ 

is 4- ~oo 0 
4-07 1 000 

4-)').65',000 
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THE COMPUTER MUSEUM 

EXECUTIVE COMMITTEE MINUTES 

September 13, 1994 

. Present were Gwen Bell, Linda Bodman, Richard Case, Gardner 
Hendrie, David Kaplan, Tom Franklin, Clerk, Jim McKenney, David 
Nelson, Tony Pell, Nick Pettinella, Charles Zraket, Chairman, and 
Oliver Strimpel, Executive Director. The meeting was called to 
order at 9:15 a.m. by Mr. Zraket. 

I. Dr. strimpel presented an operations report. Press coverage 
of the checkers match was excellent; attendance is flat compared 
to the previous year but should be boosted by the opening of the 
Networked Planet exhibit in a few weeks. A $42,000 grant for 
operating funds has been received from the Massachusetts Cultural 
Council. 

Financial statements for July were distributed and 
discussed. 

A joint exhibit with the DeCordova Museum, The Computer in 
the Studio, will open September 23 and The Networked Planet is on 
schedule to open November 10. Funding of $805,000 has been raised 
and there is a good possibility that Unisys and the NSF will make 
further grants by the end of the month. The T1 line donated by 
Sprint together with a donated Stratus cpu and donated Notes will 
enable the Museum to offer graphic on-line visits over the 
Internet. Ed Belove was suggested to chair an advisory committee 
on on-line access to the Museum. 

Funding for revision of The Walk-through Computer is going 
well, with an almost assured $675,000 of an $850,000 budget 
raised. 

The Children's Museum is awaiting imminent notification 
whether they were awarded $5 million federal funding for the 
barge and entrance project. 

II. Gwen Bell reported on the Bowl. Pre-bowl parties will be 
held in October and November on the East and West coasts, an 
Internet auction will be conducted this Fall and the Bowl will be 
either April 20 or 27, 1995. The teams will participate from 
their respective coasts and will be electronically connected. The 
Bowl will be telecast but for a fee paid to the Museum rather 
than a fee paid by the Museum as in the past. 

III. Linda Bodman presented a report from the Nominating 
Committee. From the current Board of 22 Trustees 7 terms expire 
this year and the by-laws disqualify 5 of those from re-election 
for one year. During discussion Dr. Zraket observed that when the 
by-laws were adopted in 1993 the "stand down" requirement was 
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waived for those trustees whose term expired the following year; 
he suggested that the same waiver be extended to all trustees 
holding office when the by-laws were adopted and his suggestion 
was adopted by unanimous vote. Mr. Franklin was asked to examine 
whether more formal action was needed to implement such waiver. 

Ms. Bodman next addressed the issue of a successor chairman. 
Dr. Zraket initially agreed to serve for only one three-year term 
and Mr. Case initially declined to stand for election as 
chairman; both reconfirmed that such remained their wish. 
Accordingly, the Nominating Committee will plan to nominate at 
the June 1995 meeting a candidate for Vice-Chairman who will be 
intended for election as Chairman the following year, and will 
welcome suggestions. 

Gary Eichorn, a Vice-President of Hewlett Packard and a 
vigorous supporter of the Museum, will be nominated for election 
as a Trustee at the November meeting. Nominations to the Board of 
Overseers previously approved for action at the November meeting 
are Eric Benhamon, Jim Champy, Bob Davoli, Bob Elmore and John 
Landry. Ms. Bodman addi tionally recommended Mort Myerson, Mark 
Porat and Roel Pieper, who were approved for nomination. To be 
cultivated for future nomination are Cheryl Vedoe, Ray Lane, Lacy 
Edwards, George Conrades and Menachim Abraham, all of whom were 
approved. 

IV. The current draft of the three-year strategic plan was 
discussed, Dr. Zraket commending it as sound and accurate needing 
only editorial tuning. He encouraged others to supply their 
comments to Dr. strimpel prior to the November Board meeting at 
which the Plan is to be voted. Discussion included the suggestion 
that the draft should contain financial goals, albeit 
conservatively presented, and that the plan include as an 
objective of the Museum the securing of permanent capital. 

Funding strategies, the 850 Plan and funding for a simulated 
ride, will be discussed at the next meeting which was scheduled 
for October 14 at 8 a.m. The meeting after the November Board 
meeting was scheduled for 9 a.m. on December 5 following the 
Charles Wang breakfast seminar. 

The meeting was adjourned at 11:20 a.m. 

Respectfully submitted, 

J. Thomas Franklin, Clerk 



THE COMpuTER MUSEUM THREE-YEAR PLAN FY9S-27 

I, Introduction 
A. Museum Mission 
B. Strategic Analysis 
C. Strategy 
D. Ten-Year Objectives 
E. Main Features and Goals of the Three-Year Plan . ..:;.'--~ . 

IL Onsite Programs 
A. ExPibits: permanent, temporary; includes new exhibit development and renovation of 

existing exhibits 
B. Overall visitor experience: apron, lobby, signage, parking, visitor services, exhibit 

maintenance 
C. Education programs: The Computer Clubhouse, teacher development, overnights, 

computer camps, special events 
D. Collections: new acquisitions, collections management, collections access and 

documentation. 
E. Research 

m. National & International Programs 
A. Exhibit licensing 
B. Traveling exhibit-Electronic Classroom 
C. Computer Museum materials: Book Series, videos, CD-ROMs, television 

programming, teacher materials 
D. The Computer Bowl 
E. The Museum on the Net 

IV. Facilities Plan 
A. Lobby 
B. Store 
C. Overall deployment of space 

Y, Institutional Adyancement 
Three-year plan for building the Museum's base of support from individuals, corporations, 
& foundations for both operating, project, and capital purposes. Includes national events 
such as The Computer Bowl and a computer achievement recognition program. 

YIp Marketing & Sales Plan 
Marketing plan supports the institutional positioning, financial, and audience impact goals. 
Includes a discussion of Museum's earned revenue plans from existing streams and new 
streams. 

VII. Diyersity 
Plan to increase diversity in the Museum's audience, staff, & Boards. 

October 4, 1994 1 
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ym. Finance 
Three-year fin8.ncia1. plan that reflects all planned activities; includes projections for all of 
Museum's operating and capital revenues and expenses. 

IX. Administration 
Three-year plan that addresses administrative needs to support the plan, including office 
and personnel requirements. 

X. APPendices 

Appendix 1: Exhibit Development Plan 

Appendix 2: New Lobby Plan 

Appendix 3: Overall Plans for Fifth- and Sixth-Floor Utilization 

Appendix 4: The Museum. on the Net 

Appendix 5: FY95-97 Expense and Revenue Projections 

October 4, 1994 2 
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It INTRODUCTION 

At Museum Mission 

The Computer Museum's mission is to: 

1. educate and inspire people of all ages and backgrounds from around the world --~. 
through dynamic exhibitions and programs on the technology, application, and 
impact of computers. 

2. preserve and celebrate the history and promote the understanding of computers 
worldwide. 

3. be an international resource for research into the history of computing. 

Bt Strategic Analysis 

Milieu 
• The usage of computers is skyrocketing as the cost/performance ratio continues to 

drop. 
• Computer applications and usage continue to expand into more domains. 
• The telecommunications, information and entertainment industries are fusing. 
• Society and industry often focus on the new, next generation of products and services. 

The essence of the changes and the long view can get lost in the din of fast-paced 
incremental change. 

• As information technology becomes recognized as the key technology of our era, 
interest in the origins of the information revolution will increase. 

• Adoption of new technologies is very uneven across society, with many being excluded 
and feeling "left behind" 

• Computers enable more people to work at home, increasing work flexibility and 
communications, but also increasing people's physical isolation. 

• Life-long informal education is becoming more important as a way of staying abreast of 
changes. 

As computers become more mainstream, new opportunities to learn about and interact with 
computers exist. Products and services that overlap and partially compete with the 
Museum include: 

• easy-to use, multimedia computer-based applications offered at libraries, schools, other 
museums and over networks 

• school usage of computers as tools to support education in all fields. 
• sophisticated home-based educational, game, and productivity software, increasingly 

exploiting multimedia and network connections 
• theme parks that make increasing use of computers with special emphasis on immersive, 

virrual reality-style experiences 

October 4. 1994 3 



The Need for the Museum's Mission: I: To Educate and In_ 
Science and technology museums have a we11-established image as accessible places where 
visitors can explore in a relaxed fashion. They are also trusted as objective, non­
commercial prese~ters of material. Most important, they provide a mixture between 
education and entertainment, a place for fun·and learning. They are places that welcome 
groups and promote inter generational group interaction. 

These characteristics give the Museum an educational opportunity that formal educational 
institutions cannot pursue and that entertainment-oriented venues are not interested ue--_· 
The Museum's image enables it to reach populations that have no other recourse as a first 
step. 

These populations include those who come into contact with computing at work, often 
thrust into the role of users of specific applications. Though experienced in one computer 
application, they may have no knowledge or confidence in another. Indeed, everyone is an 
unwitting user of networks of computers in performing routine activities, such as 
shopping, or communicating. 

Many feel excluded as they learn of technological marvels they cannot fully grasp or afford. 
The problem is particularly acute in underserved communities. 

The Computer Museum can attract these populations by creating an exciting and accessible 
environment containing exhibits and programs on computer technology and its 
applications. 

The Need for the Museum's Mission: II and ill: To Preserve. Celebrate. and Conduct 
Research 
Computing is the defining technology of our age, and its history is a key part of the 
world's heritage. The Museum is one of a very small handful of institutions that are 

. seriously preserving the evolution of computing. These institutions are not competitive, but 
collaborate to ensure that their collective resources preserve as much of the significant 
record of computing as possible. 

The loss of the computer pioneers themselves will reinforce the importance of the 
collections. With.the constant flux of change in the industry, the Museum provides a secure 
record of technology developed by corporations that no longer exist. Reseat'Chers will 
increasingly seek access to the original materials held by the Museum. 

As key computing anniversaries and other milestones occur, the public seeks information 
about the event, and the media look for a focus to "locate" their coverage. The computer 
industry also needs a non-competitive forum in which to come together and celebrate the 
achievements of the field and gain perspective. 

C. StratelY 

The Museum's strategy is to develop authoritative and spectacular. exhibits and programs 
that will achieve high international visibility and public awareness. 

High visibility of a limited number of flagship elements will assist the development and 
dissemination of all Museum programs. The flagship could be the Museum's main site, or 
a highly successful program or publication. Different flagship elements will serve to reach 
different segments of the public and the computer industry. The Museum will build upon 
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its spirited approach to informal education, as exemplified in its exhibits and education 
programs. 

The Museum will seek to leverage every activity to extract maximum value and achieve the 
greatest possible impact. Exhibits will be leveraged with books, CD-ROMs, exhibit 
licensing, traveling components, and a presence on electronic networks; education 
programs Will be designed as national models, and The Computer Bowl will be adapted to 
become more effective television programming. 

~--- .. 

The Museum is currently committed to two projects each on the scale of a million donar.­
The Networked Planet and The Walk-Through Computer 2.0. These large projects will 
provide the basis for books, software, special events and programs. Through FY9S and 
much of FY96, they will be the Museum's flagships, providing the basis for positioning 
and visibility. 

The Museum will position itself to build cachet within the industry so that corporations will 
view the Museum as a desirable location from which to launch products and host events. 

D. Ten-Year Program Objectives 

.. 1. Become a world-class attraction offering exciting exhibits and special events that exploit 
and eXp'lain the latest technologies. 

2. Become a significant provider of books, television programmjng, and other informal 
educational materials about computer history, technology, application and impact. 

3. Develop innovative uses of computers in informal education. Become a provider, 
catalyst, supporter, mentor for museums, community organizations, schools and other 
groups seeking to establish their own informal exhibits and programs about computers. 
Actively support education reform. 

4. Provide an internationally recognized forum. for the celebration and recognition of key 
developments in the evolution of computing 

5. Maintain and enhance the historical collections and their documentation as a definitive 
collection of the history of computing. Establish the Museum and its collections as a 
premier resource for research into the history of computing. 

E. Main Features and Goals of the Three-Year Plan 

Over the next three years, the Museum will fund and develop a new generation of 
immersive exhibits that will greatly enhance the excitement and educational impact of the 
Museum. The first of these will be a completely new version of the very popular Walk­
Through Computer that will offer an unforgettable larger-than-life experience both outside 
and within a giant desktop computer. Second, the Museum will focus on developing a 
simulation ride through a computer and onto the wide area computer networks dubbed the 
"information highway. II Simulation rides have immense drawing power and can provide a 
very strong feeling of "being there. II The Museum's opportunity is to develop one of the 
first educational programs for this new medium. Third, the Museum will develop a large­
scale simulation of an aquarium in which visitors will design their own "fish" which will 
interact with the simulated ocean environment. The fomth proposal is for a major exhibit 
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entitled "CompUters and Entertainment," presenting the application of computing to music, 
film and video, games, and virtual reality. 

These exhibit projects have been chosen for their ability to present important educational 
material about computers and their applications in a way that will appeal to the largest 
number of people. 

A high priority for the next three years is to increase visitation so as to maximize the 
Museum's educational impact. The exhibit programs referred to in the previous paragiiph 
will be coupled with vigorous marketing and public relations programs to draw visitors to 
the Museum. Attendance goals are presented in the following table: 

FY95 FYi 
no "Ride" 

% % 

120,000 140,000 174,000 145, 

The Museum's most important financial goal over the FY95-97 period is to raise dedicated 
funds to meet the mortgage liability of $550,000 on Museum Wharf. This is the final step 
towards the Museum's complete ownership of its facility. 
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n. ONSITE PROGRAMS 

A. Exhibit PrQlram 

Content 
The Museum's 1989-94 Exhibit Plan addressed the three questions: 

How do Computers Work? 
How did Computers Evolve? 
What do Computers Do? 

.~"'-:.. 

With updating and reinterpretation for the mid-1990s, these questions remain a good basis 
for exhibit planning. 

The Walk-Through Computer and its updated successor Walk-Through Computer 2.0 will" 
continue to address the first question effectively through FY97. People and Computers 
addresses the second question adequately, but will need refurbishing and updating, 
especially in the second half (from the PDP-8 to the 1980s) by FY97. Tools & Toys. 
Robots & Other Smart Machines and The Networked Planet (opening November 94) 
address the third question. 

The applica~ons of computing affect all members of society. New applications are 
continually in the news. Last year virtual reality was the hot topic. This year it is the 
information superhighway. The next exhibit plan will therefore shift increasing focus onto 
computer applications, and broaden its scope to deal more fully with the social impact of 
computing. 

A significant application area of tremendous public interest is the application of computing 
to the arts and entertainment. These subjects have the ability to reach out to diverse 
audie~es, and help the Museum shed its image as a place just for technology buffs. 
Exhibits that relate to the computers in the arts and the performing arts will, therefore, be a 
component of the next plan. 

The Museum will plan for flexibility in its exhibit programs to address topics of public 
interest. ''Rapid response" exhibits will require a new approach to exhibit development and 
funding in which exhibit development, fabrication, & installation can take place with staff 
and funding resources already in place. 

Exhibits on topical issues will not shy away from controversy. The Museum can help 
visitors face dilemmas without taking an institutional stand. For example, the issue of 
users' right to privacy on the networks will be raised in The Networked Planet exhibit, 
with different "network guides" taking opposing sides in the debate. 

Visitor research points out two areas the public would like addressed: 
1. The future: visitors seek access to cutting-edge technology and applications 
2. Resource guides: visitors want specific information about computer use and 

purchasing. 

The first point is addressed in the plan (Appendix I) in several exhibits. The second will be 
addressed with resource materials and pointers to reliable sources of information, and 
through a program of public workshops. 
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Exhibit A1Wf08.Ch 
To achieve greater impact and visibility, the Museum needs to mount spectacular exhibits. 
Examples include larger-than-life exhibits (Walk-Through Computer), environmental 
exhibits, or group virtual reality experiences. The plan calls for a major renovation of The 
Walk-Through Computer that, as well as updating it, will increase its visual impact from 
the exterior and its immersive, environmental quality in the mterior. 

Increased provision for contact between visitors and Museum staff can provide a means of 
increasing visitor engagement, especially for groups. Scope for presentations and ,=;:--_. 

performances should be planned into exhibit spaces . 

.5nG 
After The Networked Planet opens, one remaining 4,000 sf bay will be available for 
development at Museum Wharf. (Bay 1 on 6, formerly collections storage). Further exhibit 
development will replace existing exhibits. Appendix 2 shows the proposed deployment of 
space. 

Major Exhibit Program After Walk-Through Computer 2,0 (WTC2 ,0) CQpening June 
~ 
Three primary criteria need to be applied in selecting major exhibits: 

1. How does the exhibit further the Museum's mission? 
2. Will the exhibit support the Museum's audience building, marketing & positioning 
goals? . 
3. Is it fundable and are there opportunities for financial leverage? 

The following three projects have been provisionally ranked highest according to these 
criteria and will be investigated further to determine their potential. 

Fly-Through a Computer and the Information Highway Simulation Ride 

~ 
Opening: 
Description: 

Mission: 

Audience: 

Positioning: 

October 4, 1994 

$1,500,000 
June 1996 
A six-minute movie with synchronized seat motion in a 15-20 person 
theater. Visitors view and feel a dramatic ride through the Walk-Through 
Computer. The ride follows the flow of information from a keypress, along 
the cable to the interface chip, along the bus, into the microprocessor, to the 
RAM, hard disk drive, back to the processor, to the video card and along 
cables to the monitor. The movie will incorporate animated sequences 
showing the inner workings of the components along the way. The visitor 
then follows the flow of information out via the network card onto a local 
area network and then through a router onto a wide area network. Visitors 
learn where computer networks go, what they connect, and gain a sense of 
their speed and capacity. 
The Ride serves as an introduction to both the Walk-Through Computer and 
The Networked Planet exhibits, introducing visitors to the basic elements of 
computer hardware, system software, and networks. It greatly increases the 
effectiveness of the W a1k: -Through Computer as an exhibit that explains 
how computers work. 
Motion rides are proven audience draws; people of all ages and 
backgrounds, but youth in particular, are drawn to simulation rides. This 
will draw populations from the New England area throughout the year. 
No permanent motion ride is available in Boston. A high-tech motion ride 
will position the Museum as a leading-edge institution, and accelerate the 
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repositioning of the Museum. as a fun, non-threatening place as opposed to a 
technologically challenging, history-oriented institution. This repositioning 
is a strategic objective for the Museum. The Ride's unique nature (owing to 
its coupling with WTC 2.0) will increase likelihood of print and electronic 
media coverage, which has been the Museum's best promotion vehicle to 
date. 

Fundability: Two funding models exist 
• Raise funds from corporate sponsors and offer sponsors an option to 
create duplicate copies of the Ride, with the other copies ttaveling or ,.:;:--.. 
permanently installed in loca~ons where sponsors wish to make an 
investment. 
• Develop the Ride with a partner who invests part or all of the capital 
required in exchange for part or all of the Ride sales and licensing revenues. 

Leverage: The Ride could be replicated for the cost of duplicate hardware only. If 
installed in other sites, the Museum would receive good exposure. 

Computers in Entertainment 

~ 
QpeninK: 
Description: 

Mission: 

Audience: 

Positionin~: 

Fundability: 

c. $500,000 
Fall 96-Spring 97 
A 3,000 sf exhibit and performance space featuring the application of 
computing in music, film & video, games, and virtual reality • Musical 
applications include the use of computers in the composition, auangem.ent, 
and performance of popular, jazz, and modem music. Movie applications 
include the creation of special effects, animation, and digital editing. The 
exhibit will offer many hands-on opportunities to experiment with and 
create music, movies, and games. 
Visitors gain an understanding of a growing, vibrant area of computer usage 
and an introduction to how it works. Visitors will feel empowered to use 
this technology themselves after they leave the Museum. 
This field is very accessible to people with no technical knowledge, and also 
appeals to diverse populations, especially young people. It has depth that 
gives it appeal to people in the computing field. A changing program in the 
exhibit's performance space would attract new audiences. 
Computers in Entertairunent furthers the "fun" and "cutting-edge" image of 
the Museum. The exhibit will be a first of its kind, and its components will 
be attractive to other science and technology museums. 
Potential sponsors include computer hardware, software, Ie, music, special 
effects, video game and software vendors. Possible federal support from 
the NEH and NEA. Exclusivity arrangements by entertainment companies 
may hamper funding. 
Good exhibit licensing and sales potential to other science and technology 
museumS, other educational institutions, and entertainment equipment retail 
environments, such as malls and stores. Traveling version is possible. 

Gmyp Simulation Installation-Artificial AQuarium 

~ c. $750,000 
QpeninK: June 97 
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Descrjption: A 1,500 sf space in which up to 30 visitors interact with a simulated 
environment. One example of a simulated environment would be an 
aquarium projected onto the walls of the space. A number of stations offer 
visitors the opportunity to create their own tish, selecting appearance, 
behavior, breeding, and titness functions. They then launch their tish into 
the environment and can watch its growth, interaction with other visitors' 
fish, and breeding patterns. .. . 

Mission: Visitors create their own simulated entities. The ability to select or script 
simple behavior offers an engaging and accessible introduction to ,=.-..,.. 

programming. Computer simulation of complex systems is an increasingly 
important application. Visitors can experience a simulation that contains an 
element of their own creation. 

Audience: The group simulation would be a one-of-a-kind experience that would be 
visually exciting and conceptually intriguing. As such it has the capability to 
draw well. The group nature of the interaction is highly desirable in a 
Museum, and would work very well with school visits. 

Positionint:: First permanent public installation involving a virtual environment and 
group interactions positions the Museum as a unique experience involving 
cutting edge and educational uses of computers. 

Fundability: Federal grant support from NSF; support from corporations and . 
individuals. 

Leyerat:e: The installation can be replicated for other spaces such as museums, 
corporate settings, or public spaces. 

Tempormy Exhibits 
The Museum will mount at least one temporary exhibit per year that has the potential to 
drive attendance and attract repeat visitors. In FY95 the Museum plans Aaron in Color: The 
Robot Painter. Computer animation in FY96 and the Electronic Classroom in FY97 have 
the potential to drive attendance. Appendix 1 lists other special exhibits plans. 

Conclusions: Framework for Exhibit Plan 
1. Develop one medium-large (2-3,OOOst) exhibit per year that has the potential to attract a 

·large audience. 
2. Open at least one popular special exhibit per year. 
3. Renovate or replace all existing exhibits by the end of FY97. 
4. Exhibits should contain elements that are spectacular and cutting-edge. 
5. Exhibits provide for presentations and performances. 

Appendix 1 contains the exhibit development schedule; maps showing use of the facility are 
in Appendix 3. 
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B. Overall Onsite Visitor Experience 

The Museum's three-year plan seeks to raise the quality of a visitor's overall experience. 
Improving the overall experience will move the institution along the path set out in the first 
ten-year objective-to become a world-class attraction. 

Visitors' experience of the Museum is significantly affected by the sunoundings, parking . 
facilities, signage, and lobby. In the Museum, visitors' satisfaction depends on contact 
with Museum staff and the quality of exhibit maintenance. --.,.. 

Over the next decade, major improvements will take place in the vicinity of the Museum-a 
Federal Courthouse will be built, a new MBTA line will be built with a stop within a block 
of the Museum, and a park area will extend continuously along the waterfront past the 
Courthouse. Additional development may occur on the old Northern Avenue bridge with a 
possible boat dock to service a newly created National Park on the Boston harbor islands. 
These changes will greatly improve the Museum's sunoundings and could have a positive 
affect on Museum attendance. Over time, the primary approach route to the Museum 
building will swing from the Congress Street side to the northern side. 

Open Space in Front of the Museum 
A new park in front of the Museum is planned as part of the Waterfront Project being 
developed jointly with The Children's Museum. The overall cost of the new apron park is 
$1 million •. The primary initiative is being taken by The Children's Museum. 

Parkini 
The Central Artery/l'unnel project and the new Federal Courthouse have reduced nearby 
parking space. Although some new parking garages have been constructed (e.g., 
Farnsworth Street), visitors are finding it harder to park. Efforts will be made to make 
parking arrangements with existing and new sites. 

Si&na&e & Visitor Orientation 
External signs on the site and lobby will be an integral part of the Waterfront project A 
new integrated internal sign system is needed to enable visitors to find their way round the 
galleries. New orientation signs will be placed at the fifth and sixth floor entrances. This 
will be implemented in FY95 at a cost of $10,000. 

Lobby 
Plans for the ''Wave,'' which will serve as a new entry lobby for The Computer Museum 
and The Children's Museum, are well developed. In order to exploit the Wave, ·the 
Museum will need to adapt its own existing lobby and store at an approximate cost of 
$200,000, including an exhibit to attract visitors into the Museum from the Wave. 

Visitor Services 
Visitor research indicates that contact with members of Museum staff (either paid or 
volunteer) greatly affect the perception of the Museum. A gradual overhaul of Museum 
visitor services programs is planned to create specific gallery roles-visitor greeters and 
demonstrators. Increased use of volunteers is also planned, rising to 30% volunteer 
staffing by FY96. 

Exhibit Maintenance 
Since hands-on interactive exhibits are the primary experience, the quality of the visitor 
experience degrades rapidly if exhibits are out of order. The goal is to increase the present 
average from 90% to 97% or better of the exhibits in working order at any time by 
increased staff resources, more training for all floor staff, and daily status reviews. Exhibit 
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planning will continue to allow flexibility so that malfunctioning exhibits can be seamlessly 
removed from the floor. 

C. Onsite Education Pmmms 

Onsite education programs include The Computer Oubhouse, the establishment of a pilot 
teacher development program, overnight program, and the visitor services program in the 
Museum exhibit galleries. .""l"--_. 

The Computer Clubhouse 
The Computer Oubhouse is an innovative learning environment in which 10-15 year-old 
youth engage in open-ended computer-based projects under the supervision of mentors. 
The program has reached approximately 500 children, over 90% from minority 
communities from the inner city. The projects encompass computer-controlled robotic 
devices, simulations, image-processing, music synthesis, and publishing. 

Over the next three years, the Oubhouse will make a transition from a pilot and experiment 
to an ongoing service. In the "steady state" mode, the Clubhouse will be utilized to the 
maximum possible extent, serving an average of 50 children per day (9am-5pm), with each 
participant making 20 visits during a 5-10 week course. Open-ended projects will involve 
image processing, simulations, music, games, robotics, and publishing. Clubhouse 
programs ~ continue to be refined. New projects will be adopted and matched with the 
abilities of new mentors. New technologies will be integrated as they ~ome available. For 
example, the use of high-speed networks is being planned. 

Dissemination ·of the results of the pilot program will be priority. The Museum will test the 
feasibility of building a copy of the Oubhouse equipment for traveling to local community 
centers such as Freedom House, YMCAs and Boys and Girls Oubs. Projects will be 
packaged for distribution to other museum computer labs and after-school settings. The 
Traveling Electronic Oassroom project (see section liB) will take many Oubhouse 
projects to eight museum sites. 

The Museum will develop fee-paying evening comses for adults (6:30-9pm) in such areas 
as desktop publishing and multimedia. 

The majority of Clubhouse funding will continue to come from private and corporate 
foundations with missions to provide new horizons to youth, especially those in 

. underserved communities. Major, multi-year grants will be sought. Additional revenue will 
come from the following sources: 

1. Internet Auction: two auctions per year will provide approximately $20,000 net. 
2. Oubhouse corporate memberships: annual sponsorships from corporations will be 
sought to fund visits to the Clubhouse. These may be tied to specific communities or 
schools. 
3. Fee-paying programs in the Oubhouse. A pilot Computer Camp program is under way 
to test this approach. . 

Teacher DeyeIQpment Pro~ 
The establishment of a teacher development program fmthers the Museum's objective to 
support education reform. 

The introduction of computers in schools is increasing faster than the ability of teachers to 
integrate them into their cunicula. Teachers' need to learn is amplified by recent legislation 
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requiring teachers to take courses to be recertified at regular intervals. The Museum is 
uniquely positioned to offer relevant training for educators. 

In FY95, the Museum will test a pilot teacher education program within the Computer 
Clubhouse. Teachers will develop their own projects, learning how to initiate similar 
activities in their own classroom. Collaborations on the development and implementation of 
this program will be pursued with Lesley College, Technical Educat;i.on Research Centers 
(TERC), and other organizations serving pre-service and in-service teachers. 

:=:;;:--... 

The Museum will develop, test, and then offer courses to teachers that emphasize informal, 
group, project-based uses of computers in the classroom, based on experience gained in the 
Computer Clubhouse. 

OyerniW Program 
Groups of 40-120 people, with a primary focus on children aged 6-17, participate in 
educational activities that involve them in the Museum's exhibit galleries. The program 
provides a valuable opportunity for a group to have a prolonged exposure to the Museum in 
a supportive and entertaining framework. The number of overnights will grow from 18 in 
FY95 to 25 in FY97. 

Computer Canms 
Up to 15 children aged 8-15 explore the Museum galleries and build projects in the 
Clubhouse ~n one-week camps. The campers utilize the Clubhouse and exhibits, providing 
famj]jarity with selected graphics, animation, robotics, music, simulation, and publishing 
tools. In FY95, seven camps are programmed, four in the summer, three during public 
school vacation weeks. In FY96, camp sessions will increase to 10, with 7 summer 
sessions. 

Special Eyents 
The Museum has hosted special events such as the Loebner Prize Competition (Turing 
Test), the Harvard Cup (Computer Chess Championship), the checkers championship, and 
MIT student robot contests. Such events have proven successful in raising visibility for the 
Museum. 

The Museum will continue to host events that are of public interest and that illustrate 
exciting and intriguing uses of computers. The contests will be conducted in partnership 
with other organizations to achieve greater leverage. Funding requirements range from a 
minimum of $5,000 for a small event organized mainly by an outside body (such as the 
Harvard Cup), to $50,000 for a complex event with major Museum involvement (such as 
the Loebner Prize). 

Additional events scheduled on weekends and dming public school vacation weeks will 
include computer animation festivals, teacher open houses, and demonstrations and 
educational activities in the galleries. The calendar of events will be designed to appeal to 
local audiences to encourage repeat visits. 

D .. Collections 

The historical collections at the Museum are one of a small handful of significant collections 
of the history of computing. It comprises nearly 1,200 artifacts, 570 film & video titles, 
and 4,000 photographic images. ffighlights of the collection include the Whirlwind, 
Univac I, mM System 360, DEC PDP-I, Cray 1, Xerox Alto, and Altair 8800. The 

October 4. 1994 13 



document collection is accessible electronically, and a catalog that integrates the artifact, 
film, and document collections is in progress. 

The first priority will be to continue to capture artifacts, photographs, films, documents, 
and software just-in-time, prior to literally being scrapped, by companies, individuals, and 
other museums. The Computer Museum has provided a parachute when missions change, 
companies merge or fail, and individual collectors pare down and move to smaller quarters, 
or die. In this way The Museum preserved a unique collection of Fairchild integrated 
cil'cuits, the SAGE Computer, Super Paint, the first paint program developed at CMU'lfui 
Xerox P ARC, and the first 'virtual reality' helmet The Computer Museum does this with 
quick reaction time and a unique focus and expertise that selects the significant technology 
for preservation 

From the start of collecting efforts, the characteristics of the collection have stayed the 
same. Highest priority is given. to collecting the important technological innovations with 
carefully selected documentation. The next priority is given to insuring that the classic or 
standard implementations of a technology are represented. In addition, the collections 
include examples of technologies that failed, of clones, and intermediary stages of 
evolution. 

The collection is devoted to computing, including intelligent machines, particularly robots. 
It includes all levels of integration of both ~ware and software. While the historic roots 
are in the d.Qmain of hardware including semi-conductors, the future emphasis will 
increasingly be software. 

Each hardware artifact or piece of software needs to have a full complement of material in 
order to be understood. For example, the original SpaceWar Game (the first interactive 
computer game) software is represented by its paper-tape program, program listings, 
videos of SpaceWar being played, oral history with its authors, photographs, and the PDP-
1, the computer hardware on which it was designed. 

Proactiye Collecting 
The greatest gains have been made in the collections when there have been special projects, 
such as the personal computer contest and the Milestones of a Revolution exhibition. In 
the next three years two significant activities will lead to improved and new collections: 

• Pinnacles of computing technolo/:y (see section II.C.-television programming) 
The technologies and their teams will lead to in-depth collecting in that area: hardware, 
documentation, video, film, software, oral histories and marketing ephemera. 

• The Guide to Kids' Software is gathering all the software for children and saving it for 
the collection. 

Access to the Collections 
To provide greater access to the collections, a 2,000 square foot exhibit and research center 
will be opened in FY97. It will display approximately 50 significant artifacts from the 
collections, as well as cases housing numerous smaller items and new acquisitions. The 
center will accommodate the library, document and photo collections. Stations will provide 
access to the Museum's collections database, and the Internet. The space will be open to the 
public every afternoon, with regular tours and special educational programs based on the 
collections. This project has a capital cost of $75,000 With an annual $10,000 staffing cost 

The collections database of artifacts, documents, film and video will be placed on the 
Museum's World Wide Web server. The photograph collection will be scanned 
electronically and added to the database for remote reference and selection. 
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Space and environmental meseryation needs 
As shown -in Appendix 3, (pages 4,6,& 8) space for collections at Museum Wharf will be 
reduced to make room for an exhibit staging area. The Museum will therefore move 
hardware artifacts to approximately 4,000 square feet of off-site storage in FY97. 

The documents are indexed in special acid-free boxes and, after scanning, the photographs 
are stored in special sleeves. Uniform temperature conditions are most important for the 
film and video collections. Further, since video is a relatively new media there are stilr'--_. 
questions and concerns about any long-term utility for archival purpose; video that the 
Museum acquired in 1980 is already deteriorating. The video content is being evaluated and 
the most information-rich transferred onto more long-lived media. 

E. Research 

Historical Research 
The Museum will provide the materials sought by researchers in the area of the history of 
computing. Materials include artifacts, archives, documents, books, film., and video .. 
Students, scholars, prior-art researchers, and journalists are the primary users. 

Informal Education 
The Museum will establish an exhibit lab that will be used for three kinds of research: 
1. Evaluation of Computer Museum exhibits in progress. 
2. Development and testing of Museum-developed applications of technology to informal 

education. The NSF-funded virtual reality research currently under way is an example. 
3. Public testing and evaluation of educational software and other educational research 

projects being conducted at academic research institutions. 
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lIT. NATIONAL AND INTERNATIONAL PROGRAMS 

TIrls section presents the plan to serve audiences primarily beyond the Museum's walls. 
The programs are designed to leverage Museum exhibits and collections. 

A. Exhibit LiCensing 

The Museum currently offers fifteen of its exhibits for licensing, at an average price of 
$2500. Most of these products are identical to exhibits running on the Museum floor. In 
some cases the Museum adapts its software to customize it for the client site. For example, 
the height sensor can be programmed with a custom script for aquariums and stores. 

The Museum's exhibit developers will design new interactive exhibit software suitable for 
use in other locations. An example is Letter to the President, a prototype for The 
Networked Planet exhibition. 

Despite aggressive marketing to the community of science and technology centers over the 
period 1991-4, exhibit sales have not provided significant net income to the Museum. In 
light of this experience, a new marketing and sales plan will be developed with greater 
emphasis on malls and retail stores. The Museum will seek an "OEM" arrangement with an 
outfitter of retail environments to act as our distributor to this market. 

B. Trayeling Exhibit: The Electronic Classroom 

If funded by the National Science Foundation, The Computer Museum will collaborate 
with the New York Hall of Science and the Oregon Museum of Science and Industry to 
develop the Electronic Classroom, a traveling exhibit designed to show parents, teachers, 
administrators, students and other members of the general public how computers can 
support science, math, and technology educational reform. The Computer Museum will 
take the lead on the content and will develop all the interactive elements of the exhibition. 
The exhibit has a particular focus on reaching parents, teachers, and young people from 
underserved communities. Much of the material in the Electronic Classroom is expected to 
be derived from the Computer Clubhouse. 

The development schedule is determined by NSF funding. The proposal will be submitted 
in February 1995, with a decision in late 1995. The overall funding requirement is 
approximately $1.6 million, with about $500,()()O requested as The Computer Museum's 
budget. 

C. Computer Museum Products and Educational Materials 

Books and Software 
The Museum is committed to developing three books for publication in 1995: 

• How Computers Work: Journey Through The Walk-Through Computer 
• The Computer Quiz Book of Trivia 
• Computer Museum Guide to the Best of Kids' Software 

The fll'st two titles will be published by the Crown Division of Random House. 
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The TCM Guide to the Best of Kids' Software will be published annually. The project is 
contracted to Catherine Miranker and Allison Elliot 

Further books being planned include "Pinnacles of Computing," an illustrated history of 
computing featuring the pioneering inventors; a Computer Oubhouse book on informal 
education about computing; and a "Wonder Book of Computing." 

In conjunction with the development of the Walk-Through Computer upgrade, the Museum 
will seek funding to develop a CD-ROM-based software product, entitled "How ,...,---. 
Computers Work: Journey Through The Walk-Through Computer." The CD-ROM will 
make use of graphics, animation, and software developed for The Walk-Through 
Computer. The software will offer users an interactive exploration through the many levels 
of hardware and software in a working computer. 

To stimulate the creation of new sites based on The Computer Oubhouse, the Museum will 
create a Oubhouse project sampler presented in the form of an interactive "point and click" 
tour of the Clubhouse. It will include information on projects in the Clubhouse and explain 
how other educators can start similar projects in their own after-school, community, or 
school site. The project sampler will be distributed directly by the Museum to interested 
parties. 

The publications program. is projected to provide a net income of approximately $15,000 a 
year. 

Materials for Educators 
The Museum will produce an updated teacher packet to cover new Museum exhibits, and 
provide pre-visit and post-visit resources to make the visit as enriching as possible. The 
packet will be distributed to teachers bringing groups, and, on demand, to educators 
nationwide. 

To dissemiruite the experience gained in The Computer Clubhouse, the Museum will 
develop Oubhouse Project Guides. These will contain detailed descriptions of specific 
Oubhouse projects, which will provide a basis for other sites to replicate the projects that 
have been proven successes at the Museum. 

Teleyision Prommming 
The Museum will seek to fund and develop a television series for PBS on the people 
behind the major inventions of computing. The series, provisionally entitled Pinnacles of 
Computing, will largely feature recipients of the National Medal of Technology and 
winners of comparable awards from outside the United States. The programs will focus on 
the human dimension of the invention of computing, with a view to providing inspiring 
role models for today's youth. The research to be conducted for the series is expected to 
lead to the gathering of significant materials for the Museum's artifact and film and video 
collections. 

Video Program 
The Museum's film archives contain unique footage of pioneering computers and their 
designers. With a $20,000 grant, the Museum is converting the film to a high-qUality 
video series knitting together footage of the pioneers and their machines to cover the period 
between 1939 and 1952. The videos will then be marketed commercially. 

The Museum will seek funding for a Walk-Through Computer 2.0 video, updating the 
successful first "How Computers Work" video. 
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D. The Computer Bowl 

The Computer Bowl serves as a highly effective fund-raiser for the Museum, while at the 
same time providing a forum for the computer industry to indulge in some humor. 

The Museum will develop and hold a second series of annual Computer Bowls to feature 
the next generation of industry leaders, modifying the format to allow for the production of 
a higher impact television show.=----

E. The Museum on the Net 

With over 15 million people already connected to the Internet and a further 3 million 
connected to commercial on-line services, a "network presence" will offer the prospect of 
serving as a direct delivery tool to help execute the Museum's educational mission as well 
as significantly increase the Museum's international visibility. 

As part of The Networked Planet exhibit development, the Museum has established a 
Gopher server that will contain general Museum information, selected exhibit text, 

- graphics, video clips, interactive software samples, and a collections catalog. Details are 
presented in Appendix 4. Once the Gopher server is established, the Museum will set up a 
World Wid~ Web server so that graphics and video can also be disseminated. 

Following the successful experience with a prototype in 1994, the Museum will offer two 
auctions annually over the Internet. The auction will include goods and services donated to 
the Museum for this purpose, as well as historical items that are acquired by the Museum 
but are not of interest for the collections. 

The Computer Clubhouse will disseminate information and present works created in the 
Clubhouse using the popular multi-media Mosaic browser for the World Wide Web. 

The Museum will offer membership services and sales from the Museum's store via the 
networks. The Museum collections catalogs will be placed on-line, including electronic 
images of the photograph collection. 

The Museum will explore other ways in which the essence of the Museum experience can 
be captured for remote use, going beyond information delivery. 
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· IY. FACILITIES PLAN 

As part of the Waterfront Project, planned to be completed by 1996, both the Childten's 
Museum and The Computer Museum will have a new entryway. This major addition to the 
building will have a dramatic impact on The Computer Museum's visitor flow in the lobby, 
and on the store. 

This plan calls for growth in the Museum's exhibits, programs, and visitation. The ,=;;--_. 

Museum is reaching the point where its 44,000 square feet at Museum Wharf will be used 
to full capacity. Section C below indicates the overall allocation of space for the Museum 
through the end of FY97. 

A. Lobby 

Plans for the new lobby are based on the requirements to: 

1. Attract visitors into The Computer Museum from the shared entry with The Children's 
Museum by providing a flavor of the Museum's galleries. 
2. Allow for smooth, easy access to the admissions desk and into the elevator. 
3. Maximize exposure of visitors to the Museum store. 
4. Provide C?nough capacity to handle at least two groups of 30 visitors simultaneously. 

A provisional plan for the lobby that achieves these goals is shown in Appendix 2. 

The lobby renovation will cost approximately $200,000 and needs to take place during 
FY96 to open with the new joint "Wave" entrance. 

B. Store 

A detailed plan for a new store facility, to be built in as part of the lobby renovation will be 
developed to offer: 
1. Greater square footage to offer more items 
2. Better flow-through, with all visitors exiting through store 
3. Higher visibility from the Wharf: more window space 

C. Oyeran Deployment of Space 

After the Networked Planet opens, all the Museum's space will be developed with the 
exception of one 4,000 square foot bay (Bay 1 on the 6th floor). This Bay will provide 
temporary exhibit space, and an exhibit featuring highlights of the collections together with 
an archive and video library. Complete gallery maps are presented in Appendix 3. 
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V. INSTITUTIONAL ADVANCEMENT 

Since establishing itself on Museum Wharf 10 years ago, the Museum has broadened its 
support to include over 200 corporate supporters and over 850 individual supporters. Over 
50 sources supported the Museum above the $10,000 level in FY94. Digital Equipment 
Corporation's past and continuing support, as well as the gift of the building, have 
assisted the Museum immeasurably. Today the Museum no longer relies on major support 
from any single source.=---· 

The Museum's exhibits, programs, collections, and vision for new and exciting 
developments make it the leader in hands-on educational exhibitry and preservation of 
computers. The Museum must establish itself as the museum of the computer industry, and 
the individuals who lead the industry. It must also build its reputation as an educational 
institution within the science & technology center community, and academics and 
practitioners of informal education about computing. 

A. Corporate Support 

FY95-97 Goals for Cor.porate Deyelopment 
1. Establish six new in-depth corporate relationships that provide approximately $50,000 in 
cash and/or. equipment annually. 

2. Double the number of corporate members, reaching 250 corporate members by the end 
of FY97, achieving the following revenues: 

Analysis of COlporate Sup.p0rt Growth Qpportunities 
Since FY90, more than 200 different corporations have supported the Museum. The 
Museum has had greatest success with the computer industry, with nearly $150,000 (75%) 
of corporate membership coming from this sector. As the Museum has not come close to 
"saturating" this sector, the Museum should continue to put its resources into expanding its 
base of support in this sector for the FY95-97 period. Secondary sources of support are the 
telecommunications industry, and the industries that make intensive and strategic use of 
computers, including the banking, insurance, publishing, film & TV, and wholesale and 
retail trade. 

The national trend towards the reduction in philanthropy and an increase in the support of 
non-profit organizations through corporate marketing programs is likely to continue. The 
Museum can respond to this trend by devising approaches that serve both the Museum's 
mission and corporate marketing needs. Programs in this category include the exhibits, the 
Bowl, and the Pinnacles of Technology TV series. 

The Museum can grow significantly in all dimensions of corporate support by: 

1. Targeting the computer hardware, software, telecommunications and media industries. 
The Museum's penetration is especially small in the latter two categories. 
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2. Developing a long-term, multi-faceted partnership with corporations that involve several 
internal advocates in each corporation, and multiple opportunities for participation in the 
Museum. 

3. Increasing opportunities for corporations to sponsor group visits through an increased 
level of support. . 

4. Presenting its case to a greater number of prospects, both through individual contact by 
Board, staff, and Museum friends, and through some targeted marketing approaches m-·· 
raise awareness of the Museum as an institution to which a corporation must belong. 
Examples include pro bono advertisements in the industry press and a presence at industry 
conferences. 

5. Diligently following up on opportunities with corporations that result from personal 
contacts or other connections. 

6. Enlisting leaders from major corporations to join the Museum's Boards. 

Benefits of Co:r,porate Membership 
1. Supporting the world's only computer museum. The Museum's education and collecting 
mission enhances the public's appreciation of the computer industry. 

2. Corporat~ breakfast seminars, started in 1985, attract an average attendance of 70 
people. For FY95-7, the program will continue with CEO/Chairman/President level 
speakers, with a projected increase in the average number of attendees from 60 to 100. 
Breakfast seminars will continue to be important opportunities to cultivate new prospects. 

3. Free admission tickets are fully utilized by Massachusetts based Corporations, either for 
employees or guests. Non-local members donate the majority of their tickets to the Museum 
for the ticket subsidy program to provide free visits of underserved groups. Children's 
thank: you letters to corporations provide effective positive feedback, and encourage 
members to renew. 

Overall Corporate Support . . 
The following chart shows the full spectrum of corporate support. Exhibit sponsorship 
attracts the greatest support, but revenues fluctuate based on the scheduling of major exhibit 
projects. The Museum will prime the exhibit development pipeline with a rolling three-year 
program to allow sufficient lead time and planning to develop a steadier flow of new exhibit 
funding and developmnent. 
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Corporate Support by Project 
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B. Indiyidual Support 

Individual Membership 
To attract new members and increase the retention rate, the Museum will expand member 
benefits and become more aggressive in its recruitment. 

New member benefits will include members-only exhibit previews and openings, 
invitations to special events, a members' desk in the lobby, and Internet access to Museum 
information. Ioint promotions with other museums, non-profits, or for-profit corporations 
will offer special benefits for members. 

FY95-97 Goals for Membership Development 
The goal is to increase the number of members by 10% each year. This will be achieved by 
increasing the renewal rate from 50% to 65%, and by attracting a greater number of new 
members. 

Annual Giving 
All of the Museum's constituency will be invited to contribute each year to the Annual 
Fund. Approximately 50% of annual giving will come from the Museum's major donor 
group, the Friends of the Museum. The Museum will seek to grow the number of Friends 
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by 10% each year, both to enhance the annual giving, and to add to the pool of committed 
major donors able to make leadership gifts to support future capital and endowment 
projects. 

FY95-97 Annual Giyin~ Goals 
FY95: $210,000, a 16% increase 
FY96: $231,000, a 10% increase 
FY97: $254,000, a 10% increase 

To achieve these goals, the staff and Board will work to enlist more donors at increasingly 
higher levels of giving, converting visitors to members, members to supporters, supporters 
to significant donors, and donors to Friends. The pipeline will need to be primed by 
introducing individuals who are new to the Museum. The Boards of Trustees and 
Overseers must playa leadership role, both in terms of their own personal giving, and in 
their active recruitment of new donors. To achieve the goals, each Board member will be 
asked to introduce three new potential supporters to the Museum each year dming the 
FY95-7 period. 

The opportunities to cultivate the Museum's supporters and prospective supporters are the 
monthly breakfast seminars, exhibit openings (four scheduled for 1994-5), the Computer 
Bowl events (the "kick-off" parties and the live event, one of each on each coast), and 
private tours with senior Museum staff at any time. 

C. Foundation Support 

Major, multi-year grants from major national foundations will be sought for educational 
programs. The Clubhouse is a good candidate for support especially with its dissemination 
plan and its potential for impact on K-12 education. Teacher development programs on the 
integration of computing within the schools with national applications will also be 
appropriate for major foundation support. 

D. SSQ Fund 

To complete the acquisition of the building, the Museum needs to raise $550K to retire its 
mortgage, and $200K to develop a new lobby and store area to accommodate the opening 
of the new entry "Wave" with the Children's Museum. An additional requirement of $50K 
to cover fund-raising expenses brings the total to be raised to $850K over three years. 

With guidance from the Development Committee, Trustees, and Overseers, leadership gifts 
will initially be sought from individuals, corporations, and foundations that did not 
contribute to the last Capital Campaign. As the fund progresses, donors who have already 
made capital gifts to earlier campaigns will be asked to contribute again to this special fund. 

The following gift table will be the guideline for a successful 850 Fund: 

one gift at $250K 
two gifts at $100K 
four gifts at $50K 
six gifts at $25K 
5-10 gifts at $5-10K. 
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The pace-setter gift of $250K will be required to launch the fund effectively. Cultivation 
and solicitation of the leadership gifts will begin in Fa1l1994. 

E. Fedeml SUDDort 

The Museum's exhibit and education programs are eligible for fedeml support from the 
National Science Foundation and the National Endowment for the Humanities. Both 
agencies take approximately 12 months from the time of submission of the pre1irninaty---· 
proposal to the start of the grant period (if funding is granted). Panel reviewers also like to 
see a project development cycle extending over 12-24 months as this is the norm. among the 
museum community. The Museum must therefore work on 2-3 year lead times in order to 
optimize its access to federal funds. 

Major NSF support is usually predicated on a program impact of over 500,000 people per 
year. The Museum must work in partnership with other organizations or seek funding for 
dissemination of existing programs in order to deliver the required level of impact 

Within NSF, Informal Science Education is the most likely funder, provided there is 
natural science content in the programs. At CISE (Computer and Information Science), also 
within NSF, computing is the focus, but the challenge here is to fall within its primarily 
research-oriented umbrella. IMS (Institute for Museum Services) General Operating 
Support ($~20K over two years) will be sought 

The Museum will seek: support from the National Endowment for the Humanities (NEH) 
for programs that have humanities themes. Exhibits that deal with the social impact of 
computing falls within the NEH's subject guidelines. Lead times of 2-3 years are essential 
if the Museum is to take advantage of both planning grants and the much larger 
implementation grants that can follow receipt of planning grants. 

Other potential federal sources include the Department of Commerce through its initiatives 
to demonstrate the impact and potential of computer networks, and the National 
Endowment for the Arts for exhibits on computer art exhibitions. 

Federal support requires a major investment in proposal development, but the sums granted 
can be significant (up to $1m for a major project) and success with a peer-reviewed federal 
grant can stimulate private sources to contribute. 
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VI. MARKETING & SALES PLAN 

A. Marketina Plan Outline 

Positionin& of the Musenm as an Institution, 
The'·Museuni'smission includes two quite distinct components. The first part speaks to the 
Museum's role as a source of inspiration about computing. The second delineates the 
Museum's role as' a preserver, celebrator, and center for research into computing's past:-· 
The MUseum offers unique experiences in both areas. A marketing opportunity for the 
Museum is to make both themes work together to support the positioning of the institution 
as a special, multi-faceted place. 

The following table lists aspects of the Museum that appeal to various constituencies. The 
data is based on informal feedback from the constituents. 

Museum Tourists Teachers" Local computer 
Characteristic School Families Professionals 

Groups 
umque high medium low high 
institution: past, 
present, future 
cutting-edge, medium low high low 
novel 
applications 

fun, engagmg medium medium bigh low 
exhibits 

mttoduction to low medium low low 
history 
legendary Icons low none none bigh 
of computing 
supports none medium none low 
cmrlculum 

The following table lists the vehicles that will be used to reach each of the Museum's four 
target segments effectively: 

Teachers 
groups 

October4,1994 

ehlcles 
Brochures in hote s, visitor centers, a.il'pOrt 
Listings in guide books, tourist magazines 
National and international media cov e 
Direct to teac ers, teacher open ouses 
Articles in educational magazines 
Telemarketing for repeat visits 
Presence in educator conferences and teacher worksh s 
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newspapers magazmes about 

B. Earned Revenues 

All museums' revenues are a mix between earned and contributed revenues, ranging from a 
low of below 28% earned (Lawrence Hall of Science) to a high of 87% earned (Pacific 
Science Center). The Museum has increased the percentage of earned revenue from 30% in 
FY85 to 50% in FY94 while increasing the operating budget from $lm to $2.2 million. 
Earned revenues are taken to include admissions, store (gross), functions, and exhibit 
sales. 

Innovative museum programs are generally supported from contributed revenue. Together, 
the Clubhouse and research on virtual reality accounted for $300,000 of operating revenue 
in FY94. An ongoing stream of innovative programs for underserved groups will keep the 
percentage of earned revenue from. rising above the 60% level. 

C. Admissions 

Visitors are attracted by new exhibits and special events. The marketing and PR plan is 
designed to grow attendance. Word of mouth is the largest single contributing factor to 
cause people to visit, whether they come from Boston, other regions of the US, or from 
abroad. 

According to "The Image Study," over 70% of the Museum's visitors are first-time 
visitors. This study also showed a high satisfaction rating by the visitor. Major new 
exhibits that are promoted should increase the proportion of repeat visitors. 

For FY95 and FY96, attendance goals are determined by The Networked Planet and The 
Walk-Through Computer 2.0, for which funding is in place. FY97 goals will be 
determined by whatever exhibit is opened in June 96, with its attendant marketing and PR 
efforts. Two scenarios are presented for FY97: 

Admissions Goals 

Year Total Increase Major Factors AffectiIlg Attendance positively (+) or 
Visits ofTota! negatively (-) 

FY94 118,206 0% -severe winter, no major exhibit opemng 
(actual) 
FY95 130,179 10% +Networked Planet; opens during lower attendance 
(bud) winter months, with 25% impact for last 6 months of 

year 
+Harold Cohen robot artist; 15% impact in April & 
May 
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+w - u • :~mDgm 
with $50K marketing budget; 
+NetworkedPlanet continues to draw in its first 
summer 
-Central Artery construction 
-Wave construction 
++Sun-
-Central Artery construction' 

mputers & Entertamment 
-Central Artery construction 

+ Temporary special exhibits 
-Central Artery construction 

:==;: .. - •. 

Admissions projections have proven hard to project accurately in the past. Weather, road­
works, economic cycles and news that competes with Museum stories for press coverage 
can cause swings of +/- 5%. 

The admission prices, currently $7 for adults and $5 for students and seniors, will be 
reconsidered in FY96 for a possible increase in FY97. The budget projections assume no 
change in rates. 

Marketin~ Tactics to Increase Admissions 

Advertisin~ 
Since 1984, the Museum has not purchased significant advertising. Over FY95-7, the 
Museum will increase its exhibit-funded marketing program to 8% of the exhibit budget, 
approximately doubling past allocations. Advertising will be enhanced through cooperation 
with media suppliers who will provide value-added packages that will appeal to current and 
prospective visitors and supporters. Wherever possible, advertising will be tied to 
promotional programs. 

Partnerships 
The Museum will work with exhibit sponsors to enhance the business value of the donation 
through marlreting programs that capitalize on the relationship between the donor 
organization and the Museum. The Museum will also pmsue marketing partnerships with 
consumer-oriented organizations, such as hotel, automobile, and beverage industries, with 
the goal of increasing awareness, attendance, and marketing presence. 

Radio and Television Pmmmmin~ 
The Museum will establish itself as a supplier of information on computing subjects of 
topical interest, with emphasis on computers in recreational and educational applications. 
For example, the Museum will appear regularly on the nationally syndicated radio show 
"On Computers." 

Promotions 
The Museum will pursue multi-faceted relationships with major retailers, membership 
organizations, and corporations. An example cUITently being pursued is to bring together a 
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media outlet (Boston Glove), retailer (Lechmere), computer hardware (Apple), software 
(Maxis) suppliers, and a hotel (Swissotel) and an airline sponsor to offer an appealing prize 
package for a promotion featuring the Museum. 

GrouP visits 
The Museum will use direct mail to target additional school, community, and tour groups. 
The Museum currently mails to 15,000 educators and representatives on~ a year. By 
increasing both the frequency. and saturation of mailings, the Museum will increase 
awareness of the Museum's exhibits and programs. ~--... 

D. Functions 

Margins of 50% or better make functions a very attractive revenue stream for the Museum. 
The Museum will continue to present itself as an optimal site for high-tech introductions, 
small conferences, educational workshops, and corporate hospitality functions. General 
functions revenue (excluding Overnights) will increase from $153K (FY95) to $160K 
(FY96) to $168 (FY97). Revenue increases are expected from incremental gains on Bar 
Mitzvahs, corporate business associated with trade shows and conventions, ~d other 
corporate business. The plan is to emphasize corporate functions, as these support the 
development of the Museum's corporate relationships. 

A sponsored special function for selected travel agents, tour operators, event planners and 
meeting planners featuring the new exhibits will showcase the Museum to new prospects. 

E. Fee-Based Programs 

The Museum will expand fee-based programming such as Overnights and Computer 
Camps. Adult-oriented evening courses in the Clubhouse will be developed. 

F. Store 

Plan for the store, including costs and impact of new facility associated with a new lobby 
resulting from the Waterfront Project 

Impact of Internet access to the store. 
The Museum will increase the distribution of its unique products by forming relationships 
with strong retail organizations. 

The store will explore relationships with strong mail-order retailers that could offer in-store 
customers competitive prices in the educational atmosphere of the Museum. For example, 
Mac/PC Connection could sell Museum videos, giftware, and publications via their 
catalogs, and sell software in the Museum store via on-line or telephone ordering services. 

G. Exhibit Licensing and Sales 

The Museum will market its appealing exhibits to public space markets such as malls, 
universities, and libraries, and to entertainment venues including amusement parks. 

The Museum has established an OEM relationship with a supplier to retail stores in order to 
get increased access to the growing market for interactive fun activities in stores. 
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H. Partnerships 

Museums 
The Museum has benefitted from partnerships listed below: 

Bow 

Exhibits 

ua1 contests: Cess, Checkers, 
Tmin 

The Museum should actively seek out partnerships that offer the Museum one or more of 
the following: 

• Awareness and interest from a larger audience and specific communities of geographic 
areas 

• Higher profile in the computing community 
• Visibility and positioning as a leader in the field 
• Access to needed resources, either human or physical; examples include media 

production, exhibit fabrication, provision of equipment, communications facilities 
• Credibility in education, community work, project management 
• Access to new funding sources 

Competition 
In the Boston area, the Museum competes for visitors with other museums and with special 
attractions. The following table lists the major competitors and their annual visitations: 

stItutIon alendar 93 

ecialevent 

The Museum of Science has revitalized its program of special exhibits and has some future 
bookings that will compete directly with Computer Museum programs. An example is 
Liquid Vision, an exhibit developed by the Columbus Science Center which will be visit 
Boston in the Fall of 1996. The World Trade Center has held a major public exhibition on 
Virtual Reality in 1993. 

Nationally, the Museum competes with the Smithsonian for attention among the computer 
community, both academic, and corporate. During Smithsonian fund-raising drives, the 
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Museum has more difficulty in gaining the attention of corporate supporters. The Museum 
cooperates with the Smithsonian in collections activities. 

Regionally, the Museum competes with local science and technology centers. An example 
is the Tech Museum of Innovation in Silicon Valley. 

On an international level, limited competition exists, primarily for artifacts, with the 
national science museums of Britain, France, and Germany. 
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vn. DIVERSITY 

A. Overview 

The Museum's mission statement embraces diversity in its charge lito educate and inspire 
people of all ages and backgrounds. II 

Diversity, or multiculturalism, is an important topic today, in both profit and nonproflf,---· 
corporate and educational sectors. In essence, it means to include people from all cultures 
and backgrounds in the makeup of an institution's Board, staff and audience. The 
Museum's goal is to achieve 20% minority representation in each of the three areas by 
FY97. 

As of summer 1994, the Museum's visitor services department (which includes the visitor 
assistants who are most visible to the public) is 50% minority. The rest of the 30 staff have 
only two minority members. Gender diversity is good accross the entire staff. The 
Musuem's 25-person Board of Trustees has two minority and four female members, the 
remainder being white and male. The 38-person Board of Overseers has five min¢ty and 
four female members. The cultural makeup of Museum visitors is not recorded currently. 

B. Board 

• Seek out Board members from diverse communities by establishing relationships with 
various organizations such as The Partnership, based in Boston. 
• Seek nominations from existing members with ties to minorities. 
• Proactively seek more women candidates. 

C. Marketing to a Diyerse Audience 

The MU$eum offers ongoing initiatives to reach out to diverse populations. Some of these 
involve opening up the Museum to economically disadvantaged audiences, where the cost 
of admission might be a bamer. Currently offered are: 

• Reduced prices on Sunday afternoons 
• Reduced prices to teachers/school groups 
• Ticket subsidy program for coIpOrate members 

Special needs/elderly visitors will also be solicited; individual attention by visitor assistants 
will ensure a successful visit. 

The Museum's location is readily acccessible by public transportation to diverse 
populations in Boston. Access will be promoted by advertising on Boston's subway. 

D. Education 

The Museum reaches out to Boston's diverse neighborhoods through the Computer 
Oubhouse, which serves 1000 children a year, 90% coming from economically 
disadvantaged communities. Plans are in process to dissiminate Clubhouse programs to 
reach into diverse communities and into other cities nationwide. A Spanish language 
version of the audiotape exhibit tour, for which funding is cUITendy being sought, will help 
make the Museum accessible to Hispanic communities. 
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E. Exhibit Design 

• The Network Guides for The Networked Planet exhibit will have both Spanish and 
English captioning, appealing to the large Boston-area Hispanic population as well to as the 
hearing-impaired. 
• The NetwOrk Guides also personify diversity - mix of ages, gender, race. 

Exhibits staff are trying more and more to involve a diversity of approaches when creitihg 
exhibits, incorporating not just a technical bent, but a humanistic one as well. Developers 
also try to appeal to different types, not just techies or intellectuals, but to a broader 
audience. 

Other exhibit-related goals: 
• Incorporate as much diversity as possible into exhibit design and general signage - use 
of models, speakers with varying accents and range of vocabulary. 

F. Administration 

Steps to help ensure a pool of diverse candidates for job vacancies: 
• Advertise job openings in community-based newspapers, organizations; post on 
community· bulletin boards. Make a definite effort to use these venues in addition to more 
stereotypical places like other museums, museum associations, etc. 
• Place larger ads in the Boston Globe, which has city-wide readership. 
• Create and maintain an open, comfortable work environment where all staff feel at ease 
and valued. 
• Hold training/awareness session for all staff about the importance of diversity - to 
promote staff cohesiveness and understanding of issues involved. 

G. Building/Structural Issues 

• Ensure Museum is welcoming to special needs visitors 
• Develop a directional signage system that is language-neutral. 
• Develop signage for non-English-speaking visitors. 
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YID. FINANCE 

A. Qperatine Fund 

The Operating Fund supports all of the Museum's regular operations, including building 
costs, administrative staff, visitor services, education programs, temporary exhibits, 
collections, exhibit maintenance, general marketing, public relations, and development. The 
Museum plans to maintain a small net surplus each year in the Operating Fund, amouiIting 
to about 2% of revenues. 

Operating Fund revenues are composed of earned revenues (approximately 55%) and 
contributed funds (approximately 45%). 

While major exhibits are separately funded through the Exhibit Fund, temporary exhibits 
and. education programs costing less than $10,000 may be executed without special funding 
if they are expected to have a significant positive impact on the Museum. 

The three scenarios are tied to the exhibit to be opened in June of 1996. In the most 
aggressive scenario, (#1), the Operating Fund revenues increase from $2.7 million in FY95 
to $3.2 million in FY97, buoyed largely by a 25% increase in admission numbers and 
additional fees associated with the Simulation Ride and opening June 96. In Scenario 2, 
with Computers and Entenainment opening in June 96, Operating Fund revenue increases 
from $2.7 riilllion in FY95 to $2.9 million in FY97, based on a 4% attendance increase. 
Scenario 3 with flat attendance, projects an increase to $2.8 million in Operating Fund 
revenues for FY97. --

B. Exhibit Fund 

Permanent exhibits are developed with funds raised specifically for each exhibit. A 7% 
overhead is taken on all funds raised for permanent exhibits to meet costs of future, as yet 
unfunded exhibit planning. An additional 18% overhead is taken into the Operating Fund to 
meet administrative, building, and other indirect costs. 

The first page of Appendix 5 shows exhibit funding associated with each scenario. Exhibit 
funding varies dramatically depending on what exhibits are funded. The Simulation Ride is 
budgetted at $1.5 million in revenues, Computers & Entenainment is budgetted at $5001{, 
and the Artificial Aquarium at budgetted at $5OOK. 

C. Endowment Fund 

The Museum's Capital Campaign of 1991-4 established an Endowment Fund. The fund is 
managed by the Endowment Committee. This plan assumes that all interest from the 
endowment will be applied to the Operating Fund 

D. Capital Fund 

The Capital Fund holds funds raised through the Museum's capital campaigns. Capital 
Fund expenses include the building mortgage (principal and interest), building capital 
improvement costs, and fund-raising expenses. 
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The projections show revenues resulting from the completion of the Capital Campaign in 
FY95. Revenes from the new initiative to raise capital for the mortgage and the lobby 
renovation are projected at $250,000 in FY96 and $275,000 in FY97. In addition, $75K of 
revenue is projected in FY97 for the new collections-based exhibit and research center 
described on page 15. 

AppendiX 5 shows overall expense and revenue projections for FY95-97. 
~--... 
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IX. ADMINISTRATION 

A. Oyeryjew 

An expanding museum needs the necessary infrastructure-including the requisite number 
of staff, with adequate workspace and state-of-the-art equipment In addition to a positive 
work environment, staff development and competetive salaries and benefits are crucial to 
keeping a stable staff with no vacancies. ,=--- . 

D. Physical Space Requirements (see Appendix 3) 

Adequate workspace and facilities are needed for new staff, as well as volunteers. This 
includes actual workspace, staff meeting rooms, design and construction areas, and exhibit 
development space. 
• Additional staff will be accommodated by making more efficient use of the office spaces 
and by assigning unused spaces off the galleries as permanent office spaces. 
• Bay 6 on the fifth floor will provide some space for exhibit development and staging, 
accommodating the fluctuating numbers of temporary exhibit development staff. 
• Collections not included in the collections highlights exhibit will be moved off site. The 
current collections space in Bay 6 on the fifth floor will be reconfigured to house additional 
staff, the c~entry workshop, and an exhibit staging area. 

Cft Office Computer Network 

In FY95-6, the Museum will convert from the central host system to a client/server system. 

An exhaustive survey of current staff computing needs, along with a detailed plan for 
upgrading, was prepared in FY94. It includes the acquisition and implementation of an 
interdepartmental client/server system to link all administrative and functional parts of the 
Museum. The backbone of the plan, including a server, has been installed. Next steps are 
to move staff onto the network and establish the necessary software systems (accounting, 
development database, etc.). The changeover will require an ongoing aggressive plan to 
seek necessary donations of both hardware and software. 

With the recently acquired TIline and fault tolerant host, the Museum is well positioned to 
conduct many facets of the Museum's development, marketing, PR, and dissemination via 
the Internet. Connections into The Networked Planet will be in place by November 1994, 
with the other Museum functions to follow in 1995. 

Once the network is fully installed, one FfE will be needed for its upkeep - handling 
installations for new staff, training, upgrades, maintenance, etc. 

D. Staff Deyelopment and Support Programs 

Where appropriate, staff will be encouraged to attend conferences and courses to keep up 
with their professional peers and develop skills. Staff will be encouraged to attend the 
Museum's seminar series and public events. In addition, a series of lunchtime programs 
will be developed to help provide broadening learning opportunities for staff. Programs 
will include speakers, both staff and external, as well as video programs relating to 
computers. As funding permits, educational reimbursement will be implemented. 

October 4, 1994 35 



A periodic review of the staff benefits package will be conducted to ensure the Museum is 
getting the best possible value from its medical and insurance providers, and to review the 
opportunities and need for enhancing the benefits. 

E. Buildiol & Museum Wharf 

When the new 'Wave" lobby is complete, the Museum's maintenance costs will increiSe~ 
The proportion of the building running costs paid for by the Museum, currently set at 40%, 
will be renegotiated at the time of the time of the Wave's opening. 

Museum Wharf has long-term.parking and expansion problems, which are limiting to 
growth. The Musem will seek to partner with the Children's Museum in acquiring access to 
nearby parking. 
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Appendix Ii Exhibit Development Plan 

Permanent Exhibits 
... 

Opening Exhibit Content Size CostJFunding Target Approach Location 
Date Prospects Audiences 
Nov 94 The Large scale 4,000 sqft $815,000 General- Interactive (15) Replace Graphics 

Networked computing, Corporate capitalize on 2-Dimensional Gallery; Bay 1 on 
Planet networks, impact of NSF public Video 5th floor 

computer age NEH interest in V A interaction 
networks Demonstrations 

J1IDe95 The Walk- How computers 5,000 sq ft $850,000 General 3-Dimensional Revision of 
Through work Corporate; Environment Original Walk-
Computer 2.0 hardware & Learning Stations & Through 

software Video Computer 
industry 

Jtme% Simulation ride Motion ride 1,000 sq ft $1.5 million General, 15-20 person Adjacent to 
through computers Corporate; youth in theater with large Walk-Through 
and networks For-profit particular screen and moving Computer; Bay 3 

partner seats or 4 on 5th floor 
J1IDeCJ7 Computers in Applications in 3,000 sq ft $500,000 Youth Interactive (15) Replace 

Entertainment movies and popular Corporate; Adults, Video Milestones second 
music NEA,NEH Culturally Demonstrations bay 

diverse Process oriented 
J1IDe 97 Artificial Shared simulation 2,000 sq ft $750,000 General Installation Bay 3 on 5th floor 

Aquarium of complex system Corporate; 
NEA,NEH 

I! 
" 
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Temporary Exhibits 

Nov 27 

April 1- Harold 
May 30 95 Cohen 

Robot 

Computer 
Animation 

Feb 96 Feats of 
Computing 

June % The Computer 
in the 
Olympics 
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How New England 
artists are using 
computers in their 
work. 

Corporate 

Robotic paintbrush- 1,200 sq ft Individual 
handling art 
program 

Work of John Corporate 
Lasseter of NEA 
Lucasfilm/Pixar to 
coincide with 
release of full-
length feature 
movie 
Selected tour-de- 1,500 sq ft NSF 
forces of computing Corporate 
technology & 
applications on 
computing's 50th 
birthd 
Computers in the 1,000 sq ft Corporate; 
Olympics - in Olympic 
conjunction with sponsors 
Atlanta Olympics 
First topical issue 

2 

General 
Art 

Children 

Cutting edge 
technology; 
mainly 
interactive 
with some 
static 
Sports 
Adult 
Youth 
Interest in 
Olympics 

Approach 

Symposium; colab. 
with DeCordova 
Musewn 

interactive stations 

2-Dimensional 
Interactive 
Video 

Interactive 
2-Dimensional 
Video 

Bay 1 on 6th floor 

Bay Ion 6th 
floor; then 
integrated into 
Computers in 
Entertainment 
permanent 
exhibit in 
Reconfigure 
bay of People and 
Computers 

Bay 1 on 6th floor 
Temporary 
exhibit space 



The Machine 
as Model: 
Artists' views 
of the 

Electronic 
Classroom 
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How artists portray 
the computer. 

for student 
expression, 
communication, 
collaboration etc. 

3 

Corporate 
State Arts 

Parents Demonstrations 
Process oriented 

replace Robots & 
Other Smart 
Machines 

.. 
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· APPENDIX 4; THE MUSEUM ON THE NET 

The Museum will establish a presence on the Internet The first phase will be the 
establishment of a Gopher server to be up and running by November 1994, to coincide 
with the opening of The Networked Planet Exhibit The second phase will be the 
development of materials for dissemination via the Mosaic browser on the World Wide 
Web. The Museum will develop a Mosaic home page by early 1995. 

I, The Computer Museum Gopher 

Gopher is a powerful, widely used text-based Internet tool. The information currently on 
the Museum's e-mail server will be imported to the Gopher server. In order to facilitate 
access to the Museum Gopher server, the Museum will offer, for a nominal fee, a simple 
public-domain terminal program, available for PC or Mac, configured to dial the Museum's 
local-access Gopher number automatically. 

Computer Museum Gopher Menu 

The Computer Museum Gopher (Boston MA) 

1. Welcome to The Computer Museum Gopher! 
2. Exhibits! (David Oreschler) 
3. Educational Services! (Marilyn Gardner) 
4. The Historical Collection! (Gwen Bell, Brian Wallace) 
5. Museum Visits! (John Marchiony) 
6. Special Events at the Museum! (Gail Jennes) 
7. Museum Membership! (Betsy Riggs) 
8. The Computer Museum Store! (Margaret Dasha) 
9. Facility Rental for Functions (Martha Ballard) 
10. Exhibit Kits (Kevin Kelly) 
11. Museum Newsletter! (Gail Jennes) 
12. Museum Administration! (Mary McCann) 
13. Other Museum Gophers! 

1. Welcome to The Computer Museum Gopher 

1. AbOut The Computer Museum (mission profile) 
2. About this Gopher 

(purpose of Gopher site, access, features, instructions) 
3. How to Access Gopher if You Don't Have Internet Access 

(explains Gopher access via Gopher Mail and modem) 

2. Exhibits! 

3. Educational Services! 

1. The Computer Clubhouse! 
1. Mission Statement 
2. Project Areas 
3. Membership 
4. Mentoring 

2. Museum Publications! 
1. Educational Activities Packet 
2. People and Computers Catalog 
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3. How Computers Work Video 
4. Group Tour Information 

4. Historical Collection! 

1. History 
2. Holdings 
3. Usage 
4. Donations :0=;:--._ 

5. Images! 

5. Museum Visits! 

1. Hours and Prices 
2. Travel Directions 
3. Group Tour Information 

6. Special Events at the Museum! 
(press releases--menu items change with updates) 

1. E-mail the President 
2. Virtual Reality Adventure 
3. The Internet Auction 
4. The Computer Bowl 
3. Breakfast Seminars 

7. Museum Membership! 

1. Individual and Family Membership 
2. Corporate Membership 
3. Library Membership 

8. The Computer Museum Store! 

1. Store Description 
2. Books (includes Museum publications) 
3. Videos (includes How Computers Work) 
4. Posters 
5. Educational Software 
6. Other Computer-related Products 
7. Ordering by Phone or Mail 

9. Facility Rental for Functions 

10. Exhibit Kits 

11. Museum Newsletters! 

1. Spring 1994 
2. Winter 1994 
3. etc. 

12. Admjnistration/ 
1. Overseers 
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2. Trustees 
3. Honorary Trustees 
4. Staff Directory 
5. Volunteer Opportunities 

13. Other Museum Gophers 
1. San Francisco Exploratorium 
2. UC Berkeley Museum of Paleontology 
3. etc. .~~-.. 

Broadcasting The Museum's Presence 
To generate interest in the On-line Museum, the Museum will broadcast via the following 
Usenet newsgroups alt.internet.services, comp.infosystems.gopher, and 
comp.infosystems.www 

Information about the Museum can also be located by Internet users who use Archie 
(searches for fue names with a given search string) and W AIS (tool for searching text). 

II. The Computer Museum on the World Wide Web 

The World Wide Web is a means of organizing access to information on the Internet using 
hypertext dOcuments. In hypertext documents, users can follow pre-established links to 
quickly jump to material of interest to them. The Web can deal seamlessly with all media, 
including text, graphics, video and sound. Users access Web documents using a browser 
such as Mosaic, available from the National Center for Supercomputing Applications. 

The Museum will seek funding to support the development of documents for dissemination 
on the Web. 

Materials Suitable for the Web 

Same material as provided by the Gopher server and additionally: . 

Collections: 
- Photo Collections: selected images 
- Video Collections: selected movie fragments 

Exhibits: 
- Museum floor plan 
-Images of Museum site, galleries and interactive exhibit screen shots 
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Exhibit Scenarios 

FY96 FY97 
Total Funding Exhibit Fund Operating Fund Total Funding Exhibit Fund I Operating Fund 

All Scenarios .. 
Electronic Classroom yr 1 $150000 $123000 $27000 8ectronlc Classroom yr 2 $250000 $205000 $45000 
Temporary Exhibit $50,000 $50,000 $50,000 $50,000 

Scenario 1 
June 96 Slm-Rlde Opens $1,500,000 $1,230,000 $270,000 June 97, Artificial Aquarium $500,000 $410,000 $90,000 
Total Scenario 1 $1 700000 $1 353,000 $347000 $800,000 $615000 $185000 

Scenario 2 
June 96, Computers & Entertainment $500,000 $410,000 $90,000 June 97, Artificial Aquarium $500,000 $410,000 $90,000 
Total Scenario 2 $700,000 $533,000 $800,000 $615,000 

Scenario 3 
June 96: no major exhibit $100,000 $82,000 $18,000 June 97, Artificial Aquarium $500,000 $410,000 $90,000 
Total Scenario 3 $300,000 $205,000 $95,000 $800,000 $615,000 $185,000 

Note: Non-lemporary exhibit projects subject to 18% Indirect expense allocated to the Operating Fund 
8% of Exhibit Fund revenue allocated to marketing_the funded project 7% allocated to future exhibit planning 
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FY94 (act) 

SUDDortlRavenue 
RestrIcted SuDPort: 

CIubhou8e $250.710 
exhibit Related (detail a\tachedl $109719 

SDecIaI Projects $10904 
Unrestricted SuPPOrt: 

CllDIIaI cariIDaIanl850 Fnd 
ColDClrate Mentlenihbl $208138 

foundatIOn $29180 
ComDuter Bawl $438.931 

. SpecIal Development Dlar 
Memb8l8h1D Fund $187953 

Admission $504.388 
Store $283782 
Functions $179.828 
ExhIbIt SaIa8 $38.897 
Other: 

Interest $3288 
Publications 

Coll1luter C3mDB $425 

Total SuDDortlRevenue $2.224.117 

ExDalHa 
exhibit Development $83.570 
exhibit MalntlEnhancmenl $54399 
exhibit SaleslKIIs $38.848 
Collections $85.288 
education & Admission $287037 
Clubhouse $192.304 
MarketIng $250705 
Publlcatlonil 
Public RelatIons $92207 
Store $225280 
functions $85.190 
Col'/lllUlllrBawl $135447 
~eclal Development Pro).-
Fundralslna $88070 
MembershIp Fund $48.180 
I Lobby & Store Renovation 
MuSeum WhaIf: 

Operating Expense" $310,382 
Mortgage 

GeneraJ~ement $287,340 

Total ExDense $2.182245 

Net Revenue S41872 

*In rn5, this will be the Internet Auctions 
**Aasumee no Wave op. costs 

O~atlna Fund 
FY95 (bud) FY98 

$272.500 .$280.000 
$283100 $347.000 

$250000 $300.000 
$25.000 

$385.000 $375.000 
$40000 $45.000 

$210000 $231.000 
$581.900 $823.000 
$298.000 $327.000 
$190850 $204.000 

$53.300 $75.000 

$13.000 $13.000 
$110,000 $57,000 
$18000 $18,000 

$2.885.850 $2.900.000 

$78.792 $40.000 
$58179 $87.000 
$40.580 $48.700 
$59850 $82.843 

$333339 $350.000 
$215380 $198.000 
$251 580 $285.000 
$94.945 .$43.130 
$84594 $89000 

$238.828 $255.500 
$102.320 $109.500 
$115.818 $120.000 

$29.344 $32000 
$150088 $158.000 
$75,835 $81,000 

$300.000 $315,000 

$359,175 $380.000 

$2.588,381 $2.812.873 

S97289 5287328 

ScenarIo 1 (Slm-Rlde) 

. Capital Fund Exhibit Fund 
FV97 FY94 (act) FY95_(\lILd) FY98 FY97 FY94 (act). FY95 (bud) FV98 FY97 

p. 

$270.000 
$185000 $285.940 $1.344.785 $1.353.000 $815.000 

_$'198100 $41 000 $250000 $350.000 
$325.000 

$25.000 
$380.000 

$50.000 
$254.000 
$949.505 
$422.000 
$224.000 

$93.000 

$13.000 
$37.750 
$18.000 

$3.248.255 $198.100 $41.000 $250.000 $350.000 $285.940 $1.344.785 $1.353.000 $815.000 

$40.000 $342.140 $1.309.785 $1,244.780 $585.800 
$100.000 $4,299 
$54000 
$85.985 $75.000 

$420.000 
$208.000 
$278.000 $35.000 $108,240 $49.200 

$19.532 
$93000 

$338.000 
$117.000 
$125 000 

$35.000 
$185000 $130,849 $5,300 $15000 $15,000 
$85,000 

$200,000 

$330,000 
$128.977 $120,200 $113.378 $108.577 

$400000 II 
,I 

$2.871,517 $257,828 $125.500 $328.378 $198.577 $348439 $1.344.785 $1,353.000 $815.000 

S374738 1581 728 1584500\ IS78378 S153423 1580499\ $0 $0 SO 
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FY94 (act) 
Support/Revenue 
RestrlCIed SUPl!!lrt: 

C1ubhoU88 $250,710 
exhibit Related (de1aU attachedI $109719 

Special ProJects $10904 
Unrestricted SUp~ort: 

CsDItaI Campalgnl850 Fnd 
CoIDOf8t8 Memberahlll $208138 

Foundatlon $29180 
COlllDUtsr Bowl $438931 

SDecIaI Development mol· 
MembenJhfp Fund $187953 

Admission $504,388 
Store $283,782 
FunctIons $179,828 
exhibit Sales $38,897 
Other: 

Interest $3,288 
PublicatIons 

Computer Ca/mI $425 

Total Support/Revenue $2,224,117 

Ie. 

exhibit Development $83,570 
exhibit MalntlEnhancment $54,399 
exhibit Sales/K1ts $38848 
COllections $85288 
Education a AdmIasIon $287037 
C1ubh0U88 $192304 
Marketing $260705 
Publications 
Public ReIaIIona $92,207 
Store $225,280 
Functions $85,190 
COmputer Bowl $135,447 
I Special Development Prof: 
Fundralslna $88.070 
Memberahlp Fund $48,180 
Lobb~ a Store Renovation 
Museum Wharf: 

Operadng Expense" $310,382 
Mortgage 

General Mansoement $287340 

Total expense $2.182,246 

Net Revenue S41872 

"In FY95. this will be the Internet Auctions 
-Assumes no Wave op. costs 

Fund 
FY95 (bud) FY98 

$272,500 $280,000 
$283100 $117000 

$25~000 _$300,goo 
$25000 

$386,000 $376,000 
$40,000 $46,000 

$210,000 $231,000 
$581,900 $823,000 
$298000 $327,000 
$190,850 $204,000 

$53,300 $76,000 

$13000 $13,000 
$110,000 $57000 

$18.000 $18.000 

$2,885,850 $2,870,000 

$78,792 $40,000 
$58,179 $87,000 
$40,580 $48,700 
$59.850 $82.843 

$333339 $350,000 
$216,380 $198,000 
$261 580 $285000 

$94,945 $43,130 
$84,694 $89,000 

$238,828 $255,500 
$102,320 $109,500 
$116818 $120000 

$29,344 $32,000 
$150.088 $158,000 

$75835 $81,000 

$300,000 $315,000 

$359175 $380000 

$2,588,381 $2,812,873 

S97289 S57328 

Scenario 2 (C's a Entertalnm't) 

Capital Fund Exhibit Fund 
FY97 FY94 (act) FY95 (bud) FY98 FY97 FY94 (act) FY95 (bud) FY98 FY97 

$270,000 
$185,000 $285,940 $1344,785 $533,000 $562,000 

$198,100 $41,000 $250000 $350000 
$326,000 

$25,000 
$380;000 

$50,000 
$254,000 
$847,935 
$380,000 
$224,000 

$93,000 

$13.000 
$37,750 
$18,000 

$2.882.885 $198.100 $41.000 $250.000 $350.000 $285.940 $1.344.785 $533.000 $582,000 

$40,000 $342.140 $1,344.785 $533.000 $582,000 
$76,000 $4,299 
$64,000 
$86,985 $75,000 

$387,000 
$208.000 
$278,000 

$19,632 
]!a3,OOO 

$273,000 
$117,000 
$126000 

'~5,OOO 
$185,000 $130.849 $5,300 $15.000 $15,000 

$85,000 
$200,000 

$330,000 
$128.9n $120,200 $113378 $108,5n 

$400.000 II 
,Ii 

$2,728.517 $257.828 $125,500 $328,378 $198,5n $348,439 $1,344.785 $533,000 $582,000 

S154188 (S81 728) IS84500 ($78378 $153423 ($80499 SO SO $0 
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FY94 (ad) 

SupportlRavenua 
RestrIcted SUDDOrt: 

Clubhouse $250.710 
exhibit Related (detaU attached) "09.7'9 

Specfal Prolects $10904 
Unrestricted Suppon: 

CspItaJ C8mDa1anl850 Fnd 
Coqjorate Mambershfll $208138 

foundation '29.180 
Computer Bowl $438931 

SII8cIaJ DeveloDment pror 
Membership Fund $187953 

AdmIsaJon $504.388 
Store $283782 
FunCllons $179828 
exhibit SaJes $38,897 
Other: 

Inlere81 $3288 
PubUcatlons 

ComJ1l,ller call1lS $425 

Total SupportfRevenue $2,224,117 

Exllllll .. a 
exhibit Development $83.570 
exhibit MalntlEnhancmanl $54399 
exhibit SaJaslKlta $38848 
CoIlacllons $85288 
Educallon & Admission $287037 
Clubhouse $192.304 
Marketlna ~50 705 
Publications 
Public Relations $92,207 
Store $225,280 
FunCllons $85.190 
Computer Bowl $135,447 
SDecIaJ DeveloDment Pro!,· 
Fundralslng $88.070 
Membership Fund $48 180 
Lobbv & Store Renovation 
Museum WhaIf: 

Operating $310.382 
Mortgage 

General Management $287340 

Total Expense $2182245 

Net Revenue $41872 

°In FY95, this will be the Internet Auctions 
"Assumes no WflNe op. cosla 

Operating Fund 
FY95 (bud) FY98 

$272.500 $280.000 
$283100 $95000 

$250000 ' $300000 
$25000 

$385.000 $375.000 
$40.000 $45.000 

$210.000 $231.000 
$581.900 $823.000 
$298.000 $327.000 
$190850 $204,000 

$53,300 $75.000 

$13,000 $13000 
$110,000 $57000 

$18,000 $18,000 

$2,885,850 $2,848,000 

$78,792 $40,000 
$58,179 $87000. 
$40,580 $48700 
$59850 $82,843 

$333,339 $350.000 
$215,380 $198,000 
$251,580 $285.000 

$94,945 $43.130 
$84,594 $89,000 

$238,828 $255.500 
$102.320 $109.500 
$115.818 $120,000 

$29,344 $32000 
$150.088 $158,000 
$7Y35 _$81000 

$300,000 $315.000 

$359.175 $374,000 

$2.588.381 $2.808.873 

$97289 $41328 

Scenario 3 (No Jun 96 exhibit) 

capRaI Fund ExhlbnFund 
FY97 FY94 (act) FY95 (bud) FY98 FY97 FY94 (act) FY95 (bud) FY98 FY97 

,f' 

.~ 

$270.000 
$185.000 $285.940 $1344.785 $205000 $815.000 

$198.100 $41000 $250000 $350.000 
$325.000 
$25.000 

$380.000 
$50.000 

$254,000 
$823,000 
$349,000 
$224.000 

$93,000 

$13,000 
$37,750 
$18,000 

$2,848,750 $198,100 $41,000 $250,000 $350000 $285,940 $1344,785 $205,000 $815,000 

$40,000 $342,140 $1,344,785 $188,800 $585,800 
$75,000 $4,299 
$54,000 
$85,985 $75.000 

$387.000 
$208,000 
$278,000 $18,400 $49,200 
$19,532 
$93,000 

$275,000 
$117.000 
$125,000 
$35,000 

$185,000 $130,849 $5300 $15000 $15,000 
$85,000 

$200,000 

$330,000 
$128,977 $120,200 $113,378 $108.577 

$390,000 II 
,I' 

$2.720.517 $257.828 $125500 $328.378 $198577 $348,439 $1,344.785 $205000 $815,000 

$128233 ($81 728) ($84500) (S78378) S153423 (S80 499 SO '0 _$0 
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