Leilah Lyons Sherry Hsi

o o o
Designing for the Cooperative Use of . | |
PhD Candidate Director of Research and Evaluation
@ & S — — Computer Science - Museum Studies  Center for Learning and Teaching
Multi-user, Viulti-device Museum Exhibits “ ™ . .o aploratorium

Player Role:
Radiation
@ Views overview of patient

C ¥ Exhibits

Study purpose: explore the design space for multi-user,
software based science center exhibits.

2 Design goals:
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Use Scenario

© Use stylus to choose beam
entry & exit points

@ Can adjust strength of beam.
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Radiation interface
on HP iPaqg

Support
groups
of visitor

Be consistent with
philosophy of playfulness
of physical exhibits

Player Role:
Surgery

® Be phenomenon-centric
® Be highly-interactive

(here, hafidheld computers) to play

Player
Roles

© Each acts on
different parts
of the simulation
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Player Role: on HP iPaq
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| dvws ¥ ® Cé ssels simulated(in real-time
® Can set depth of beam
Questions:  doindividual, private interfaces: ® Turg ' e penetration

distract users from attending to partners’actions?
affect users’ ability to participate in shared activity?

genetic da

cell health,
age, & bloodflow

Proton beam interface
on HP iPaqgq

Cancer simulation running on a
Tablet PC

Condition:
Individual input &
Individual output

© Input provided via handheld

Condition:
Individual input only

@ Input provided via handheld

Contribution:
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Contribution

@ No output via handheld

Awareness:

© Handheld output: screens display a
“zoomed-in"region of the simulation

Awareness
(self-reported)

@ Least likely to distract

© Likely to distract

@ Lowest cognitive load

@ Higher cognitive load
n=15

Condition:
Full implementation

@ Input provided via handheld

Comparing 1 &2 Condition 3

P(T <=t) two-tail
< 0.005

© Handheld output: screens display output
for chosen role
© Likely to distract n = 54

P(T <=t) two-tail
<0.02

@ Higher cognitive load

@ Insitu = higher external distractions output display.

mpeortant factor
to consider in multi-user exhibits




