
Saskia Akkersdijk
Steven Gerritsen

Michiel Neelen
Mark Oude Veldhuis

Gilberto Sepúlveda Bradford



CONTENT

• Project goals
• Prototype
• First user study
• Final User experiment
• Conclusion

2/2/2012 Thingy Cloud 2



PROJECT GOALS

“Creating a prototype for an interactive 
ceiling, which entertains people during 
their walk through public areas”.

• Change the behaviour people.
• Generating Smiles.
• Determine a set of interactions.
• The system must be entertaining for people, 

whether they just walk underneath it or play 
actively with it.
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PROTOTYPE

Thingies Avatars
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FIRST USER STUDY

“What kind of interactions we can use in 
our installation?”

• Do they understand the possible interactions 
we offer them?

• Do they like the interactions we offer?

• And what are the interactions they want us to 
implement?
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FIRST USER STUDY - RESULTS

Interactions:
• Eating thingies
• Merging and separating
• Changing shapes
• Thingies towards user if the avatar is large
• Thingies turn away from user if the avatar is 

small
• Avatar following user
• While ducking getting smaller
• Stealing someone else avatar
• Avatar goes to sleep (easter egg)
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FINAL USER EXPERIMENT

Does our system offer an user friendly 
and fun user experience?

• Does the user notice the ceiling?
• Does the user understand that the avatar 

follows the user?
• Does the user find all interactions?
• Does the user like the interactions?
• Does the user like the system?
• Is the system easy to use?
• Is the system fun to use by the user?
• Does our system produces smiles?
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USER EXPERIMENT - DESIGN

• Discovering the System

• Questionnaire
– General Information about the user
– Questions about the discoveries that the 

user got during the experiment and if 
he/she liked interacting with the system

– Adjectives that the user would apply to our 
system and that allow us to understand the 
quality of the experience that the user just 
got while taking part in the experiment. 
(Based on AttrakDiff)
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USER EXPERIMENT - RESULTS
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USER EXPERIMENT - RESULTS
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USER EXPERIMENT - RESULTS
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# Groups Interaction found

All Avatars follow users

All Avaters can merge and split

7 Avatars can eat thingies

3 Avatars can grow and shrink



USER EXPERIMENT - RESULTS
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Presenter
Presentation Notes
Yellow pragmatische qualiteit, how successfully users are in achieving their goal
Green hedonische qualiteit (identity), to what extent the product allows the user to identify with it
Pink hedonische qualiteit (stimulation), to what extend the user thinks the product is stimulating
Purple attractiveness.

Don’t take the red marked data into account because it is not appliable to our system. In these cases our system should contain both.



USER EXPERIMENT - ANALYSIS

• Positive reactions
• Participants liked the interactions
• Made people smile
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CONCLUSION

“Creating a prototype for an interactive 
ceiling, which entertains people during 
their walk through public areas”.

 Change the behavior people.
 Generating Smiles.
 Determine a set of interactions.
? The system must be entertaining for 

people, whether they just walk 
underneath it or play actively with it.
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