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AND	THE	LITTLE	LONGER	STORY	
	
Why	ENIGMA?	
	
To	support	our	democratic	values	and	the	importance	of	good	
communication.	To	equip	our	guests	to	be	active,	so	they	can	
participate	and	influence	how	we	communicate	with	each	other.	
We	work	in	the	triad	between	past,	present	and	future.	History	is	
included	through	the	museum's	rich	collections	as	perspective	and	
reflection	and	is	used	as	a	foundation	for	being	able	to	master	our	
present	and	manage	our	future.	
	
We	know	that	cultural	institutions	have	high	credibility	in	Danish	
society.	Therefore,	we	believe	that	as	a	cultural	institution	we	can	form	
a	trusting	framework	around	some	of	the	democratic	conversations	
that	are	difficult	elsewhere.	Our	staff	are	trained	in	communication	
and	are	therefore	able	to	invite	dialogue.	
	
We	also	know	that	cultural	visits	are	something	people	seek	out	as	a	
social	event.	By	supporting	our	guests'	desire	for	social	gatherings	and	
pleasant	moments	with	others,	we	believe	that	ENIGMA	can	help	open	
up	dialogue	across	many	different	divides.	
	
We	recognize	that	technology	can	be	a	hindrance	to	some	and	an	
advantage	to	others.	Therefore,	we	want	to	build	a	bridge	and	give	our	
guests	opportunities,	and	we	want	to	nurture	the	desire	to	play	and	
explore	new	technological	inventions.	
	
For	whom?	
	
ENIGMA	is	for	everyone,	but	we	feel	a	special	responsibility	for	
children	and	young	people,	because	we	believe	that	in	our	field	of	
activity,	we	have	a	rare	opportunity	to	get	this	target	group	talking	
about	such	important	topics	as	ethics	in	digital	forms	of	
communication,	bullying	etc.	
	
We	also	believe	that	we	can	create	space	for	generational	meetings,	
because	the	older	generations	will	be	able	to	use	the	visit	to	tell	their	
own	stories	to	younger	generations	through	the	meeting	with	objects	
from	their	lifetime,	and	we	believe	that	young	people	will	be	able	to	
use	their	digital	skills	and	understanding	of	new	media	to	explain	their	
lives	to	the	elderly.	
	
We	also	feel	a	special	responsibility	to	build	a	bridge	for	those	groups	
in	society	who	are	struggling	to	keep	up	with	the	digital	development,	
and	who	are	looking	for	quiet	meeting	places	and	opportunities	to	
understand	what	happens	when	their	everyday	life	is	changed	by	
technology.	
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The	big	issues	that	ENIGMA	is	moving	into	
	
1.	Historylessness	
ENIGMA's	collections	date	back	to	1624.	We	view	history	and	its	
objects	as	an	opportunity	through	which	we	can	impart	understanding	
that	people	have	always	been	challenged	in	the	areas	of	
communication.	We	believe	that	knowledge	of	past	times	can	be	
instrumental	in	creating	an	enlightened	basis,	because	we	can	learn	
from	history.	In	all	exhibitions	and	activities,	we	take	our	time	as	a	
point	of	departure,	but	we	use	history	as	reference	and	perspective.		
	
2.	The	democratic	conversation	
59%	of	all	Danes	no	longer	participate	in	the	public	debate	because	
they	find	the	tone	too	harsh.	ENIGMA	will	help	get	more	people	
involved.	We	believe	we	can	create	a	special	space	as	a	cultural	
institution,	because	trust	in	the	museum	as	an	institution	and	in	our	
staff	is	high.	We	see	the	museum	as	a	"safe	space"	as	a	golden	
opportunity	to	create	space	for	conversations	that	have	difficult	
conditions	elsewhere.	
	
3.	Generation	gaps	
The	digitally	native	generations	move	with	a	different	naturalness	
between	the	"real"	reality	and	the	digital	one.	The	older	generations	
do	not	have	that	ease.	They,	on	the	other	hand,	have	knowledge	of	
history.	Technology	has	a	special	opportunity	to	link	different	
generations	together,	and	there	is	learning	to	be	gained	both	ways.	At	
ENIGMA,	it	is	not	only	the	elderly	who	have	the	most	knowledge	and	
can	(re)learn	from	them.	The	younger	generations	have	just	as	
important	knowledge	about	contemporary	communication	
technologies	as	they	can	share	with	the	older	ones.	
	
4.	Different	publics	(which	rarely	meet)	
Where	we	previously	gathered	around	common	experiences	(e.g.,	
media),	today	we	move	in	a	fragmented	society,	where	different	
groups	do	not	naturally	meet.	Today,	for	example,	18%	of	Danish	
children	do	not	go	to	the	Danish	primary	school,	only	39%	regularly	
read	a	daily	newspaper,	around	160,000	are	members	of	a	political	
party	and	there	is	a	declining	participation	in,	for	example,	sports	
associations.	We	get	our	news	from	social	media	and	are	thus	subject	
to	algorithms	which	mean	that	we	are	very	quickly	only	exposed	to	
selected	material	(obviously	not	selected	by	ourselves).	We	pupate	
with	people	with	whom	we	share	attitudes.	
	
We	believe	that	the	cultural	institution	has	a	role	to	play	here,	because	
cultural	spaces	are	"safe	spaces"	where	we	can	talk	together	in	a	
trusting	and	trustworthy	framework.	Often	helped	along	by	people	
who	facilitate	and	help	the	conversation	along.	
	
5.	Digital	inequality	
One	in	four	Danes	has	weak	digital	skills.	It	creates	a	completely	new	
form	of	inequality	in	our	society,	that	one	in	four	is	excluded	from	
digital	forums,	where	more	and	more	activities	take	place.	We	predict	
that	this	challenge	will	take	up	more	and	more	space	in	the	coming	
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years.	By	empowering	our	guests,	it	is	our	hope	that	ENIGMA	can	
contribute	to	reducing	that	inequality.	
	
6.	The	museum	concept	–	what	is	a	museum?	
Since	we	changed	the	name,	which	still	includes	the	word	"museum",	
we	have	discussed	what	defines	a	museum.	Our	task	is	to	challenge	the	
common	perception	and	push	to	the	limits	of	what	a	museum	can	be	
and	what	role	a	museum	has	in	society's	value	chain.	Our	claim	is	that	
a	museum	is	a	dynamic	entity	that	should	constantly	change	as	the	
world	the	museum	reflects	changes.	A	museum	is	not	just	a	temple	for	
the	past,	but	a	cathedral	for	the	present	and	the	future.	History	(and	
thus	the	museum's	collections	and	knowledge)	gives	people	today	an	
informed	basis	on	which	to	make	their	own	decisions.	Because	
museums	enjoy	a	high	level	of	trust	in	Danish	society,	we	can	create	a	
framework	for	conversations	that	is	difficult	to	have	elsewhere.	
	
The	main	grip	of	the	mediation	
We	want	to	empower	our	guests	so	that	they	can	make	their	way	in	a	
world	full	of	communication.	An	opportunity	for	action	can	be	a	
realization	that	arises	in	the	encounter	with	the	museum's	exhibitions	
and	stories,	but	it	can	also	be	completely	concrete	skills	such	as	to	be	
able	to	master	new	technologies,	detect	misinformation	and	
disinformation	(fake	news)	or	invent	things	yourself	using	technology.	
	
The	human	encounter	matters	most	at	ENIGMA.	Both	the	guests'	
meeting	with	the	museum's	communication	staffs	as	well	as	the	
guests'	meetings	with	each	other	-	both	those	they	already	know	and	
those	they	talk	to	in	the	exhibitions.		
	
The	museum's	four	exhibitions	
	
Communication	in	crisis	
Fear	and	anxiety	are	fixed	components	of	the	communicated	reality.	
We	are	confronted	daily	with	new	stories	about	actors	and	processes	
that	threaten	us	as	society	and	individuals,	often	with	high-tech	
communication	technologies	as	weapons.	There	is	cyber	espionage,	
hacker	attacks	and	digital	mass	surveillance.	Fake	news,	information	
war	and	radicalization	in	front	of	the	screen.	In	the	exhibition,	it	is	the	
state	power	that	is	the	focus	of	the	investigation,	and	we	proceed	from	
a	three-part	hypothesis:	
		
1.	In	periods	of	war	and	crisis,	the	state	strengthens	its	control	over	
communication	in	society.	
2.	During	these	periods,	the	existing	communication	technologies	
themselves	acquire	the	status	of	potential	security	threats,	especially	
those	that	cross	national	borders	(transnational	communication).	
3.	At	the	same	time,	the	state's	need	for	functioning	communication	in	
critical	situations	is	growing,	so	that	completely	shutting	down	
communication	in	society	is	never	a	realistic	alternative.	
	
The	exhibition	takes	its	point	of	departure	from	today's	issues,	but	the	
perspective	is	historical,	because	in	many	ways	it	is	the	dark	and	
troubled	periods	throughout	the	20th	century	that	have	shaped	the	
state's	relationship	with	communication	and	communication	
technology.	The	exhibition	shows	objects	from	the	museum's	own	rich	
collection,	objects	on	loan	as	well	as	individual	artistic	comments.	
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While	the	exhibition	deals	with	four	dark	themes	that	historically	and	
currently	have	defined	and	are	still	changing	our	communication	and	
media,	it	also	encourages	visitors	to	critical	thinking	and	action.	
Central	to	the	exhibition	and	central	to	ENIGMA's	work	is	the	dialogue;	
here	designed	as	a	forum	that	collects	and	visualizes	input	from	the	
museum's	guests.	In	four	places	in	the	exhibition,	visitors	are	
presented	with	current	dilemmas	that	those	with	history	as	a	
reference	are	asked	to	deal	with:	How	much	surveillance	do	we	need?	
Where	do	you	get	your	news	from?	Can	we	trust	the	tech	giants?	
	
	
Ideas	that	connect	us	
Communication	and	media	history	is	full	of	good	ideas,	small	
inventions,	big	dreams	and	playing	with	new	technology	have	turned	
into	incredible	inventions	that	have	brought	people	together	and	made	
the	world	a	bigger	and	smaller	place	at	the	same	time.	
	
The	visual	backbone	of	the	exhibition	is	a	timeline	of	historical	objects	
that	runs	along	the	exhibition	walls.	We	begin	on	Christmas	Eve	1624,	
when	Christian	IV	systematized	the	Danish	postal	service	for	the	first	
time	and	founded	9	postal	routes.	We	move	in	technological	leaps	and	
look	up	inventions	and	technology	that	have	made	a	difference	in	their	
time.	As	in	1815,	when	the	Postal	Service	needed	to	develop	a	faster	
alternative	to	stagecoaches,	which	at	the	time	carried	both	mail	and	
passengers.	That's	why	the	picturesque	The	Ball	Mail	saw	the	light	of	
day.	There	was	no	room	for	passengers	here,	and	the	shape	–	round	
like	a	pumpkin	–	meant	that	the	carriage	could	whiz	through	the	
Danish	countryside.	We	get	past	wireless	communication,	telephony	
and	not	least	radio,	where	the	audience	can	get	a	sense	of	what	it	was	
like	to	be	a	teenager	in	the	1960s,	before	it	was	possible	to	listen	to	the	
modern	tones	of	the	time	on	the	state	radio	and	had	to	hack	their	way	
to	the	sound	that	was	broadcast	from	Radio	Mercur's	ship,	rocking	on	
the	Øresund's	international	waves,	sending	the	sound	of	modernity	
and	youth	into	teenage	rooms.	TV	technology	also	fills	the	exhibition.	
It	is	told	by	objects	from	DR's	technical	collection,	which	are	long-term	
deposited	at	ENIGMA.	
	
The	exhibition	ends	in	our	own	time	with	mobile	phones	and	the	
internet.	In	the	middle	of	the	exhibition	are	12-metre-long	worktables,	
where	the	museum's	guests	can	try	their	hand	at	inventiveness	and	
technological	enthusiasm.	Here,	inspiration	can	be	translated	into	
concrete	DIY	products	with,	among	other	things,	laser	cutters	and	3-D	
printers.	
	
	
Arkadeum	
In	the	basement,	guests	enter	an	arcade	from	the	1980s.	This	is	where	
the	foundation	for	gaming	culture	was	laid,	and	of	course	ENIGMA's	
guests	can	experience	the	historical	narrative.	But	not	just	by	looking	
at	the	machines.	Here	you	can	really	satisfy	your	gaming	urge	because	
the	machines	are	functional	and	can	be	used	by	the	audience,	who	can	
also	get	to	know	the	different	game	consoles	by	trying	them	out	for	
themselves.	
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We	have	reconstructed	a	boys'	room	from	the	1980s,	so	that	the	
audience	can	experience	the	physical	framework	around	the	culture,	
which	quickly	spread	and	became	a	new	way	for	children	and	young	
people	to	be	together.	
	
Pong,	Attari,	Commodore,	Sega,	PlayStation,	Wii,	Nintendo,	GameBoy….	
In	the	Arkadeum,	the	audience	can	see	or	revisit	the	many	different	
gaming	machines	that	have	captured	the	gaming	interest	for	five	
decades.	
	
Arkadeum	was	created	in	close	collaboration	with	Chrisstoffer	
Paluszewski,	BibBibBar.	
	
	
Teleportalen	
Is	a	children's	universe	that	invites	play	and	learning,	where	children	
can	express	themselves	actively	and	creatively	and	together	with	their	
siblings,	parents,	grandparents,	educators,	and	teachers.	A	space	
where	they	can	explore	together	our	ubiquitous	screens	and	the	
fascination	and	history	of	the	digital	world.	Because	we	love	our	
screens.	Sometimes	so	much	so	that	we	disappear	into	them.	But	here	
we	do	it	together.	
		
The	generations	growing	up	today	are	the	first	in	world	history	to	
grow	up	with	the	incredible	digital	world.	They	become	super-
consumers	of	the	new	media	reality	from	the	first	time	they	learn	to	
swipe.	Compared	to	other	European	children,	Danish	children	spend	
the	most	time	with	digital	media,	are	well	supplied	with	digital	tools	
and	have	access	to	them	early	in	life.	
		
There	was	a	time	when	most	families	only	had	one	screen	in	the	entire	
house:	the	television.	Back	then	we	were	often	together	around	the	
screen,	but	today	we	each	have	our	own	screen,	and	all	too	often	our	
digital	lives	are	something	we	keep	to	ourselves	rather	than	something	
we	gather	around.	Discussions	about	the	role	our	screens	should	play	
in	the	family,	in	daycare	and	in	all	our	other	communities	have	found	
their	way	to	most	dinner	tables,	parenting	groups	and	classrooms.	It	
can	be	difficult	to	keep	track	of	the	good	advice	from	the	experts,	but	
the	point	that	all	experts	agree	on	in	relation	to	children's	digital	well-
being	is	that	the	adults	must	be	interested	and	involved	in	the	
children's	digital	lives.	
	
In	the	Teleportalen,	children	and	adults	go	exploring	together.	They	
step	into	a	scenography	where	the	well-known	app	universe	from	
smartphones	and	iPads	grows	up	and	becomes	a	spacious	installation	
with	colorful,	bright,	and	attractive	squares,	just	like	the	apps	we	and	
the	children	know	from	our	screens	-	here	you	can	just	enter	them.	
Here,	the	digital	world	takes	on	both	physical	and	historical	form,	
when	children	and	adults	themselves	must	create	a	connection,	just	
like	the	telephone	operators	did	100	years	ago,	or	dress	up	in	a	real	
postal	uniform	and	help	distribute	e-mails.	They	can	also	send	a	
physical	text	message	in	an	old-fashioned	pipe	mail	system,	climb	into	
the	cloud,	and	slide	down	through	the	cable.	
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PRESS	PHOTOS	
Can	be	downloaded	from	www.enigma.dk/presse	
	
Contact	regarding	visits	and	interviews:	
Museum	director	Jane	Mylenberg,	jm@enigma.dk	
Phone:	2167	2819	
	


