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|. the Participant Journey Map

= Review related research
+
Insights from our previous work and

research
+

Expert interviews

=  QObservations
+

Evaluation

=  from Theory to Tool

Il.  Influential Factors
=  Ending Experiences
=  User Experience over Time

= Self-similarity vs. Abstraction



the Participant Journey Map for Interactive

Augmented Play Spaces
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Observations in situ

Museon & Naturalis
6 exhibits
covert observation
naturalistic behaviour

5 days between August and
November 2021

672 individual play encounters

Danica Mast, Joost Broekens, Sanne I. de Vries, and Fons J. Verbeek. 2023. Participation Patterns of Interactive Playful Museum
Exhibits: Evaluating the Participant Journey Map through Situated Observations. In Proceedings of the 2023 ACM Designing
Interactive Systems Conference (DIS '23). Association for Computing Machinery, New York, NY, USA, 1861-1885.
https://doi.org/10.1145/3563657.3595985
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all observation data (black),
split by age group:

(estimated age <18)

conditional probabilities
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Dance Along Sperm Race Life after Death

Drum Game Floor Circle Music Memory

Danica Mast, Joost Broekens, Sanne I. de Vries, and Fons J. Verbeek. 2023. Participation Patterns of Interactive Playful Museum Exhibits: Evaluating the Participant Journey Map through Situated Observations.
In Proceedings of the 2023 ACM Designing Interactive Systems Conference (DIS '23). Association for Computing Machinery, New York, NY, USA, 1861-1885. https://doi.org/10.1145/3563657.3595985
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| e , Realistic representation of participant behavior
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" Useful for indicating stagnations and progressions in
l | | participation flow

Awareness

\\ - / Support identification of influencing design and contextual
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Extra paths

“The Participant Journey map is a well-grounded,
valuable and realistic framework for evaluating and
w/ understanding participation with situated interactive play.“
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Influential design & contextual factors
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self-Similarity vs. Abstraction



Influential design & contextual factors & working mechanisms
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Play Endings &'Experiences

N Longitudinal Retrospective
@ CORPUS._ W Remembered Experiences




Longitudinal Retrospective
Remembered Experiences
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Results

Positive relation between UX & Replay‘VAttitude

)

Differences between played and reported play-endings

Players who played an open ending,
more often reported to have played a closed ending

Players who played an open ending,
scored lower on UEQ-Stimulation

#11 reported plays |
ks

|
Insights

Ask participants about their (experienced)played condition!

Open-ended play does not (automatically) lead to positive UX
facilitate goal-setting




Research-Practice Gap

Stakeholder Feedbac ] pefe ] e
RQ1 - What is the potential of the PIM for practitioners, professionals, and
HCI/UX designers:

'<

PJM Translations for Design (Education) Practice
RQ2 - In what form is the PIM useful for HCI/UX design education:
RQ3 - What did we learn about translating research to practice through

Spatial

translating the PIM into (various iterations of) a design tool: ey

Four cohorts — original PIM + three canvas iterations

the Participant Journey Map
from Theory to Tool




the Participant Journey Map
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