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Approach Case Study: Museum Explorer

» Our case study is of software designed to apply -
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P3: Lack of clear goals.
Visualization is boring.

P1 & P2: Not clear why the
need of these functionalities.

P5: The act of exploring the exhibits
Is not challenging in itself.
P3: The activities are a little bit

Walk through the system answering

each of the questions considering y passive, because all they doing is just 2nd Question: 15t Question: P1: Give a dynamic sort of
the new modalities and the teaching clicking on things and they probably . Does the svst fogl

L L - Does the system ystem use '
objectives are not even reading them.

positive emotions to
encourage the

user to explore the
learning environment?

provide more difficult
material to challenge
the user?

15t Exploring: Does the system use
positive emotions to encourage
the user to explore the learning
environment?

2"d Challenging: Does the system Negative Affect Findings Positive Atrect
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P4: Multimedia could also help with this
(music, videos, YouTube links).
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