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Mad-Lib Tweets & Modern-Day Design Challenges: 
New Haven Teens on Board for Marketing New Haven Museum Collection 

 
New Haven, Conn. (January 23, 2014) –A fun and dynamic “Youth-Driven Design Challenge” has 
been developed to give teens from The Future Project (New Haven) a contemporary primer for 
promoting even centuries-old products using 21st-century marketing tools. On January 29, 2014, 
from 3:15 to 6:15 p.m. the students will learn how to promote to their peers industrial-age 
products from the New Haven Museum's current exhibition, “Beyond the New Township: 
Wooster Square.” The project is in conjunction with the upcoming “New Haven @ Work” panel 
discussions, February 5 and 12, 2014; see attached release. 
 
The Youth-Driven Design Challenge is a fast-paced simulation game based on three elements:  
 
Who Am I?  
Industrial design basics, including how to talk about a product in terms of its features 
 
What Makes Me Different?  
Branding, focused on how strong graphic design differentiates products from the crowd 
 
Tell Everyone! 
Social-media messaging to build engagement 
 
When the teens arrive, they’ll assemble into small groups, and randomly select a card for a 
product  represented in the exhibition, including:  

• a garment (corset, or a men’s shirt) 
• a carriage 
• kitchen product 
• an architectural style 
• a “Ripley’s-Believe-It-or-Not”-style museum of curiosities 

 
The students will negotiate in an open “marketplace” to trade for the chance to promote their 
preferred product. Mark Moneypenny, senior industrial designer at Big Bang in New Haven, will 
present a quick pep talk about design features of a product. Next, Sarah Tankoos director of 
engagement at The Future Project will lead the students in a quick exercise “human-centered 
design.” Commercial stone installation artist Mark Krueger will invite the group to consider how 
certain key features of their chosen product could be altered or modified to make it more 
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appealing to today’s youth.  Other design and technology professionals from the area will also be 
providing input. 
 
In the second segment of the program, Giula Gouge, founder of SheSoSocial, in New Haven, 
will introduce the three components of graphic design: shape, color and font.  She’ll test the 
students on recognizing just a tiny portion of famous logos, and the group will create collages 
with printed materials that represent the products well.  
 
The third segment, which focuses on social media, will include “Mad Lib Tweets” and other 
spoofed forms of publicity.  After some fun, the teens will craft their own messaging and put 
together a plan for communication channels and frequency. 
 
The resulting work of the Future Project students will be displayed at the New Haven Museum 
for the “New Haven @ Work” panel discussions, with discussions at both events. “New Haven 
@ Work” is part of “Connecticut at Work,” a year-long conversation about the past, present and 
future of work life in Connecticut created by Connecticut Humanities. 
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