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Abstract 

 

The aim of this thesis is to investigate mobile guides for use with smartphones. 

Mobile guides have been successfully used to provide information, personalisation 

and navigation for the user. The researcher also wanted to ascertain how and in what 

ways mobile guides can enhance users' experience. 

 

This research involved designing and developing web based applications to run on 

smartphones. Four studies were conducted, two of which involved testing of the 

particular application. The applications tested were a museum mobile guide 

application and a university mobile guide mapping application. Initial testing 

examined the prototype work for the óChronology of His Majesty Sultan Haji 

Hassanal Bolkiahô application. The results were used to assess the potential of using 

similar mobile guides in Brunei Darussalamôs museums. The second study involved 

testing of the óKent LiveMapô application for use at the University of Kent. Students 

at the university tested this mapping application, which uses crowdsourcing of 

information to provide live data. The results were promising and indicate that users' 

experience was enhanced when using the application. 

 

Overall results from testing and using the two applications that were developed as 

part of this thesis show that mobile guides have the potential to be implemented in 

Brunei Darussalamôs museums and on campus at the University of Kent. However, 

modifications to both applications are required to fulfil their potential and take them 

beyond the prototype stage in order to be fully functioning and commercially viable. 
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CHAPTER 1: Introduction  

 

 

 

 

 

 

 

 

 

 

CHAPTER 1 
Introduction  

 

Mobile technology is defined as the technology used for cellular communication. 

Mobile code division multiple access (CDMA) technology has evolved rapidly. A 

standard mobile device has gone from being no more than a simple two-way pager to 

being a mobile phone, GPS navigation device, an embedded web browser and instant 

messaging client, as well as a handheld game console (TechInfoPoint (2015).  

 

It is the fastest growing platform to date and continues to provide new experiences 

for users. Besides using mobile technology to connect users and communicate 

globally, it has evolved a further use in making mobile guide applications. These 

guide applications use mobile internet or a mobile data connection to allow users to 

go online and acquire information easily. The kind of information includes 

navigation, guides, reviews and personalisation. 

 

Institutions such as museums have installed this type of mobile technology. For 

almost six decades (Othman, Petrie, and Power 2011), mobile guides have been 

utilised in museums to enhance user experience. Conventional types of technology 
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that have been used in museums include handheld guides, smartphone tours as well 

as iPods and mp3 players.   

 

In recent years, mobile technology used in museums is no longer limited to just 

guiding the visitors and has been improved upon to enhance the user experience to 

make it more engaging. Many museums throughout the world have implemented the 

latest mobile technology to attract visitors to their institutions. From simple tour 

guides additional features have been incorporated such as social interactivity and 

games. 

 

This thesis discusses the usersô experience in museum and university environments 

using mobile technology. The reason for using the university as a platform was to 

gauge whether the usersô experience was enhanced using the mobile technology. 

 

In addition, usability scale and user interface satisfaction instruments were used to 

assess the quality of the developed mobile guides. Quality in this context implies 

ease of use and user satisfaction of the mobile guide applications that were 

developed. 

 

1.1 What is a Mobile Guide? 

A mobile guide is a portable device that provides multimedia information. This 

includes images, videos or text. Usually mobile guides are closely associated with 

usersô physical location and objects in the usersô immediate surroundings (Kjeldskov 

et al. 2005). A dictionary definition of the term ómobileô simply means ócapable of 

moving or of being moved readily from place to placeô (thefreedictionary.com 

2011). Proctor has classified and described mobile guides as follows:  

¶ Pocketable (phones, personal media players, gaming devices) and portable 

devices (tablets and eReaders); 

¶ Smartphones that run apps and access the Internet, and older cellular 

phones that do nothing more than make voice calls and send text messages; 

¶ Podcasts of audio and video content, and other downloadable content, 

including PDF's and eBooks; 
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¶ Mobile websites, optimised for the small screen and audiences on the go, 

and ódesktopô websites, designed for large, fixed screens but which are 

increasingly visited by mobile devices. 

(Proctor 2013) 

 

 
Figure 1.1 

Samsung and iPhone smartphones (image courtesy of Samsung and Apple) 

 

1.2   Motivation and Rationale 

The main focus of this thesis is to investigate mobile guides. This includes the 

development, usability, satisfaction and usersô experience of the mobile guides. The 

mobile guides were developed specifically for smartphones such as the popular 

Samsung and iPhone smartphones (Figure 1.1). A web application and web map 

application were used to produce the mobile guides, which run on the smartphones 

web browser. The two places used as subjects for this study were the Brunei 

Museum in Brunei Darussalam and the University of Kent campus in the United 

Kingdom. Although the two spaces are different in terms of usage both of these sites 

can benefit from using mobile guides.  

 

Mobile guides in the traditional sense have been used in museums for a number of 

decades while mobile technology was introduced a decade ago (Othman, Petrie and 

Power 2011). However, Near Field Communication (NFC) tags and Quick Response 
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(QR) codes have been used for less than ten years in these environments. Initially, 

the study focused on developing a museum mobile guide for the Brunei Museum in 

Brunei Darussalam. This museum has never utilised any mobile technology. 

Therefore, the researcher was motivated to develop a mobile guide for the museum 

to enhance usersô experience in the museum. For this pilot study the mobile guide 

web application that was developed used content based on the óKronologi KDYMM 

Paduka Seri Baginda Sultan Haji Hassanal Bolkiahô (Chronology of His Majesty 

Sultan Haji Hassanal Bolkiah). A typical user and mobile guide interaction can be 

seen below in the Museum of Modern Art, New York (Figure 1.2). This personal 

access to information and other data is often a satisfying and beneficial experience 

for the user. 

 

 

Figure 1.2 

A visitor using a mobile guide in MoMA (image courtesy of Dexigner) 

 

The other study in this research utilised the University of Kent as a space. Some 

universities in England have implemented their own university mobile guides such 

as Newcastle University and University of Oxford. Selected screenshots of these 

mobile guides are shown in Figures 1.3 and 1.4 respectively. 

 



16 
 

The purpose of this research was to develop a mobile guide to enhance usersô 

experience on the University of Kent campus especially among students. Therefore a 

web map application called óKent LiveMapô was developed which initially gave 

information specifically related to parking in the University of Kent. The prototype 

that was developed is a web based application which will run on any mobile phone 

browser which is different from the way mobile guides are used at other universities. 

The crowdsourcing aspect was another unique part of this application as users 

themselves are able to provide information.  

 

 

Figure 1.3 

Screenshot of Newcastle University Guide (image courtesy of Google Play) 

 

 

Figure 1.4 

Screenshot of University of Oxford Guide (image courtesy of Google Play) 
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1.3 Research Questions 

The two principal research questions and other relevant questions that the researcher 

aims to answer are: 

1. How can a map with dynamic real time data be generated through 

crowdsourcing? 

1.2 Can crowdsourcing of information offer reliable data? 

1.3 Is crowdsourcing of information sufficient to develop a viable application?  

2. How can Kent LiveMap enhance usersô experience on campus? 

2.2 What different types of information can Kent LiveMap deliver? 

 

1.4 Thesis Overview 

The rest of the thesis outline is as follows: 

 

Chapter 2 presents a literature review of the background related to the study. Topics 

were chosen which related directly or indirectly to the four applications that were to 

be developed as part of this research study. This chapter is divided into a number of 

sub-sections which focus on the features of mobile guides used in museums, types of 

visitor to museums, the mobile web, mobile map applications, parking problems and 

solutions, crowdsourcing, near field communication (NFC) tags, quick response 

(QR) codes, analysis and conclusions. 

 

Chapter 3 discusses mobile audio guides and the development of an audio guide by 

the researcher. It is based on a study of mobile audio guides using smartphones. The 

focus is on an audio guide, which was developed specifically for visually impaired 

students at the University of Kent. 

 

Chapter 4 discusses mobile guides used in treasure hunts and similar information 

trail activities. The focus is on another development by the researcher. This 

information guide was developed for a Scavenger Hunt at the University of Kent 

using smartphones. 

 

Chapter 5 discusses the study based on a web application called óKronologi 

KDYMM Paduka Seri Baginda Sultan Haji Hassanal Bolkiahô. This chapter is 
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divided into sub-sections including the method used for testing the application, 

design features, results, analysis, discussion and conclusions. The focus is on a pilot 

study used to test a web application prototype. The results of this study, which were 

limited in scope, were used as a learning experience so that the mistakes and errors 

arising from this study can be avoided in the future and acquired knowledge can be 

built upon. 

 

Chapter 6 discusses the óKent LiveMapô application, which is a web map application 

that uses crowdsourcing of information to obtain live data. As in previous chapters it 

is divided into sub-sections including the method of testing used, results, analysis, 

discussion and conclusions. The focus of this study was improving the methodology 

and developing relevant questionnaire instruments to provide more reliable results.  

 

Chapter 7 discusses the future development of the two mobile guides developed and 

tested for the purposes of this thesis. The focus is on amendments and addition of 

features to the Kronologi KDYMM Paduka Seri Baginda Sultan Haji Hassanal 

Bolkiah mobile guide and the Kent LiveMap mobile guide. The various potential 

uses of Kent LiveMap are also explored. 

 

Chapter 8 discusses the conclusions of this thesis. It addresses the research questions 

that provided the basis for the Kent LiveMap application. It also focuses on what 

was achieved through the research programme, acquired knowledge in the area of 

mobile guide research as well as the limitations of the research that was carried out. 
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CHAPTER 2: Literature Review 

 

 

 

 

 

 

 

 

 

 

CHAPTER 2 
Literature Review 

 

2.1 Introduction  

The work presented in this research programme identifies a number of topics in 

relation to mobile guides and the related technologies currently being practised. The 

topics explored are; ófeatures of museum mobile guidesô, ótypes of visitor in museum 

environmentsô, ómobile webô, ómobile map applicationsô, óparking problems, 

systems and solutionsô, ócrowdsourcingô and ónear field communication (NFC) and 

quick response codes (QR Codes)ô These particular topics were reviewed to establish 

guidelines for the development and study aspects of this research. 

 

The literature review is presented in the following order: 

¶ Section 2.2 ï This section discusses the features of museum mobile guides. 

These features are classified into three aspects, namely: tour guide, social 

interaction and play-game aspects. Cited examples and explanations are 

given for each of the three aspects. Additional features which can enhance 

usersô experience such as the use of storytelling and incorporating mixed and 
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augmented reality games into mobile guides are discussed in the ómissing 

featuresô section.  

¶ Section 2.3 ï This section discusses the types of visitors to museums and 

their reasons for visiting museums. Visitors are classified and categorised 

into distinct groups based on their behaviour traits and motives for visiting 

museum environments. 

¶ Section 2.4 ï This section discusses the óMobile Webô and the increasing 

importance of accessing the Internet using mobile devices. The types of 

applications used in the mobile web realm are outlined and the differences 

between mobile web applications and mobile applications are highlighted. 

¶ Section 2.5 ï This section discusses Mobile Map applications and the 

common mapping applications available on the Apple, Android and 

Windows platforms. 

¶ Section 2.6 ï This section discusses various Parking applications and seeks 

to address parking related problems and issues. A review of smart parking 

systems available in the market and their respective features is undertaken so 

as to be able to use the ideas and principles for developing a mobile parking 

application as part of this research study. 

¶ Section 2.7 ï This section discusses crowdsourcing with particular emphasis 

being placed on crowdsourcing information. The various models of 

crowdsourcing and their essential differences are explored. Mobile 

crowdsourcing of information is discussed further in this section, as this will 

be the primary method used to obtain data for the LiveMap application being 

developed as part of this research study. 

¶ Section 2.8 ï This section discusses Near Field Communication (NFC) and 

Quick Response (QR) code technology. A brief comparative study of both 

technologies is undertaken and usage of these technologies in museum 

environments and the tourism sector is outlined. 

¶ Section 2.9 ï This section provides an analysis of the literature review and 

summarises the conclusions. 
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2.2 Features of Museum Mobile Guides 

Usage of mobile technology in museum environments can be classified as having 

three main aspects, namely: tour guide, social interaction, and play-game aspects. 

2.2.1 Tour Guide 

The standard usage of mobile technology in museum environments employs the tour 

guide feature. This feature includes information, navigation and personalisation to 

varying extents. 

 

Information  - Information is retrieved about the artefacts in the museum using a 

smartphone. The information obtained may contain text, graphics, video or audio. 

Some museums do not provide complete information on all of their exhibits; 

therefore mobile technology can be used as an alternative way of obtaining such 

information. A previous study conducted in the Lapworth Museum, explored 

whether mobile technology can deliver information-centred experiences (Naismith 

and Smith 2009). By using the Hypertag Magnus Guide (Figure 2.1), the authors 

concluded that it was both convenient and easy for visitors to obtain information 

regarding the exhibits. 

 

 

Figure 2.1 

Screenshot of the Hypertag Magnus Guide 

 

Navigation - Mobile tour guide applications often provide map navigation in 

museum environments, which enable visitors to easily find the exhibits they wish to 

see. It also helps them to route themselves if theyôre lost inside the museum. The 

navigation maps are either static or GPS (Global Positioning System) enabled. Static 

maps are similar to paper or board-based maps where the user will find their location 
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manually. However, with a GPS enabled map, a smartphone will automatically 

detect where the user is currently located. One example of simple map navigation 

that has been successfully used in museums is the iMuse mobile guide (Fevgas, 

Tsompanopoulou, and Bozanis 2011). This guide provides a pre-defined tour with 

route and exhibition information within the particular room or rooms that the visitor 

is interested in (Figure 2.2). 

 

 

Figure 2.2 

Screenshot of the iMuse navigation section 

 

Personalisation - Phone-based tour guide applications can be personalised. 

Personalised tour guides enable the user to pre-define the mobile based on their 

interests. The personalisation can be setup in advance at home or on-site. The 

Cultural Heritage Information Personalisation (CHIP) interactive tour guide is an 

example of a mobile guide where users are able to personalise their preferences 

(Figure 2.3). Visitors can set which artefacts they want to see before arriving at the 

museum. Once the individual has finished selecting various artefacts the application 

will generate a map indicating the location of the relevant artefacts. Another example 

of personalisation can be found in the iMuse mobile tour application (Figure 2.4). 

This is a highly sophisticated guide where visitors can select what they want to view 

and this will generate a map that shows the location of the query (Fevgas, 

Tsompanopoulou, and Bozanis 2011) (Roes et al. 2009). Both of these examples 

show the effectiveness of tour guide applications, which allow visitors to rapidly find 

their way around in museum environments based on what they want to see.   
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Figure 2.3 

Screenshot of the CHIP tour guide selection section 

 

 

Figure 2.4 

 Screenshot of the iMuse personalised tour section 

 

2.2.2 Social Interaction 

The second aspect of mobile technology usage in museum environments is social 

interaction. Visiting the museum is often a personal and memorable experience but it 

is also significant to have social interaction as it will help other visitors share 

knowledge or opinions of the various exhibits and artefacts. This social approach to 

sharing knowledge can be achieved by leaving imprints, rating or voting, tagging 

individual artefacts, sharing emotions, or by giving reviews and comments. 
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Imprints  - Imprint systems use mobile technology to enhance visitor experience in 

museum environments. Leaving imprints can develop a fun aspect in which visitors 

can express their creativity based on the exhibit they are viewing and experiencing. 

Imprints provide social awareness, as visitors are able to view existing imprints. 

Based on surveys, 95% of visitors surveyed left imprints (Boehner et al. 2005). This 

demonstrates that imprint systems can be successfully developed to enhance social 

presence. Notably, 73% of visitors made their own imprints rather than using the 

default (Boehner et al. 2005). A typical imprint drawing page is shown in Figure 2.5. 

The imprint system has proven to be one of the most successful methods in engaging 

users to participate in what museum environments have to offer.  

 

 

Figure 2.5 

Screenshot showing an Imprint drawing page 

 

Rate or Vote - Rating or voting on exhibits in museum environments using mobile 

technology has been in use for almost a decade. By letting the visitor rate and vote, 

popular exhibits can be discovered. A óRateô or óVoteô is a system where users 

communicate through score; thus by having a score system, the mobile device can 

automatically recommend the most popular exhibits for visitors to see. The CHIP 

interactive tour guide, tested in the Rijksmuseum in Amsterdam, utilises a star rating 

system (Figure 2.6) which automatically recommends highly rated artefacts to the 

visitor (Roes et al. 2009). Other than rating of the artwork itself, users are allowed to 

rate the creator, creation site, material medium, material support, style and themes. 
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By these ratings, visitors can identify famous artists, favourite material types, 

painting styles and themes (Hage et al. 2010). Socially, visitors interact with each 

other by rating or voting for their favourite exhibits and artefacts. This feature saves 

time by providing the highest ratings for popular exhibits and is a useful tool for 

visitors to museum environments.  

 

  

Figure 2.6 

Screenshot showing the CHIP rating section 

 

Tagging - Social tagging is a feature in mobile technology, which allows the visitor 

to label the exhibits based on their own judgement. For example, a museum 

exhibiting a porcelain plate decorated with flowers, visitors can tag it with suitable 

words of their own choice, such as plate, porcelain, flower or china based on what 

they thought about that particular exhibit. MobiTags is an example of a social 

tagging system that has been implemented in museum environments to help visitors 

interact with exhibitions and individual exhibits. MobiTags allows visitors to add 

their own labels as well as existing tags, which they think, might be appropriate. 

MobiTags also employs a voting interface based on available tags to show which 

labels are the most appropriate choice for the exhibits (Figure 2.7). This entire 

tagging system helps visitors to find an artefact based on appropriate labels, which 

are later mapped to their location (Cosley et al. 2009). Tagging not only speeds up 

the process of finding artefacts but it also enriches visitor activities by allowing them 

to contribute their own labels. 
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Figure 2.7 

Screenshot of MobiTags, which allows the user to leave tags and vote for appropriate tags 

 

Emotions - Visitors may experience certain emotions towards a particular exhibit or 

artefact that they view and touch in a museum environment. With emotion mobile 

applications, the visitor can share their emotions by stating how they feel about the 

exhibit they see. For example, if a visitor appreciates a colourful painting, they can 

select a 'happy' icon as their emotion to reflect their feelings. A visitor can also check 

other peopleôs emotions about particular exhibits. Judging emotions using 

technology is not an easy task. One common way of assessing visitor emotions is by 

using emotion icons or emoticons (Meschtscherjakov, Weiss, and Scherndl 2009). 

This requires manual input by a user to enter how they feel at the time of examining 

and interacting with an exhibit. Typical emotions expressed through icon input are 

óhappyô, ósadô, ósurpriseô, óangerô and ódisgustô (Figure 2.8). 

  

 

Figure 2.8 

Emoticons expressing user emotion 
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Another example of assessing emotions using mobile applications is through the use 

of images and text to describe a particular emotion. This way of assessing emotions 

has been pilot tested using a system called Aurora (Gay et al. 2011). Users are asked 

to tap an empty photo box and select a single photo to represent how they feel. 

Additionally the user can type their emotion based on the image used (Figure 2.9). 

The findings of the research by Gay et al. showed that this was a tool that 

encouraged social awareness, emotion sharing and socially supportive behaviour. 

 

 

Figure 2.9 

Screenshot of Aurora system showing a user inserted image and caption 

 

Review and Comment features - Another common social interaction feature that 

can be implemented using mobile technology in museum environments is the adding 

of a review or comment for a particular artefact. While this is similar to storytelling 

and expressing an emotion visually, adding a review or comment is more concise 

and text based only. Instead of a visitor elaborating a story, he or she may comment 

briefly on an artefact by stating, ñThere are two cute dogs in the paintingò or express 

an emotion by stating ñI hate this paintingò. Using the review and comment feature 

of a mobile guide application can increase social interaction in museum 

environments regardless of mobile platform. 
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2.2.3 Play and Game features 

Additionally in museum environments, play and game features can be incorporated 

into mobile guide applications. These features enhance the individual users learning 

process and create a fun experience during their visit. Two examples of play and 

game features used in museum environments are educational games and scavenger 

or treasure hunts. 

 

Education - One of the goals of museums is to educate visitors with regard to 

knowledge about particular artefacts. Museums provide educational information to 

the visitor so that they are aware of and understand the various exhibitions. Cicero is 

a mobile guide application, which illustrates this educational aspect well. It supports 

six types of individual games, namely: quiz, association, details, chronology, hidden, 

and memory. Each of the games has a different style of testing the visitor. For 

example, the quiz game consists of multiple choice questions, association games 

(Figure 2.10) allow the user to associate images of a particular exhibit with words 

and the chronology game involves arranging artwork chronologically (Ghiani et al. 

2008). Based on an evaluation of the Cicero system, the adaptation features of 

education were judged as being interesting, stimulated learning, entertaining and 

improved user attention.  

 

 

Figure 2.10 

Screenshot of Associations game used in the Cicero System 
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Zydeco is another example of a mobile guide that has been applied in museum 

environments (Figure 2.11). It is an inquiry-based learning system that explores the 

museum. The system provides a new learning experience for visitors using a mobile 

device and keeps track of all usersô input. Zydeco allows the user to collect data, take 

pictures, record audio and utilises a virtual tool to generate data (Kuhn et al. 2010). 

The aim of Zydeco is to deliver an arranged education experience with outlined 

learning goals. 

 

  

Figure 2.11 

Screenshots of Zydeco showing data collection linked to photo and audio 

 

Scavenger or Treasure Hunt  - A scavenger or treasure hunt is usually held outside 

a building. This exciting activity has now been implemented in museum 

environments to increase the fun aspect of the visit. Recently, the National Museum 

of Scotland implemented a treasure hunt game called óCapture the Museumô. The 

format of the game follows a typical scavenger or treasure hunt but with the 

additional aspect of conquering exhibits. Visitors use their smartphones to scan the 

various exhibits and then answer questions relating to the exhibits. The team who 

captures the most exhibits gains territory (Figure 2.12). This is a stimulating way of 

achieving visitor interaction which makes the museum not just a place to educate but 

one that has its own play aspect (White 2013). 
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Figure 2.12 

Image showing exhibits which have been captured - National Museum of Scotland 

 

2.2.4 Missing Features 

Mobile technology currently offers many features for museum environments that 

contribute to a more enjoyable and beneficial experience for the visitor. However, 

there are still more aspects and features that can be implemented to enhance the 

visitor experience further. Mobile guide applications provide significant amounts of 

information, navigation and personalisation. Yet, there are still gaps in the social and 

play or fun aspects of using mobile phones in museum environments. This section 

will discuss some of these ómissing featuresô, which can be useful additions to the 

current arsenal of features in existing mobile guides. 

 

Storytelling - Storytelling is a social feature, which could be implemented in 

museum environments using smartphones. Visitors could share their experiences 

about things that had intrigued them. For example, if a visitor wishes to share a 

unique experience at a museum he recently visited, he could do so by sharing his 

adventure via smartphone. Moreover, this can improve the social aspect of visitorsô 

experiences (Fisher, Twiss-Garrity, and Sastre 2008). 

 

Mixed and Augmented Reality games - As mobile technology use in museum 

environments is on the rise, technologies such as near field communication (NFC) 

are being used as a medium to support museum environments in enhancing the 
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visitor experience. NFC has been incorporated into mixed and augmented reality 

games and based on evaluation it has proved to be a promising technology (Blöckner 

et al. 2009). NFC is a novel technology in which the user can easily tap or wave 

NFC tags with their smartphone and retrieve information (Figure 2.13). Based on 

research findings, mobile mixed reality games offer a unique experience for users 

(Coulton, Rashid, and Bamford 2006).  

 

 

Figure 2.13 

Traditional Pacman game using NFC tags 

 

Whack-a-mole is a mixed reality game that has been adapted using NFC tags (Figure 

2.14). The game involves players using a smartphone to read information via NFC 

tags. If a player taps or waves his smartphone on the appearing mole he will obtain 

points which are then accumulated with each mole ówhackedô (Broll et al. 2011). 

Mixed reality games employing NFC tags can be adapted and utilised in museum 

environments e.g. to see whoever can answer a question about a painting quicker. 
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Figure 2.14 

 Playing óWhack-a-moleô using NFC tags 

 

Another mixed reality game that uses NFC tags is an NFC matching game. This is a 

traditional matching game, which has been digitalised using a smartphone. Any 

players who manage to match a card, which is installed with an NFC tag, will get 

points (Sarmenta 2012). This tangible and casual NFC game demonstrates a novel 

way of implementing mixed reality games using NFC Tags. This type of game can 

be adapted and implemented in museum environments with an educational focus. 

 

2.3 Types of visitor in museum environments 

Although the primary reasons for visiting museums are for education and 

knowledge, each visitor has his or her own reason for visiting. A well-known 

museum researcher John H. Falk categorised visitors based on visitor targets. The 

five types of visitors were classified as óExperience Seekersô, óExplorersô, 

óFacilitatorsô, óProfessionals/Hobbyistsô and óRechargersô (Falk 2009). This 

classification is not mutually exclusive meaning that groups of people might change 

from one category to another, for example one day they visit the museum as an 

óexplorerô, and the next visit is as a ófacilitatorô. Visitors may also represent a 

mixture of these categories such as the óexperience seekerô who is also a 

óprofessional/hobbyistô. Types of visitor need to be recognised in museum 
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environments so that suitable mobile guides can be developed for museums, hence 

the importance of visitor classification. 

 

 

Figure 2.15 

Types of visitor found in museums by John H. Falk 

 

The various types of visitor (Figure 2.15) are discussed in more detail in the 

following section to understand what the different needs of visitors are and how best 

to implement suitable technology in the form of mobile guides based on visitor 

requirements.  

 

2.3.1 Experience Seekers 

Experience Seekers are visitors who are motivated to visit a museum to witness the 

most important artefacts and to create memorable experiences. This category of 

people is made up mostly of tourists. As they are most likely to be on a tight 

schedule they tend to focus on exhibitions that they think are essential for them 

during their visit. This category also includes local people who are attracted to new 

exhibitions that capture their interest. Visitors in this category often require guidance 

in the form of maps to navigate them during their visit. 

 

2.3.2 Explorers 

Explorers are curiosity-driven visitors who are known to value education and known 

to feel amazed and challenged by artefacts and exhibits. Their main target is to find 

something that will attract their attention and improve their knowledge. They tend to 

look for new information and new theories throughout their visit. To meet their 

goals, they will read labels and other information about artefacts that intrigue them. 

Explorers usually come alone or separate themselves from the group. They want to 
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explore alone at their own pace and without any rigid tour or audio guides. Falk 

suggested that explorers might use an audio or tour guide if it is flexible and if  there 

is freedom of choice (Falk 2009).  

 

2.3.3 Facilitators 

Facilitators are those who visit museum environments with others such as friends, 

families, relatives or children. They are the social type of visitors. They focus on 

enabling the experience and learning with others in the accompanying social group. 

Their primary goal is to ensure that the people in the group enjoy themselves and 

accomplish their own goals at the museum. Parents, for example are facilitators for 

their children. They show, guide and educate their children during their visit to a 

museum. If the acquaintances of the facilitator are not interested or fail to meet set 

goals, the museum can be classified as an environment for socialising and building 

relationships. 

 

2.3.4 Professionals and Hobbyists 

Professionals and Hobbyists visit museums because of a certain interest or to see a 

particular artefact. They are visitors who think the museum is a most important 

destination. This group of people consider themselves to be knowledgeable as it 

relates to their field of expertise and are unlikely to read the wall labels or 

information provided, as they would prefer to use their own interpretations. Their 

aim is to see and seek specific exhibitions. They may also attend lectures or 

workshops organised by the museum and enjoy talking to the experts and learning 

behind the scenes. 

 

2.3.5 Rechargers 

Rechargers are often visiting museums specifically to relax in a peaceful atmosphere. 

Most of them are not interested in the exhibitions. They are primarily seeking a 

contemplative and restorative experience. They are the ones who most probably just 

sit in an exhibition room and listen to the ambience of background music. They are 

unlikely to borrow or use any mobile guide or other aid provided in the museum. 
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By knowing the type of visitors in museum environments we can make informed 

decisions as to what type of mobile technology guides are suitable for individual 

visitors and for the various groups of people visiting museums. The classification of 

visitor types discussed is particularly useful as it allows applications to be built to 

cater to many different needs and which will ultimately enhance the visitor 

experience. The need for highly specific applications is apparent when we 

understand the psychology and various attributes of the different types of visitor 

found in museum environments.   

  

2.4 Mobile Web  

The mobile web refers to the use of browser-based internet services from handheld 

mobile devices, such as smartphones or feature phones, through a mobile or other 

wireless network. Traditionally access to the World Wide Web has been via fixed-

line services on laptop and desktop computers (EQMEDIA n.d.). 

 

However, the Web is becoming more accessible by portable and wireless devices. In 

January 2014 the time of mobile access to the Internet exceeded desktop use in the 

USA (O'Tool 2014). 

  

2.4.1 Mobile Web application versus Mobile or Native application     

In the mobile realm the terms mobile web application (Mobile Web app) and mobile 

application (Mobile app) or native application (Native app) are all frequently used 

and must be defined for clarity to avoid confusion. 

 

Mobile applications (Mobile apps) and Native applications (Native apps) are 

synonymous. The term native app is the preferred usage and these are applications 

that are found on mobile devices and are accessed through icons on the device. 

Native apps are installed by downloading from an application store (such as Google 

Play Store or Appleôs App Store). They are developed specifically for one platform, 

and can take full advantage of all the device features.  

 

Mobile Web applications (Mobile Web apps) are more commonly referred to as Web 

apps. Web apps are not real applications; they are really websites that, in many ways, 
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look and feel like native applications, but are not implemented as such. They are run 

by a browser on mobile devices and are typically written in HTML5. Web apps are 

similar to standard websites that run on laptops or desktops but are designed 

specifically for smaller portable devices such as smartphones and tablets (Figure 

2.16). 

 

 

Figure 2.16 

Screenshots of the Brunei Student Union's Website on a smartphone (Left) and on a desktop or 

laptop (Right) 

 

Web apps and native apps each have their advantages and disadvantages. In terms of 

device features, although web apps can take advantage of some features, native apps 

have access to all device-specific features including GPS, camera, gestures and 

notifications. A native app is best if your app must work when there is no 

connectivity. Web apps are considerably more discoverable than native apps as 

content is a lot more discoverable on the web than in an app. Maintaining a native 

app can be complicated, not only for users but also for developers whereas 

maintaining a web app is as simple as maintaining a web page. If platform 

independence is important this is better achieved with a web app than a native app.  

 

In summary, web apps and native apps are ways to cater to the needs of the mobile 

user. There is no unique best solution and each type of app has its strengths and 

weaknesses (Budiu 2013). 
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The distinction between web apps and native apps is anticipated to become 

increasingly blurred, as mobile browsers gain direct access to the hardware of mobile 

devices, and the speed and abilities of browser-based applications improve 

(EQMEDIA n.d.). 

 

2.5 Mobile Map Applications 

Mobile map applications are built to run maps on portable devices. The resulting 

mapping applications can be used either as a web app or a native app (mobile app). 

Using the mobile web, the web app will run on a mobile browser. However, as a 

native or mobile app it will run directly once the map application is installed to a 

mobile device. Ready-made map providers have developed mobile map applications 

including Google Maps, OpenStreetMap and Bing Maps.  

 

Google Maps is a mapping mobile app developed by Google for the Android and 

iOS operating systems; it uses Google Maps for its information (Figure 2.17). 

OpenStreetMap (OSM) is a collaborative project to create a free editable map of the 

world (Figure 2.18). OSM is considered a prominent example of volunteered 

geographic information and is supported by a non-profit organisation. Bing Maps is 

a web mapping service provided as part of Microsoftôs Bing suite of search engines. 

 

 

Figure 2.17 

Screenshots of Google Maps showing satellite view (Left) and street view (Right) (image 

courtesy of Google Play) 
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Figure 2.18 

Screenshots of OpenStreetMap showing landscape mode (Left) and portrait mode (Right) 

 

2.6 Parking  problems, systems and solutions 

Availability of parking spaces or lots is a problem which can be encountered 

anywhere in the world. Population growth leading to an increase in the number of 

vehicles on the road has resulted in insufficient parking lots (Idris, Tamil, et al. 

2009). This issue has been reviewed extensively by researchers to alleviate and solve 

parking problems. Various parking systems and solutions are discussed which 

deploy a range of technologies. Some of the key ideas and principles are reviewed 

for the purpose of possible implementation in developing a mobile parking 

application. 

  

2.6.1 Smart Parking Systems 

Smart parking systems have been implemented in the United States, Europe and 

Japan. A typical smart parking system provides information such as parking location, 

whether a parking lot is fully occupied, whether parking lots are still available and 

offers the flexibility to pay for parking online. Five major aspects of smart parking 

systems are outlined below: 

 

2.6.1.1 Parking Guidance and Information System (PGIS) 

This system provides direction towards a free parking space within the parking 

facilities. However, the availability and location of the parking space are unknown to 

the users before they reach the parking facilities.  
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2.6.1.2 Transit based information system 

This system includes transit information services for diverse transport types. 

Information is provided to assist drivers to their destinations as well as helping them 

to find available parking spaces in car parks. 

 

2.6.1.3 Smart Payment system 

This system is implemented to facilitate payment for parking. This is to overcome 

the conventional payment methods that usually delay the payment process. Smart 

payment systems reduce overall costs and staffing requirements for payment 

handling. 

 

2.6.1.4 E-Parking 

This system provides an alternative way of enquiring about the availability of 

parking spaces as well as giving the option to reserve parking spaces. E-Parking 

allows access using text messages (SMS) or through online enquiry. Incorporating a 

payment mechanism to the electronic enquiry component can easily be done. 

 

2.6.1.5 Automated Parking 

This system involves the use of a computer-controlled mechanism, in which operated 

machines automatically locate vehicles into allocated spaces. It is efficient as it 

utilises the maximum parking space available (Liu et al. 2012). This system also 

enhances safety for both the driver and vehicle as parking is operated automatically. 

However, as a downside, automated parking systems require major investment for 

construction as well as operation (Idris, Leng, et al. 2009). 

 

2.6.2 Parking mobile applications 

Parking mobile applications allow users to find parking spaces using their 

smartphones. Some of the features of parking mobile applications include finding 

directions to parking lots and spaces, parking payment, setting parking times, 

making reservations, checking parking rates and providing information about the 

parking area. Three popular parking mobile applications, which are currently being 

used, are outlined below. 
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2.6.2.1 ParkMe Parking 

ParkMe Parking is a mobile application that can be downloaded using iTunes, 

Google Play Store and Windows mobile devices. This covers the Apple, Android 

and Microsoft platforms effectively giving freedom of access to any smartphone 

user. ParkMe Parking is free to users. The interface is shown in Figure 2.19. The 

main features allow drivers to; view informative maps of the parking areas they wish 

to use, check and compare parking rates, set parking times and gives real-time 

information on how many parking spaces are available as well as providing 

directions to the nearest drive way (Google Play - ParkMe  2014). 

 

 

Figure 2.19 

Screenshots of the ParkMe interface 

 

2.6.2.2 Park Me Right 

The Park Me Right mobile application is currently available on Google Play Store 

only. Hence it is limited to the Android platform at this time. This application can 

locate parked cars using an augmented reality feature or Google Maps. Other 

features include finding parking lots, automatic notification after parking, sharing 

your car position to friends and family, searching the nearest parking lot and parking 

meter calculations. The augmented reality feature uses the camera function of a 

smartphone where it will point to a marker location of the parked car (Figure 2.20). 

Sharing location can be forwarded using social networks such as Facebook, Twitter, 

Foursquare or through SMS (Google Play - Park Me Right:Free Car Locator  2014). 
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Figure 2.20 

Screenshots of the Park Me Right application (image courtesy of Google Play) 

 

2.6.2.3 Parkopedia  

The Parkopedia mobile application can be downloaded using iTunes, Google Play 

Store and over any Windows smartphone. This application can find the current 

location of the user and allows entering of an address (Figure 2.21). The features 

include; obtaining directions straight to the parking space, checking parking 

availability in real-time, confirming opening hours, prices, payment method and the 

application allows users to narrow their parking choices by using filters (Google 

Play - Parkopedia Parking  2014).  
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Figure 2.21 

Screenshots of the Parkopedia interface (image courtesy of Google Play) 

 

2.7 Crowdsourcing 

Crowdsourcing is the practice of obtaining needed services, ideas, or content by 

soliciting contributions from large groups of people, especially from the online 

community rather than from traditional employees or suppliers (Merriam-

Webster.com n.d.). A well-known example of crowdsourcing is the Wikipedia 

project. Rather than using traditional ways of hiring writers and editors, Wikipedia 

uses people to contribute information of their own (DailyCrowdsource.com n.d.).  

 

The principle of crowdsourcing is that more heads are better than one. By canvassing 

a large crowd of people for ideas, skills or participation, the quality of content and 

idea generation will be superior. However, for the purposes of this research, it is 

apparent that there are still problems on how to implement crowdsourcing when 

designing smart parking systems and applications. In this context crowdsourcing 

requires participation from the users of the system; therefore motivation is a key 

factor in getting users to participate. If there are sufficient incentives the user will be 

motivated to participate in crowdsourcing of the necessary information. 

 

  



43 
 

2.7.1 Crowdsourcing Models 

Various models of crowdsourcing exist depending on the skills, services, ideas and 

content required. Prevalent crowdsourcing models are outlined below. 

 

2.7.1.1 Crowdsource Design 

This crowdsourcing model seeks crowds of designers to do any work related to 

design. This includes designing logos, advertisements, videos as well as product 

design. The client will normally provide information relating to the work required, 

their budget and the deadline. Three popular crowdsource design websites are 

DesignCrowd (Figure 2.22), CrowdSpring and Freelancer. 

  

 

Figure 2.22 

Screenshot of DesignCrowd website 

 

2.7.1.2 Crowdfunding 

Crowdfunding is a crowdsourcing model that involves raising funds by getting 

crowds of people to donate money for a project or cause. Two popular crowdfunding 

methods are rewards-based crowdfunding and helping a business directly. Rewards-

based crowdfunding, as the name implies, gives the donator incentives such as pre-

purchase products. Kickstarter is a leading rewards-based crowdfunding website 

(Figure 2.23). Helping a business directly entails providing funds only. Donators are 

not allowed to invest or become shareholders of the company they are funding.  
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Figure 2.23 

Screenshot of Kickstarter website 

 

2.7.1.3 Macrowork  and Microwork  

Crowdsourcing tasks usually occur on the micro or macro scale. Macrowork is 

defined as large amounts of work that require specialised skills to do the work. 

Elance is an online staffing platform, which falls into the macrowork category. This 

website allows businesses to post jobs, search for freelance professionals and solicit 

proposals (Figure 2.24). 

 

 

Figure 2.24 

Screenshot of Elance website 



45 
 

Microwork on the other hand is defined as a series of small tasks, which together 

comprise a large unified project, and are completed by many people over the 

Internet. Microwork is considered the smallest unit of work in a virtual assembly line 

(Janah 2010). It is most often used to describe tasks for which no efficient algorithm 

has been devised and requires human intelligence to complete tasks reliably (Grant 

2010; Janah 2009). Amazon Mechanical Turk (MTurk) is a crowdsourcing internet 

marketplace that gives individuals and businesses access to a diverse, on-demand, 

scalable workforce and gives workers a selection of thousands of tasks to complete 

whenever itôs convenient (Figure 2.25). 

 

 

Figure 2.25 

Screenshot of Mechanical Turk website 

 

2.7.1.4 CrowdSearching 

Crowdsearching is a crowdsourcing model that uses geographic location to 

accomplish specified tasks. The Hipkey by Hippih is an example of a product 

utilising geographic location to locate and find items, pets or people. It is a crescent 

shaped alarm (Figure 2.26) that connects over Bluetooth to iOS devices to trigger 

visual, audible or vibrating alerts from the Hipkey as well as the device. It is used in 

conjunction with its iOS app to set its multiple ranges and modes and is recharged 

via MicroUSB (Hippih n.d.). 
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Figure 2.26 

Screenshot of Hippih website 

 

2.7.1.5 Crowd Voting 

Crowd voting is one the most popular models of crowdsourcing. It leverages the 

communityôs judgement to organise, filter and stack-rank content such as newspaper 

articles, music and movies. The Internet offers various mechanisms to perform 

voting. Coca Cola has used crowd voting for new bottle designs, Dominoôs Pizza for 

submitting new pizza ideas (Figure 2.27) and some have called the Reality TV show 

óAmerican Idolô the largest crowd voting ever conducted. 

 

 

Figure 2.27 

Screenshot of Domino's Pizza using facebook to crowd vote 
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These and other websites employ crowd voting in order to gain community opinions. 

The feedback serves as a low-cost alternative to conducting extensive market 

research when developing new product names, ideas or products themselves 

(Bunskoek 2014).  

 

2.7.2 Mobile Crowdsourcing 

Mobile crowdsourcing involves crowdsourcing activities, irrespective of the model 

employed, that take place on smartphones or mobile platforms. It is characterised by 

GPS technology and allows for real-time data gathering.  

 

Mobile crowdsourcing has become an increasingly popular method of providing 

large amounts of real-time data to improve daily life. This growth in mobile 

crowdsourcing can potentially be used in the design of smart parking apps. A case 

study on how to develop such a system has been outlined by Xiao Chen, Elizeu 

Santos-Neto and Matei Ripeanu (Chen, Santos-Neto, and Ripeanu 2013). 

 

Smartphones offer a great platform for extending existing web-based crowdsourcing 

applications to a larger contributing crowd, making contributions both easier and 

omnipresent. Access is either by web-based applications or new applications 

(Chatzimilioudis et al. 2012).  

 

Waze is the worldôs largest community-based traffic and navigation app (Figure 

2.28). It provides real-time traffic and road info, saving everyone time and gas 

money in their daily commute (Waze 2009). The application plays a major role in 

alerting other drivers by reporting if there are police on site, accidents, road hazards 

or traffic jams.  
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Figure 2.28 

Screenshot of the Waze application 

 

TaskRabbit (Figure 2.29) uses mobile crowdsourcing to outsource household errands 

and skilled tasks to trusted people in the community (DailyCrowdsource.com n.d.) 

(Keifer 2010). 

 

 

Figure 2.29 

Screenshot of TaskRabbit website 
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2.7.3 Motivation to Crowdsource 

Researchers have investigated user motivation and human willingness in 

crowdsourcing. Based on previous studies, peopleôs motivations are various and 

depend on the specific crowdsourcing project. Some of the reasons put forward as to 

why people contribute to crowdsourcing are outlined in the table below (Tokarchuk, 

Cuel, and Zamarian 2012). 

 

REASON  EXPLANATION  

Reciprocity and expectancy People contribute to the community or tend to help because 

they are expecting others will do the same for them when 

needed. 

 

Reputation People contribute to increase their prestige and to be well 

regarded by others. 

 

Competition People contribute to show that they can achieve more than 

others can. In some cases, this factor is strictly related to 

reputation building efforts. 

 

Self-esteem and learning People contribute to the community to grow as individuals, 

either in terms of their own self-perception or to increase 

their knowledge. 

 

Altruism  People act out of pure sympathy for others, with no 

expectation of reciprocity. 

 

Fun and personal enjoyment People tend to contribute more when they have fun doing 

so. 

 

Implicit promise of future monetary 

reward 

People typically act to increase their own human capital and 

market themselves. 

 

Money People receive direct compensation. 

 

 

2.8 Near Field Communication (NFC) and Quick Response Codes 

(QR Codes) 

Near Field Communication (NFC) and Quick Response Codes (QR Codes) are forms 

of contactless communication (nearfieldcommunication.org). Both of these 

technologies store small amounts of information such as a web address URL or ID. 

However, the way in which they function is different (RapidNFC 2014). These 

technologies are defined, compared and a brief survey of their uses in museum 

environments and tourism is discussed. 
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2.8.1 Near Field Communication 

Near Field Communication or NFC is short-range wireless communication utilising 

radio waves. The term is used in most cases for a specific set of protocols that enable 

two electronic devices, one of which is usually a portable device such as a 

smartphone to establish radio data communication with each other by bringing them 

closer than, typically 10 cm (4 in) from each other. 

 

The open platform NFC technology was developed by a collaboration of Philips, 

Sony and Nokia in 2004. It builds on the earlier Radio Frequency Identification 

(RFID) technology, which is a form of one-way, close-range wireless 

communication. NFC allows two-way communications and can operate in three 

different modes: 

 

Reader/Writer  ï The NFC enabled device reads or writes to a supported tag. 

 

Peer-to-Peer ï The NFC enable device exchanges data with a compatible device. 

 

Card Emulation  ï The NFC enabled device acts as a tag or contactless card for an 

existing NFC reader.  

 

NFC enables users to share business cards, make transactions and access information 

from smart posters with a simple touch. Data can be retrieved by tapping NFC 

enabled smartphones on NFC tags that store the data (NFC-Forum n.d.).  

 

 

Figure 2.30 

Samples of NFC tags and logo 
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These NFC tags (Figure 2.30) are passive data stores which can be read, and under 

some circumstances written to, by an NFC device. Present and anticipated 

applications include contactless transactions, data exchange and simplified setup of 

more complex communications such as Wi-Fi (NFC-Forum n.d.). 

 

2.8.2 Quick Response Codes 

A Quick Response or QR Code (Figure 2.31) is a type of matrix barcode or two-

dimensional barcode. A barcode is a machine-readable optical label that contains 

information about the item to which it is attached. Initially, QR Codes were designed 

for the automotive industry in Japan but nowadays they are used extensively in 

consumer advertising. A QR Code can be used to store a URL, website login and 

code payment (Naraine 2012; Grove 2011). Information is retrieved from a QR Code 

by scanning the QR Code with a smartphone. The smartphone must have a QR Code 

application installed so that the QR Code can be scanned and read. 

 

Figure 2.31 

Sample of a QR Code 

 

2.8.3 Near Field Communication versus Quick Response Codes 

A comparison of the relative merits of NFC and QR codes are published on the 

RapidNFC website. The pros and cons of these technologies are summarised under 

eight categories, namely: user experience, cost, size, product integration, print and 

customisation, availability in mobile phones and, programming and security. The 

outcome for each category is outlined in the table below (RapidNFC 2013). 
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CATEGORY  NFC QR CODE WINNER  

User Experience Works immediately without 

additional software. Tap an 

NFC tag from the home 

screen and the web link or 

command will launch 

automatically.  

 

Smartphone requires an app 

in order to scan it. To scan 

the code the user must first 

access the app and align the 

camera to the code. 

NFC.  

Offers a more 

slick and 

intuitive user 

experience. 

Cost NFC tags cost around 20 

pence each (BND 0.45) for an 

order of 1,000 tags.  

QR Code only costs as 

much as the print and can be 

included within existing 

print media at no extra cost. 

 

QR Code. 

 

Size NFC tags are usually 10-30 

mm in diameter and are very 

thin at just 10-20 microns 

(0.01-0.02 mm). 

 

QR code must be at least 20 

mm by 20 mm to ensure 

they can be scanned without 

error.  

No winner. 

Similar size. 

 

Product 

Integration 

NFC tags can be scanned 

without a direct line of sight 

and therefore it can be inside a 

product or hidden from view. 

Special on-metal tags must be 

used when the tag is placed 

within 5 mm of metal 

surfaces.  

 

QR codes must be printed 

visibly onto each product. 

Special care must be taken 

when printing on 3D 

products. 

NFC. 

Better for 

product 

integration. 

 

Print and 

Customisation 

NFC tags can be full colour 

custom print and can be 

hidden behind the printed 

media or within a product.  

QR Codes must be visible 

and can only have limited 

customisation in order to 

maintain its performance. 

NFC. 

Full colour 

customisation 

print and 

branding. 

 

Availability in 

mobile phone 

Not all smartphones are NFC 

enabled.  

QR Code can be used by all 

existing smartphones. 

QR Code. 

 

 

Programming NFC tags are easy to encode 

using a mobile app on NFC 

enabled phones. Only NFC 

tags are rewriteable. 

 

QR codes can be freely 

generated from a wide range 

of websites. 

No winner. 

Both easy. 

Security NFC tags have a fixed 

manufacture ID number and 

specialist tags can also support 

encryption to hide the 

programmed data.  

QR Codes have no security.  NFC.    

 

2.8.4 Usage of NFC Tags and QR Codes 

NFC and QR Code technology has been applied in many different contexts and are 

both widely used. NFC smart posters are used in magazine advertisements, fliers, 

billboards and other physical mediums. NFC smart posters are favoured over many 

other digital forms of communication because NFC technology is typically a native 

feature of the consumerôs mobile device. At the heart of each smart poster is an NFC 

tag, a small unpowered electronic device that holds a small amount of data such as a 
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web link, text or command. When an NFC enabled smartphone is placed in close 

proximity it powers the NFC tag and reads the information stored on it. 

 

In terms of mobile guide usage NFC tags and QR Codes, are used extensively in 

museum environments and for tourism purposes. A brief survey of usage in this 

context is outlined below.  

 

2.8.4.1 Museums 

Implementation of NFC and QR code technology in museum environments is 

becoming increasingly popular and typically provides information such as text or 

URLôs which automatically launch a video or web page related to artefacts, exhibits 

and other information which museums consider relevant to the visitor.  

 

Museum of London ï This was one of the first museums to launch a campaign 

utilising NFC tags. The project was supported by Nokia to equip them with the NFC 

tags and the statistics to measure their use. NFC tags are located next to artworks 

(Figure 2.32) or artefacts, which transmit web links to NFC enabled smartphones. 

The museum takes full advantage of current mobile technology and social media 

whereby visitors are encouraged to buy tickets for future exhibitions. They can also 

check in, follow or like the museum on sites such as Foursquare, Twitter and 

Facebook (Clark 2011b; MuseumOfLondon n.d.). 

 

 

Figure 2.32 

NFC tag being used in the Museum of London 
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The Bardo Museum ï This museum in Tunisia launched the first NFC guide in 

Africa. The application was developed in partnership with Orange. Visitors can 

access complimentary information on what they want to see, audio commentaries as 

well as historical and geographic perspectives (Figure 2.33). Children are provided 

with a games section comprising discovery, mosaic and junior activities which 

means they can learn while having fun. The application can run in three languages 

namely, French, English and Arabic (LiveOrangeTV 2014). 

 

 

Figure 2.33 

NFC guide in the Bardo Museum 

 

2.8.4.2 Tourism 

NFC and QR Code technology has also been implemented widely in the tourism 

industry. Many studies relating to NFC and QR Code technology usage in the 

tourism industry are available. Both technologies have similar functionality and are 

able to obtain information, find locations and offer payment services. 

  

Cityzi  - In 2010, NFC trials were carried out in the city of Nice, France. The pilot 

study led to the development of an NFC application with the brand name óCityziô 

(Clark 2010). Cityzi offers payment, transport and information services as well as 

loyalty points. The payment services offered allow consumers to make payment 

using their NFC enabled smartphone. For transport services users can access real-

time travel information for all services calling at bus and tram departure points. QR 
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Codes were installed along with NFC tags across the local transport network (Clark 

2009). Information services provide additional information and facts about the city 

of Nice. As a customer incentive loyalty points are accumulated when consumers use 

their NFC smartphone to make a purchase. In October 2011, Strasbourg adopted 

Cityzi making them the second city in France to use the NFC application and brand 

(Clark 2011a). The key logos and icons used by Cityzi are shown in Figure 2.34 

(Clark 2010). 

   

 

Figure 2.34 

Cityzi NFC logo and icons 

 

Clarion Hotel, Stockholm ï This hotel in the Swedish capital engaged in the 

worldôs first pilot study using NFC phones (ClarionStockholm n.d.). The main goal 

of the pilot study was to get feedback from guests and employees using NFC phones 

for a variety services. Guests were able to use an NFC enabled phone as a key to 

enter their room (Figure 2.35) while another service allowed them to handle their 

check out process.  
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Figure 2.35 

NFC enabled phone being used as a key at Clarion Hotel, Stockholm 

 

2.9 Conclusions  

The literature review focused on topics chosen by the researcher, to better 

understand the key ideas and principles to be drawn upon for the development of the 

mobile guide applications in this research study. The topics were researched, 

reviewed and arranged as follows: 

 

¶ 2.2 Features of museum mobile guides  

¶ 2.3 Types of visitor to museum environments  

¶ 2.4 Mobile web 

¶ 2.5 Mobile map applications 

¶ 2.6 Parking problems, systems and solutions  

¶ 2.7 Crowdsourcing 

¶ 2.8 Near field communication (NFC) and quick response codes (QR Codes) 

 

In particular, a review of literature relating to mobile guides used in museum 

environments and literature relating to smart parking applications and crowdsourcing 

was undertaken as these were relevant to the two applications that were developed 

and tested as part of the research study.  

 

Mobile guide applications provide significant amounts of information, navigation 

and personalisation. The researcher concluded that there are still gaps in the social 

and play or fun aspects of using mobile phones in museum environments. The use of 
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storytelling and the incorporation of mixed and augmented reality games into mobile 

guides in the context of museum environments would enhance usersô experience by 

adding to the visitorôs degree of social interaction and personal enjoyment. These 

suggested additions could also be applied to mobile guide applications in the tourist 

sector. NFC, although novel, is a proven technology, which can be utilised to 

incorporate mixed and augmented reality games into existing mobile guide 

technology. 

 

It is important to recognise the different types of visitor in museum environments so 

that suitable mobile guides can be developed for museums, hence the importance of 

visitor classification. If we clearly understand what the different needs of visitors are 

then we can implement suitable mobile guide technology based on visitor 

requirements and preferences. 

 

From the literature review of the mobile web it is apparent that the Internet is being 

increasingly accessed through mobile devices such as smart phones, tablets and 

laptops as opposed to the traditional fixed line desktop access. The mobile web is 

catered to by web apps and native apps depending on the needs of the mobile user. It 

can be concluded that there is no unique best solution and each type of app has its 

strengths and weaknesses. The distinction between web apps and native apps is 

anticipated to become increasingly blurred, as mobile browsers gain direct access to 

the hardware of mobile devices, and the speed and abilities of browser-based 

applications improve. Developers will have more freedom in the future to develop 

across different platforms as this distinction lessens.  

 

Mobile map applications were reviewed in brief and it is clear that existing 

applications are sophisticated and difficult to duplicate if information has to be 

sourced from scratch. However, ready-made map providers such as Google Maps, 

OpenStreetMap and Bing Maps offer efficient solutions as they provide accurate and 

up to date information. 

Parking is a universal issue and the literature review shows the availability of novel 

smart parking solutions to help users get up to date information about where to park, 

availability of parking spaces and other parking related services offered by mobile 
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applications. The use of live data is crucial to the success of such applications and 

the issue of sourcing such data is highlighted in the crowdsourcing section. A novel 

aspect of the LiveMap application developed by the researcher is the crowdsourcing 

of information from users to keep the parking info up to date in real time. 

Crowdsourcing of information in this manner is cost effective but there is the issue 

of how to guarantee both the accuracy and supply of real time data from users of the 

LiveMap prototype.    

 

NFC and QR Code technologies were reviewed, as they are relevant technologies for 

the researcher in the context of developing a mobile guide for use in the Brunei 

Museum and for developing the LiveMap parking application for student use in the 

University of Kent. From a comparative study of NFC and QR Codes it can be 

concluded that both technologies have their advantages and disadvantages. NFC tags 

and QR Codes are equally effective to programme while QR Codes are considerably 

more cost effective and more available in smartphones. However, NFC tags offer a 

better user experience, better product integration and better security. Both 

technologies have proved to be effective in various fields of application and have 

been successfully implemented in mobile technology used in museum environments 

and in the tourist industry.  

 

The topics reviewed were specifically chosen by the researcher to provide relevant 

literature for the development of the museum mobile guide application and the 

development of the LiveMap parking application. The literature also provided 

background research for the audio tour guide and Scavenger Hunt application despite 

the fact that these applications were found to be unsuitable for testing.   
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CHAPTER 3: Other Development 1 ï Audio Tour of 

University of Kent 

 

 

 

 

 

 

 

 
 

CHAPTER 3 
Other Development 1 -   

Audio Tour of University of Kent  
 

3.1 Introduction  

An audio tour or audio guide provides a recorded spoken commentary, normally 

through a handheld device, to a visitor attraction such as a museum. In this case a 

mobile audio guide was developed for use with a smartphone as a self-guided tour of 

the University of Kent. The mobile audio guide was developed and presented to the 

research supervisors during a progress meeting held in May 2014. The primary 

motivation for developing the audio guide was to enhance usersô experience in the 

University. The only information available about the University at this time was in 

booklet form. This study was not carried forward beyond the development stage.  

 

3.2 Objectives 

The initial objectives for the mobile audio guide included design, development and 

testing of the guide. However, only development was undertaken. The main target 
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users for this guide were visually impaired students. However, the guide is suitable 

for use by others. 

   

3.2.1 Who is the Mobile Audio Guide for? 

The mobile audio guide was initially developed for visually impaired students. The 

audio was aimed to help visually impaired users find directions for lecture theatres 

and other key buildings on campus. The guide also provides textual directions for 

other users who wish to find their way around the university using a smartphone, 

whether staff, students or visitors to the University of Kent. 

 

3.2.2 How does the Mobile Audio Guide application work? 

The mobile audio guide is based on a standard mobile web application. NFC tags 

and QR Codes are used to store links to the relevant website. NFC tags and QR 

Codes are also embedded in smart posters for users to tap or scan (Figure 3.1 and 

Appendix 10). Once the link is transferred to the usersô smartphone the front page of 

the website appears. After users click the current page the application will go to a 

direction page with the corresponding audio.  

 

3.3 Motivation and Idea 

The researcher was motivated to develop a mobile audio guide when in the same bus 

as a visually impaired student. The visually impaired student was using a GPS 

tracking system to navigate himself to the university. Audio instructions in the form 

of directions could help other visually impaired students on campus. However, it is 

not necessary to limi t an audio guide to visually impaired users only. Audio can be 

used by anyone with normal hearing. The audio guide included text so that others 

who wished to read as well as listen to directions can also use it. 

 

3.4 Prototype Design and Development 

The information for the mobile audio guide was based on the content of a self-guided 

tour booklet provided by the University of Kent. For the prototype of the mobile 

audio guide, a sample of text from the tour booklet was used to demonstrate the 

application. The front cover of the booklet was used as an opening page for the 

mobile audio guide (Figure 3.2). A text sample containing directions was the basis 
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for the audio which was obtained using Google Translate. The Google Translate 

application was downloaded and added to the web page. 

 

 

Figure 3.1 

Smart poster for the Mobile Audio Guide 

 

 

 

Figure 3.2 

Screenshot of the Mobile Audio Guide user interface 
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3.5 Discussion 

A working prototype of the mobile audio guide was developed thereby achieving the 

objective of having a mobile guide that provided audio for its users. However, this 

was in sample form only and no further research or development of the mobile audio 

guide was undertaken.  

 

A fully developed mobile audio guide used in conjunction with smart posters would 

meet the needs of all potential users except for visually impaired students. Given that 

the initial motivation was to develop a mobile audio guide for visually impaired 

students this issue would have to be addressed if a full blown application was to be 

designed, developed and tested. A possible solution relies on the use of NFC 

technology. Though an emerging technology, NFCôs powers of close-range object 

recognition (with NFC tag or device), identification and data exchange has the 

potential to build applications for non-visual and visually impaired users. Cutting-

edge technologies are turning smartphones into assistive devices for the service of 

non-visual users across different areas (Bhattacharya 2014). 

 

This mobile audio guide project was too constrained to justify taking the research 

further at this stage. The low number of visually impaired students and the 

technological challenges of applying NFC to solve this problem for the visually 

impaired were decisive. The application was rudimentary and straightforward and 

acted as a simple textual and audio guide based on existing information. The 

application did not have any novel features; however, the design and development 

process provided valuable experience for the researcher. 
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CHAPTER 4: Other Development 2 ï Scavenger Hunt 

 

 

 

 

 

 

 

 

 

 

CHAPTER 4 
Other Development 2 -   

Scavenger Hunt Application 
 

4.1 Introduction  

The óScavenger Huntô application was designed and developed as part of the 

research study. The researcher developed and presented the application during a 

progress meeting with the research supervisors in May 2014. However, the study did 

not proceed with testing of the application. Initially, it was developed to study the 

fun and entertainment aspect of using a mobile guide with a smartphone at the 

University of Kent. 

  

4.2 Objectives 

The objectives of the research were to design, develop and test the scavenger hunt 

application for use with smartphones. The study sought to investigate whether using 

the application with smartphones enhances usersô experience in terms of the fun and 

play aspects of the scavenger hunt. The idea was to use NFC tags and QR codes to 



64 
 

obtain follow-up clues and riddles that lead users to other pit stops during the course 

of the scavenger hunt 

 

4.2.1 Who is the Scavenger Hunt application for? 

The scavenger hunt application was designed for the students and staff of the 

University of Kent. The aim was to educate students and staff about the universityôs 

history as well as providing the location of important buildings on campus. It was 

also an opportunity to promote novel technology through usage of NFC tags and QR 

Codes.  

 

4.2.2 How does the Scavenger Hunt application work? 

The scavenger hunt game is played using a standard mobile web application. The 

competitors tap an NFC tag or scan a QR code to obtain a Web URL which provides 

the question they need to answer. Once the question is successfully answered, the 

next riddle is given and competitors proceed to the next location to answer the next 

question and so on until all the questions are answered and the game completed. This 

scavenger hunt game is scored using a pointôs based system. The person who scores 

the highest is the winner or, in the case of a tie, the person who submits the last 

correct answer earlier will be declared the winner. 

 

4.3 Motivation and Idea 

The motivation for developing the scavenger hunt application for use with 

smartphones came from the interests of the researcher. Scavenger or treasure hunts 

have been successfully organised by Bruneian students in the University of Kent for 

a number of years. The inaugural competition in 2010 was called the óBruKent 

Amazing Raceô and has been organised on an annual basis since then. óLost in 

Londonô was another scavenger hunt competition (Figure 4.1) organised by Bruneian 

Students based in University College London (UCL). The researcher was motivated 

to implement the competition using smartphones based on his participation and 

involvement in organising previous competitions. 

 



65 
 

 

Figure 4.1 

óLost in Londonô treasure hunt organised by UCL (photo courtesy of BRUCL blog) 

 

Other institutions have implemented scavenger hunt mobile games of their own. 

Notably, the Smithsonian American Art Museum developed a scavenger hunt 

application known as óPheonô. Pheon (Figure 4.2) was first introduced in 2010 at the 

Smithsonian (Righthand 2010). 

 

 

Figure 4.2 

Visitors' participating in the Pheon scavenger hunt 

 

óMobHuntô is another example of a scavenger hunt mobile game. It was created as a 

tour around the Infolab21 building at Lancaster University. The game is simple in 
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essence and primarily provides a tour of the main buildings and facilities (Coulton, 

Rashid, and Bamford 2006). An interesting feature is the use of radio frequency 

identification (RFID) tags as shown in Figure 4.3 below. RFID technology is the 

precursor to NFC technology, the latter being practised extensively in mobile guide 

applications.   

 

 

Figure 4.3 

InfoLab21 MobHunt RFID tags 

 

4.4 Prototype Design and Development 

The first prototype design presented used an indoor location (Figure 4.4). 

Participants scan a QR Code at the starting point, which links to a webpage. The web 

page gives clues to find specific artwork. If the participant successfully finds the 

artwork, he or she needs to scan another QR Code to obtain the next riddle. However 

before proceeding, the participant has to answer a quiz style question to get to the 

next clue (Figure 4.5).  
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Figure 4.4 

First prototype location plan for the Scavenger Hunt application 

 

 

Figure 4.5 

Screenshots of artwork and quiz question 

 

The second prototype design used the university campus (Figure 4.6). Participants 

tap or scan a smart poster to obtain clues (Figure 4.7). The smart posters are 

embedded with NFC tags and QR Codes, which link the user to a web page. The 

starting webpage contains the first clue and the user enters their University of Kent 

Identity code (UKC ID) for a timestamp at the particular location. For this prototype 

four locations were set, namely; Jennison, Keynes, Woolf and Labyrinth with quiz 

style questions (Figure 4.8). The smart posters and user interface for the four 

locations can be found in Appendices 11.1 - 12.2. 
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Figure 4.6 

Second prototype location plan for the Scavenger Hunt application 

 

 

Figure 4.7 

Second prototype showing Scavenger Hunt Smart Posters 

 

 

Figure 4.8 

Screenshots of second prototype quiz questions 
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4.5 Discussion 

The implementation of the two prototype designs was considered to be successful. 

However, further research and development was not undertaken as there were no 

novel aspects in this project. The óScavenger Huntô application game for use with 

smartphones as it stands is limited and would benefit from various amendments and 

feature additions.  

 

A crowdsourcing aspect could improve the application whereby participants during 

the live scavenger hunt could provide clues and hints for others if help is needed. 

Making the scavenger hunt more interactive for all would enhance users' experience. 

A game and play aspect could be built into the application where individuals or 

teams have to complete various game tasks, simulations or challenges during the 

course of the scavenger hunt as well as answering location questions and riddles. 

Bonus points or prizes can be awarded for these tasks making the scavenger hunt 

more entertaining and competitive. Participants can be readily motivated when such 

incentives are provided. 

 

The research methodology was straightforward but lacked the sophistication required 

to take the development of the prototype designs further. The questionnaire lacked 

depth in terms of the responses sought and was not varied enough. The number of 

participants in the testing of the application was small and did not constitute a 

significant sample population to validate the results and outcome. Written consent 

from participants was overlooked although verbal consent was given.   
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CHAPTER 5: Study 1 ï Kronologi KDYMM Paduka Seri 

Baginda Sultan Haji Hassanal Bolkiah 
 

 

 

 

 

 

 

 

 

CHAPTER 5 
Study 1 ï Kronologi KDYMM 

Paduka Seri Baginda Sultan Haji 

Hassanal Bolkiah 
 

5.1 Introduction  

Study 1 represents a pilot study of the original idea for this research programme. 

This study focuses on developing and testing a web application on a smartphone to 

present historical photos of His Majesty Paduka Seri Baginda Sultan Haji Hassanal 

Bolkiah to visitors in museum environments and similar institutions in Brunei 

Darussalam. The web application was designed to be viewed with any smartphone. It 

was designed and developed using Hyper Text Markup Language (HTML). NFC 

tags and QR codes were used to access relevant website information. 

 

This study was carried out in the National Archives building of Brunei Darussalam 

using Samsung SIII (S3) and iPhone 3GS smartphones. One of the meeting rooms in 

the National Archives building was used to test the mobile guide web application. 
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Although the study focused on developing a mobile application for museum 

environments, it was not felt necessary to be in a museum as the purpose was to test 

the web application. The outcome of the testing was based on use of the web 

application pre-loaded with the chronology content. 

 

5.2 Objectives 

The primary objectives of this study were to design, develop and test the Kronologi 

KDYMM Paduka Seri Baginda Haji Hassanal Bolkiah (hereafter known as 

Kronologi SHHB) web application. Secondary objectives included testing the 

viability of a mobile guide using smartphones in museum environments, 

implementing the Kronologi SHHB web application in the Brunei Museum, Bandar 

Seri Begawan, Brunei Darussalam, enhancing usersô experience, and determining the 

preference for NFC tags or QR codes. The study also aimed to obtain feedback and 

suggestions for improvement from the participants. 

 

5.3 Method 

5.3.1 Participants 

Seven participants took part in this pilot study. They were employed by Brunei 

Darussalamôs Museums department and held different posts including Archives 

Officer, Information Technology Officer and Curator. The participants consisted of 

two males and five females ranging from 27 to 56 years of age with a mean age of 38 

years. All  participants were familiar with browsing the Internet using their 

smartphones. Even though they each owned a smartphone, they were less familiar 

and aware of QR code programmes to be installed and whether their smartphone was 

NFC enabled or not. Therefore the participants were briefed on these aspects and the 

testing went ahead assuming the requirements were fully understood. Smartphones 

were provided during the testing period for those participants who wished to use 

them. 

 

5.3.2 Design 

The material used in the design of the Kronologi SHHB web application was 

acquired from the National Archives of Brunei Darussalam. Permission was given to 

use photographs with a watermark. Photographs of His Majesty Paduka Seri Baginda 
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Sultan Haji Hassanal Bolkiah, the current Sultan of Brunei were used as the subject 

for this web application. The material made available was organised chronologically 

based on the following decades; 1950s, 1960s, 1970s and 1980s. HTML was used to 

design this web application, as it was responsive to the various smartphone browsers 

in use. 

 

The links for the web application were programmed to NFC tags using NFC 

programme writer. For the QR codes, Google URL shortener was used as it provides 

the QR code automatically after entering the link. 

 

Figure 5.1 shows the information mounted onto a board for ease of testing with the 

various NFC tags and QR codes. The information was organised in chronological 

order based on four decades spanning the years 1950 ï 1989. 

 

 

Figure 5.1 

Board arrangement of NFC tags and QR codes 
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The text information for the web application was presented in the Malay language 

only as Bruneians were the targeted audience for the pilot study. 

  

 

Figure 5.2 

User Interface of 1950's Kronologi SHHB 

 

Figure 5.2 shows the webpage for the 1950s decade. It consists of the title, 

'Kronologi KDYMM Paduka Seri Baginda Sultan Haji Hassanal Bolkiah' with a 

subtitle of the year (1950-an) and three images, each of which links to a specific 

page with relevant information. 

 

 

Figure 5.3 

Screenshot of User Interface after clicking an image 
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Figure 5.3 illustrates the information shown in the user interface after clicking an 

image. The page contains a representative photograph, text information and social 

network options for adding comments. Users can comment and tweet using 

Facebook and Twitter respectively. The comments section is based on the Facebook 

social plugin. Users can log into their Facebook or Yahoo accounts to add a 

comment on the page. Another Facebook social plug-in allows users to ólikeô the 

content of the page providing the user is logged-in to their Facebook account. There 

is a back link at the top and bottom of the page to access the previous page. 

óKembaliô, which means 'return' is the Malay word used to represent the back button.  

  

5.3.3 Questionnaire 

The questions used in this study were designed by the instructor and did not follow 

any previous studies. The full questionnaire can be found in Appendix 1. Seven 

questions (a - g) were asked comprising two demographic questions, two closed-

ended questions, one open-ended question, one preference question and two 

suggestion questions. The information requested and questions given were as 

follows: 

a) Name 

b) Age 

c) The Kronologi KDYMM Paduka Seri Baginda Sultan Haji Hassanal 

Bolkiah is easy to use? [if no state the reason(s)]  YES     NO 

d) If you want to improve the user interface what would you suggest? 

e) Which one is easier? Using NFC tags or QR codes? 

f) Do you think the usage of smartphones will enhance visitorsô experience 

in the museum? Give a reason(s). 

g) Give suggestions to make the application more interesting. 

 

These questions were asked to probe the following; whether the design layout of the 

interface was easy to understand, to determine any preference between using NFC 

tags and QR codes, whether using a smartphone to run the application enhances 

visitorsô experience in museum environments and to offer suggestions on how to 

improve the web application.  
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5.3.4 Procedure 

The instructor carried out a short presentation on the research study. This included 

details about NFC technology, QR codes and the sample interface of the guide based 

on the smartphone used. Eleven officers attended the presentation from the Museums 

department in Brunei Darussalam. Seven participants were recruited on the day of 

the presentation and took part in the pilot study. Each of the seven participants was 

briefed for two to three minutes on how to use the web application. NFC enabled 

smartphones and iPhones were made available to test the web application.   

 

The sequence of the testing procedure for each participant was as follows: 

 

1. Briefing  Session: After the presentation was finished, the instructor carried 

out individual briefings. Each participant was asked to test the NFC tags, QR 

codes and the interface of the web application. No recordings were made 

during the testing period. Each participant was asked to test for no more than 

three minutes. Participants were shown how to use the NFC tags and QR 

codes prior to the testing, as they were not familiar with the technology 

provided.  

 

2. Instructions:  Each participant was instructed verbally to perform the 

required tasks. 

 

3. Interaction with  NFC tags and QR codes: Participants were asked to test 

both the NFC tags and QR codes. A Samsung SIII (S3) smartphone was used 

to tap the NFC tags and an iPhone 3GS was used to scan the QR codes. The 

participants were allowed to tap or scan any of the NFC tags or QR codes. 

 

4. Interaction with the web application: Once the participants were satisfied 

with tapping an NFC tag or scanning a QR code, they were asked to browse 

the web page. They were then asked to click on the various images of 

photographs available and browse normally as they would for any other 

website. 
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5. Questionnaire: After performing the tasks, the participants were given a 

questionnaire to obtain feedback on what they experienced during the testing. 

Participant's feedback can be found in Appendices 2.1 - 2.3. 

 

6. Debriefing Session: The instructor thanked the participants after completing 

and handing in the questionnaire sheet. Time was given for participants to 

ask questions and request explanations for matters relating to the testing 

procedure.  

 

5.4 Results 

5.4.1 Descriptive features of the sample 

There were seven participants in this study with a mean age of 38 (SD =12.23). 

There were more female participants than male participants, five female participants 

and two male participants (Figure 5.4). 

 

 

Figure 5.4 

Graph of gender demographic 

 

5.4.2 Closed-ended Question 

The first question, question c was a closed-ended question asking whether the user 

interface is easy to use. Participants were required to simply answer yes or no. If the 

answer was no the participant was asked to give reasons. All seven participants 

answered yes to this question (Figure 5.5). 
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Figure 5.5 

Graph of the ease of use of the User Interface 

 

5.4.3 Open-ended Question 

One open-ended question was given as part of question f. The first part was a closed-

ended question, asking if using a smartphone will enhance visitors' experience in 

museum environments and was followed by the open-ended question asking for 

reasons. Six of the participants gave a positive response to the question. One of the 

participants did not give a yes or no answer to the first part, however reasons were 

given. 

 

5.4.4 Suggestions 

Questions d and g required suggestions to be made by the participants. Question d 

asked how to improve the user interface while question g asked how to make the 

application more interesting. Three participants responded to the question on how to 

improve the user interface. Five participants gave suggestions as how to make the 

application more interesting. 

 

5.4.5 Preference 

Question e related to the participantôs preference for NFC tags or QR codes. Three of 

the participants preferred using NFC tags, two participants chose QR codes and two 
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stated that NFC tags and QR codes were both easy to use therefore not showing any 

preference for the two technologies used in the web application (Figure 5.6).  

 

 

Figure 5.6 

Graph of participant's preference 

 

5.5 Analysis 

5.5.1 Is the user interface easy to use? 

Unanimously participants agreed that the user interface was easy to use. The positive 

response implies that the current user interface can be used for future prototypes of 

the web application. 

 

5.5.2 Improvements to user interface 

Three participants responded to question d. The three suggestions were to improve 

the load up page, to create a forum or chat room for discussion on the photograph 

images or video and to add language options.  

The loading of the web application depends on the speed of the Internet connection. 

Slow loading can be attributed to the mobile Internet service providers in Brunei 

Darussalam of which there are only two. ICT infrastructure is not yet on par with 

countries in the region. This problem can only be addressed and rectified by the 

Internet service providers and the government of Brunei Darussalam. Forums and 

chat rooms are thought to be an unnecessary distraction given that Facebook and 

Twitter social network plugins are already built into the application. However, it is 
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possible to provide links in the form of buttons, which can direct the user to more 

detailed forums and discussions about the various photographic images and videos 

that could be provided. Language options make for a very useful suggestion and are 

thought to be both practical and necessary as museum environments attract visitors 

locally and worldwide. 

 

5.5.3 Preference for NFC Tags or QR Codes 

Two of the participants stated that both NFC tags and QR codes were easy to use. 

Three participants expressed a preference for NFC tags and two participants 

preferred QR codes (Figure 5.6). Based on these results the use of NFC tags was 

preferred. However, given that only seven participants took part in the testing it 

cannot be concluded that these results are significant. The sample size is too small.  

 

5.5.4 Can smartphones enhance visitors'  experience in the museum?  

A majority of the participants responded positively to question f with each of the 

participants giving different reasons relating to enhancing the user experience. 

Reasons given included, that using a smartphone allowed an alternative way of 

obtaining information and the information could be easily reviewed in the home. 

Using smartphones could also benefit visitors who have a limited amount of time to 

browse exhibits, artefacts and exhibitions.  The ability to give feedback in the form 

of comments on the photographic images is also seen as a plus. Although one of the 

participants did not give a yes or no answer, the reason given was positive as the 

participant stated that using a smartphone with the application allowed visitors to 

review and compare the information provided in different galleries. 

 

5.5.5 Suggestions to make the application more interesting 

Five participants responded to question g. The suggestions given by the participants 

were as follows: include audio and video, improve the interactivity of the 

application, include games, link the artefact to other relevant websites with published 

references and recognised international experts and institutions, and information 

included in the application should be different from the information on display. 
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5.6 Discussion 

The findings show a positive response to using a smartphone with the Kronologi 

SHHB web application. However, the results obtained were insufficient and it is 

clear that the process and procedures used to evaluate the study should be revised.  

The questionnaire was limited to seven questions and included closed-ended 

questions, which limited the findings of the research. Any future questionnaire 

instruments should be designed with a comprehensive range of carefully thought out 

questions, which can elicit the key information being sought as well as collating 

useful opinions and suggestions about the application and the technologies it uses.  

 

The sample size needs to be increased and replication of the testing with different 

groups of users should be undertaken. Other methods of testing including 

interviewing and recording participants would increase the reliability of the results 

obtained. Video recording while participants use a smartphone with the web 

application could also improve the study by providing an accurate and complete 

account of the testing period. 

 

The following outline some of the shortcomings of the methodology used and the 

factors to be addressed: 

 

1. Methodology: The methods used in the study need to be amended, for 

example briefing of participants on how to use NFC tags and QR codes was 

insufficient and should be revised. More tasks should be set and performed 

during the testing period. Participants should be interviewed and recorded in 

conjunction with use of a suitable questionnaire. 

  

2. Questionnaire: Closed-ended questions should be avoided. For example, 'Do 

you think using a smartphone would enhance visitors' experience in the 

museum?' could be changed to 'What features can enhance visitors' 

experience in the museum using a smartphone?ô 
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3. Environment:  A meeting room in the National Archives building was used 

during the pilot testing. An empty room with a museum setting would have 

been more appropriate to run the testing. 

 

4. Equipment: There was no recording equipment used during the testing. 

There should be recording equipment such as video cameras or audio 

recorders to keep records of the testing. 

 

5. Number of Participants: The number of participants was low. Hence, the 

results of the testing were not significant. The number of participants should 

be increased to obtain more varied responses and reliable data. 

 

6. Permission:  Participants only gave verbal consent to the instructor. The 

instructor should provide a consent form to be signed by the participant, 

which would give permission for all testing and allow responses and results 

to be used for the purpose of the study. 

 

In conclusion, the current methodology was ineffective. Statistically significant 

conclusions cannot be drawn from the limited results obtained. The methodology 

needs to be more rigorous and quantitative so that effective data analysis can be 

done. Further development of the Kronologi SHHB web application cannot be 

justified using the current methodology, as it is unsound and ineffective. 

 

5.7 Conclusions 

This study was undertaken to investigate the potential for using smartphone devices 

to run a prototype mobile guide application in Brunei Darussalamôs museums. A 

pilot study was conducted with the Kronologi SHHB web application using Samsung 

and Apple smartphones. NFC tag and QR code technology was used during the 

testing process to investigate ease of use and any preferences for these technologies.  

 

Based on the results and outcomes of the pilot study, it can be concluded that many 

issues arose because of the methodology used, which was deemed to be both 
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insufficient and unsuitable.  Significant changes to the methodology need to be made 

for any future study. Despite the mistakes that were made during the course of the 

pilot study, it is felt that the existing study provides useful qualitative information, 

which can be used as a reference for future research. Suggestions and constructive 

comments given by the participants could also be considered for future prototype 

work. 
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CHAPTER 6: Study 2 ï Kent LiveMap application 
 

 

 

 

 

 

 

 

 

 

CHAPTER 6 
Study 2 ï Kent LiveMap 

application 
 

6.1 Introduction  

Study 2 was undertaken as an amendment of an earlier study. This study still focuses 

on developing and testing a web application on smartphones. In this case, a map 

based Web application focusing on the University of Kent, Canterbury campus was 

designed and developed using Hypertext Markup Language (HTML) and 

OpenStreetMap navigation. 

 

This study aims to measure the application systems usability, user interface 

satisfaction and seeks to address the research questions posed as the main basis for 

the research study. The target users of this application were the students, staff and 

visitors to the University of Kent. Parking on campus was one of the subjects of the 

study and the application was designed to give information about available car parks 

on campus in real time as well as being able to give information on live events on 

campus. 
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6.2 Objectives 

The primary objectives of this study were to design, develop and test the Kent 

LiveMap application. A usability scale was devised to test the application as well as 

an instrument to gauge user interface satisfaction. These instruments were used to 

investigate whether or not the application will benefit users. Volunteers testing the 

application answered questions and provided feedback about the application. 

 

6.3 Who is the Kent LiveMap application designed for? 

The Kent LiveMap application is designed for the University of Kent, Canterbury. It 

aims to provide information to students, lecturers and visitors by presenting live data 

and information about the campus in an interactive way using mobile technology. 

The fundamental use of Kent LiveMap is to provide the students and lecturers with 

live information of current events on campus. Currently, the University of Kentôs 

social networks (Facebook, Twitter and Instagram) are the only source of live 

information to the students and lecturers. However, this is restricting as not everyone 

has a social network account. Therefore, Kent LiveMap is anticipated to be inclusive 

and accessible.  

 

Another target user group of Kent LiveMap are visitors to the university. Kent 

LiveMap can be of assistance to visitors such as family members during their visit. 

Besides providing live information, visitors can also access a map of the campus and 

navigate themselves to locations they want to go such as parking locations, lecture 

theatres and buildings of interest. Therefore, visitors can easily navigate the campus 

without getting lost. 

  

6.4 What can the Kent LiveMap application be used for? 

Kent LiveMap is designed not only to provide a map of the campus layout but also 

to provide the latest updates of the universityôs activities. The map layout contains 

markers, which the user can click and information will pop up and be displayed. The 

information for this study will focus on car park details in the university and provide 

the updated information based on the markers. 
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6.5 Method 

6.5.1 Participants 

Twelve participants took part in this study. They were all students of the University 

of Kent from different courses. The participants were comprised of four males and 

eight females whose age ranges from 18 to 25 years. Four of the participants are 18 

to 20 years old and the remaining eight participants fall between 21 to 25 years of 

age. All of the participants owned at least one smartphone and therefore browsing 

the Internet using their smartphoneôs web browser was not a problem for them. Ten 

of the users owned iPhones, one owned a Samsung and one participant owned two 

smart phones, namely a Nokia and one plus one. In terms of familiarity with NFC 

and QR code technologies before the testing, three of the participants have used both 

technologies, seven participants have used QR codes only and two participants have 

not used the two technologies. 

 

6.5.2 Design 

The OpenStreetMap navigation service was used to develop the Kent LiveMap 

application. It is a free web-based editable map. OpenStreetMap was used in 

conjunction with Hypertext Markup Language (HTML) and Leaflet. Leaflet is an 

open-source JavaScript library for mobile-friendly interactive maps and was used to 

add map features such as markers, vector layers, image overlays and pop-ups. 

 

The NFC tags and QR codes were programmed to link to the web map application. 

This was the same process used for study one. NFC programme writer was used to 

programme NFC tags and Google URL shortener was used to provide QR codes.  

 

In study one, the NFC tags and QR codes were attached to a display board whereas 

in this study, a smart poster was printed with the relevant NFC tag and QR code 

label. The NFC tag was attached behind the NFC tag area. Figure 6.1 shows the 

smart poster used for this study (Appendix 8). 
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Figure 6.1 

Kent LiveMap Smart Poster 

 

 

Figure 6.2 

Kent LiveMap main page 

 

Figure 6.2 shows the interface of Kent LiveMap (Appendix 9). The webpage features 

the header, the map based on OpenStreetMap, the legend of the map and a marker, 

which is linked to parking permit information. 
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The map, for the purposes of this study, focused on the Jenison Building at 

University of Kent and thus, the smart poster was designed specifically for the 

Jennison building. On the map, there is a marker that shows the available parking 

spots at the University of Kent. There are colour-coded, rectangular shapes below the 

marker notifying the availability of car parks. The map also features a legend with 

options to zoom in, zoom out and use the full screen. The types of parking permit 

legends are Pink Permit, All Permit Parking and Visitor Pay and Display Parking 

(Figure 6.3). 

 

 

Figure 6.3 

Zoom button, full screen button and legend 

 

The marker will pop up 'infodata' when it is clicked (Figure 6.4) and immediately 

shows the name as well as availability of car parks. A Twitter plugin was embedded 

in the infodata as well. An option to submit the latest information in the form of a 

link is placed at the bottom of the infodata pop-up which was linked to a webpage 

that allows users to submit the latest parking information. 
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Figure 6.4 

Screenshot of Kent LiveMap infodata 

 

The colour coded rectangles below the marker shows three colours depending on the 

availability of parking. For example, if a specific car park is full it will display red, if 

a few spaces are left it will display yellow or if the car park is completely empty it 

will display green. A legend of the colour rectangles is placed on the main page of 

the Kent LiveMap application (Figure 6.5). 

 

 

 

Figure 6.5 

Legend for parking status (Above) and notification of parking status (Below) 
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At the top left of the map, there are zoom in, zoom out and full screen option buttons 

as well as a loading sign. Besides using the zoom in and zoom out buttons; pinching 

in and out of the screen will also achieve the same effect. Figures 6.6 and 6.7 show 

the maximum zoom in and maximum zoom out functions respectively. The full 

screen button enables the maximum screen size for the map and the same button is 

used to go back to the smaller-sized screen while the full screen mode is activated. 

The loading sign will only appear if it is currently loading the map (Figure 6.8). 

 

 

Figure 6.6 

Screenshot of maximum zoom in function 

 

 

Figure 6.7 

Screenshot of maximum zoom out function 
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Figure 6.8 

Screenshot of loading button when map is loading 

 

A comprehensive map legend can be found at the top right of the map. The features 

of the legend include the option to select the types of map layouts and parking 

permits based on user preferences. The types of maps available are the standard 

OpenStreetMap, transport (Figure 6.9) and OpenCycleMap (Figure 6.10).  

 

 

Figure 6.9 

 Screenshot of transport map 
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Figure 6.10 

Screenshot of OpenCycleMap 

 

The markers used in the Kent LiveMap application follow the three types of parking 

available, namely; Pink Permit coloured pink, All Permit Parking coloured blue and 

Visitor Pay and Display Parking coloured yellow (Figure 6.11). 

 

 

Figure 6.11 

Markers used in Kent LiveMap 

 

6.5.3 Questionnaires 

Three sets of questions were used in this study, namely, a System Usability Scale 

(SUS), a questionnaire for user interface satisfaction (QUIS) and open-ended type 

questions to address and elicit responses to the research questions.  

 

6.5.3.1 System Usability Scale (SUS) 

John Brooke created the System Usability Scale in 1986. This system has become an 

industry standard, with references in over 1300 articles. A SUS provides a óquick 
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and dirtyô, reliable tool for measuring usability. The benefits of using this system are 

as follows: 

¶ It is a very easy scale to administer to participants 

¶ It can be used on small sample sizes with reliable results 

¶ It is valid ï it can effectively differentiate between usable and unusable 

systems 

(Usability n.d.) 

 

The SUS questions used in the study consisted of ten questions with expected 

responses ranging from strongly agree, agree, normal, disagree to strongly disagree. 

The questions asked for Kent LiveMap are as follows: 

 

1. I would like to use Kent LiveMap frequently. 

2. I found Kent LiveMap unnecessarily complex. 

3. I thought Kent LiveMap was easy to use. 

4. I would need the support of a technical person to be able to use Kent   

LiveMap. 

5. I found the various functions in Kent LiveMap were well integrated. 

6. There was too much inconsistency in Kent LiveMap. 

7. Most people would learn to use Kent LiveMap very quickly. 

8. I found Kent LiveMap very difficult to use. 

9. I felt very confident using Kent LiveMap. 

10. I needed to learn a lot of things before I could get going with Kent 

LiveMap. 

 

The SUS instrument measures the usability of the system, which in this case means 

the usability of the Kent LiveMap application. An SUS score above 68 is considered 

above average and less than 68 is considered below average. 
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6.5.3.2 Questionnaire for User Interface Satisfaction (QUIS) 

The Questionnaire for User Interface Satisfaction is a tool to measures usersô 

satisfaction with specific aspects of the human-computer interface (Questionnaire 

For User Interaction Satisfaction  n.d.). In testing Kent LiveMap, five groups of 

interface factors were measured. The groups of interface factors comprised: 

 

1. Overall reaction to Kent LiveMap 

2. Screen  

3. Terminology and system information 

4. Learning 

5. Kent LiveMap capabilities 

 

The full questionnaire was broken down into the following groups of specific 

aspects: 

 

Group 1 

OVERALL 

REACTION TO KENT 

LIVE MAP  

 0 1 2 3 4 5 6 7 8 9  

1. poor           excellent 

2. difficult            easy 

3. frustrating           satisfying 

4. dull           stimulating 

5. inflexible           flexible 

 

Group 2 

SCREEN  0 1 2 3 4 5 6 7 8 9  

1. Reading characters 

on the screen 
hard           easy 

2. Highlighting 

simplified task 
not at all           very much 

3. Organisation of 

information 
confusing           very much 

4. Structure of screens confusing           very clear 
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Group 3 

TERMINOLOGY AND 

SYSTEM 

INFORMATION  

 0 1 2 3 4 5 6 7 8 9  

1. Use of terms 

throughout Kent 

LiveMap 

inconsistent           consistent 

2. Terminology related 

to task 
never           always 

3. Position of messages 

on screen 
inconsistent           consistent 

4. Prompts for input confusing           clear 

5. Kent LiveMap 

informs about its 

progress 

never           always 

6. Error messages unhelpful           helpful 

 

Group 4 

LEARNING   0 1 2 3 4 5 6 7 8 9  

1. Learning to operate 

Kent LiveMap 
difficult            easy 

2. Remembering names 

and use of commands 
difficult            easy 

3. Performing tasks is 

straightforward 
never           always 

4. Help messages on the 

screen (Legend) 
unhelpful           helpful 
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Group 5 

KENT LIVEMAP  

CAPABILITIES  
 0 1 2 3 4 5 6 7 8 9  

1. Kent LiveMap speed too slow           
fast 

enough 

2. Kent LiveMap 

reliability 
unreliable           reliable 

3. Kent LiveMap tends 

to be 
noisy           quiet 

4. Correcting your 

mistakes 
difficult            easy 

5. Designed for all 

levels of users 
never           always 

 

6.5.4 Procedure 

Twelve participants were recruited for this study and were tested individually. 

Before testing, the participant was briefed about the process and procedures for 

testing. The test was conducted in the participantôs home using a smartphone and 

webcam that was provided by the department along with the instructorôs laptop. The 

task tests and interview took about ten to fifteen minutes per participant. After the 

interview the participants were given the questionnaires and also a consent form to 

ensure permission was given for the results to be used in the study.  

 

The chronology for the procedure of the study for each participant was as follows: 

 

1. Briefing  Session: The instructor introduced himself and talked briefly about 

his background. Then, the instructor explained the process of the study. The 

participants were asked if they were familiar with NFC tags and QR codes 

and this was followed up with the instructorôs explanation of what these 

technologies are and how they work. They were also informed that their 

actions and voices would be recorded during testing and that they were 

required to complete a series of questionnaires as well as a consent form 

(Appendix 4). 
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2. Instructions:  The instructor gave verbal instructions. The instructor set the 

tasks and the participants were asked to perform the tasks. The participants 

were then asked to comment on the smart poster for Kent LiveMap. 

 

3. Interaction with NFC tags and QR codes: Participants were asked to tap an 

NFC tag or scan a QR code. They were asked to use the Nexus 5 smartphone 

provided by the instructor.  

  

4. Interaction with Kent LiveMap:  Participants were asked to perform tasks 

on Kent LiveMap based on the instructions given by the instructor.  The tasks 

set were as follows: 

 

a) Explore the interface layout of the page. (Text, structure and 

information) 

b) If you want to use full screen mode which button would you press? 

c) If you want to zoom in and zoom out which button would you press? 

Other than using the button how could you zoom in and zoom out? 

d) Do you know what the pink , blue and yellow markers represent? 

e) If you just want to see a specific parking permit only (such as pink  

permit only and hide the yellow and blue permits) what would you 

do? 

f) Do you know what the red, yellow and green colours mean on the 

map? 

g) If you want to know more details about a specific parking area what 

should you press? 

h) If you want to tweet about the parking information what would you 

press? 

i) If you want to provide the latest update on parking where should you 

press (not tweet)? 

 

5. Interview and Questionnaires: After the interview, the participants were 

asked to answer the questionnaires provided. The three sets of questions 

comprising the questionnaire can be found in Appendices 3.1 - 3.3. 
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Participant's compilation answers for the Kent LiveMap interview can be 

found in Appendices 5.1 - 5.10. 

 

6. Signing the consent form: Participants were asked to fill in the consent form 

as proof of permission to use their feedback for the study. 

 

7. Debriefing Session: The instructor asked if the participants had any 

questions regarding the study and finally the instructor thanked the 

participants for taking part in the study. 

 

6.6 Results 

6.6.1 Descriptive features of the sample 

There were twelve participants in this study with a mean age of 21 (SD = 0.90). 

There were more female participants than male participants, four of the participants 

were male and eight were female (Figure 6.12).   

 

 

Figure 6.12 

Graph of gender demographic 
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6.6.2 System Usability Scale (SUS) 

The first questionnaire given was the System Usability Scale. The mean SUS score 

for Kent LiveMap was 81 (SD = 11.5). This mean was above the average score of 68 

expected for standard SUS testing. Ten participants scored more than the expected 

68 and two participants scored less than this average (Figure 6.13). A summary of all 

scores can be found in Appendix 6. 

 

 

Figure 6.13 

Graph of individual participa nt SUS scores 

 

6.6.3 Questionnaire for User Interface Satisfaction (QUIS) 

The Questionnaire for the User Interface Satisfaction was grouped into five 

categories. Each group measured different classifications. A summary of the means 

and standard deviations can be found in Appendix 7. The tables below show the 

scores for the group 1 (Overall reaction to Kent LiveMap) and group 2 (Screen) 

categories. 

 

Group 1 Results 
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Question  Scores SD 

OVERALL REACTION TO KENT LIVEMAP  

Q1 Poor - Excellent 7.00 1.28 

Q2 Difficult - Easy 7.67 1.07 

Q3 Frustrating - Satisfying 7.33 1.56 

Q4 Dull - Stimulating 6.17 1.95 

Q5 Inflexible - Flexible 6.42 1.73 
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Group 2 Results 

 

The tables below show the scores for the group 3 (Terminology and system 

information), group 4 (Learning) and group 5 (Kent LiveMap capabilities) 

categories. 

 

Group 3 Results 

 

Group 4 Results 

 

 

 

 

 

 

 

Question  Scores SD 

SCREEN 

Q1 
Reading characters on the screen 

Hard ï Easy 
7.08 1.83 

Q2 
Highlighting simplified task 

Not at all ï Very Much 
6.92 1.31 

Q3 
Organisation of information 

Confusing ï Very Much 
6.92 1.62 

Q4 
Structure of screens 

Confusing ï Very Clear 
7.17 1.59 

Question  Scores SD 

TERMINOLOGY AND SYSTEM INFORMATION  

Q1 
Use of terms throughout Kent LiveMap 

Inconsistent - Consistent 
7.17 1.27 

Q2 
Terminology related to task 

Never - Always 
7.00 1.28 

Q3 
Position of messages on screen 

Inconsistent ï Consistent 
7.50 1.00 

Q4 
Prompts for input 

Confusing ï Clear 
6.92 1.44 

Q5 
Kent LiveMap informs about its progress 

Never ï Always 
6.83 1.34 

Q6 
Error messages 

Unhelpful - Helpful 
6.83 1.70 

Question  Scores SD 

LEARNING  

Q1 
Learning to operate Kent LiveMap 

Difficult - Easy 
7.83 1.34 

Q2 
Remembering names and use of commands 

Difficult ï Easy 
7.42 1.93 

Q3 
Performing tasks is straightforward 

Never ï Always 
7.67 1.61 

Q4 
Help messages on the screen (Legend) 

Unhelpful - Helpful 
7.83 1.27 
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Group 5 Results 

 

6.6.4 Open-ended Questions 

Open-ended questions were asked as part of the questionnaire process. These 

questions were asked based on the research questions posed for the purposes of this 

study. The first research question enquired how a map with dynamic real time data 

could be generated through crowdsourcing and consisted of two parts. Seven 

questions were asked based on the second research question, which related to how 

Kent LiveMap could enhance users' experience on campus (Appendix 3.3). 

 

6.6.5 Opinions and Suggestions 

One question concerning the participantôs opinion of the Kent LiveMap smart poster 

was asked during the interview. Participants were also asked to give suggestions as 

how to improve the smart poster. 

 

6.7 Analysis 

6.7.1 Demographic 

The age of participants involved in the study ranged from 18 to 25 years. All of the 

participants were students of the University of Kent. Eight females and four males 

participated in the study. All of the participants owned at least one smartphone and 

one of them owned two smartphones (Figure 6.14).  

Question  Scores SD 

KENT LIVEMAP  CAPABILITIES  

Q1 
Kent LiveMap speed 

Too Slow ï Fast Enough 
7.25 1.22 

Q2 
Kent LiveMap reliability 

Unreliable - Reliable 
7.17 1.27 

Q3 
Kent LiveMap tend to be 

Noisy - Quiet 
7.58 1.56 

Q4 
Correcting your mistakes 

Difficult - Easy 
7.33 1.92 

Q4 
Designed for all levels of users 

Never - Always 
7.17 1.34 
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Figure 6.14 

Graph of smartphone demographic 

 

Three of the participants have used NFC and QR code technology before while 

seven have only used QR code technology. The remaining two participants have 

never used NFC or QR code technologies (Figure 6.15). 

 

 

Figure 6.15 

Graph of participants experience using NFC tags or QR codes 
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6.7.2 System Usability Scale 

The mean score for the System Usability Scale on Kent LiveMap is 80.83 (SD = 

11.5). Most participants chose agree or strongly agree on questions 1, 3, 5, 7 and 9. 

On the other hand, participants chose disagree or strongly disagree on 2, 4, 6, 8 and 

10. Some of the participants chose a neutral or normal response on some of the 

questions. The highest score by a participant was 97.5 and the lowest score by two of 

the participants was 62.5. The mean score for the set of ten questions given is above 

the average standard of the System Usability Scale, which is set at 68, therefore it 

can be concluded that the Kent LiveMap application is a pass in terms of the 

standard system usability scale. 

 

6.7.3 Questionnaire for User Interface Satisfaction 

The Questionnaire for User Interface Satisfaction was scored from 0 to 9 across each 

of the five groups of interface factors being measured. The average for each interface 

factor is 4.5, which represents the middle aspect of the particular rating. The scores 

for the QUIS instrument were all above average. The group 1 results for overall 

reaction to Kent LiveMap are shown in Figure 6.16. The overall average score for 

this category was 6.92. The highest score in this category was the ódifficult to easyô 

rating where the participantôs average score was 7.67 and the lowest score was the 

ódull to stimulatingô rating where the participantôs average score was 6.17. 

 

 

Figure 6.16 

Graph of Group 1 results - Overall reaction to 

Kent LiveMap 
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The group 2 results for the screen are shown in Figure 6.17. The overall average 

score for this category was 7.02. The highest score in this category was the 'structure 

of screens' rating where the participantôs average score was 7.17. This indicates that 

the participants were highly satisfied with the structure of the screen. Both the 

óhighlighting simplified taskô rating and the 'organisation of information' rating 

scored the lowest where the participantôs average score was 6.92. However, this 

score is still well above the middle score of 4.5 and indicates a reasonable level of 

satisfaction for these interface factors. 

 

 

Figure 6.17 

Graph of Group 2 results - Screen 
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The group 3 results for terminology and system introduction are shown in Figure 

6.18. The overall average score for this category was 7.04. The highest score in this 

category was the 'position of messages on screen' rating where the participantôs 

average score was 7.50. This indicates a high level of satisfaction for this interface 

factor. The lowest score in this category was for the 'Kent LiveMap informs about its 

progress' rating and the 'error messages' rating where the participantôs average score 

was 6.83 in both cases. It is evident from this score that the participants experienced 

a reasonable level of user satisfaction in relation to these two interface factors. 

  

7.08 6.92 6.92 7.17

0.00

1.00

2.00

3.00

4.00

5.00

6.00

7.00

8.00

9.00

1 2 3 4

S
co

re
s

Screen



104 
 

 
Figure 6.18 

Graph of Group 3 results  - Terminology and 

system introduction 

 

 

 

 

 

 

Key for X-Axis 

1   Use of terms throughout Kent LiveMap 

2   Terminology related to task 

3   Position of messages on screen 

4   Prompts for input 

5   Kent LiveMap informs about its progress 

6   Error messages 

 

The group 4 results for learning are shown in Figure 6.19. The overall average score 

for this category was 7.63. The highest score in this category was the 'learning to 

operate Kent LiveMap' rating where the participantôs average score was 7.83. This 

indicates a high level of satisfaction in terms of learning how to use the application. 

The lowest score was the 'remembering names and use of commands' rating where 

the participantôs average score was 7.42. This score indicates a more than reasonable 

level of satisfaction for this interface factor despite it being the lowest score. This 

particular category scored the highest overall average for the five groups tested and 

demonstrates well above average levels of satisfaction for the six interface factors 

tested. 
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Figure 6.19 

Graph of Group 4 results - Learning 
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The group 5 results for Kent LiveMap capabilities are shown in Figure 6.20. The 

overall average score for this category was 7.30. The highest score in this category 

was the óKent LiveMap tends to beô rating where the participantôs average score was 

7.58. The two lowest scores were in the óKent LiveMap reliabilityô rating and the 

ódesigned for all levels of usersô rating where the participantôs average score was  

7.17.  

 

 

Figure 6.20 

Graph of Group 5 results - Kent LiveMap 

capabilities 
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In conclusion, four of the categories scored an overall average above 7.00 and one 

category scored an overall average below 7.00 namely, the group 1 category - 

Overall reaction to Kent LiveMap, which scored an overall average of 6.92. From 

these results it is clear that the Kent LiveMap application scored well across the 

majority of categories and reasonable to high levels of satisfaction were achieved. In 

particular the learning category demonstrated that the application was easy to use 

and helpful to the participants. 

 

However, improvements can be made and the lowest scoring interface factors for 

each of the five categories can be used to address various issues with the application 

which can be worked upon for further development in the future.  

 

6.7.4  Research Questions  

The two principal research questions and their related parts were addressed from the 

findings. The feedback from participants and material from the literature review was 

also used to expand on the findings. The questions are discussed in detail below. 

 

6.7.4.1 How can a map with dynamic real time data be generated through   

crowdsourcing? 

With respect to this research question, a majority of the participants gave feedback 

about parking as the Kent LiveMap application only used information relating to 

parking on campus during the testing. The map application did however; generate 

real time data through crowdsourcing of information. People who are interested in 

obtaining the same kind of information need to co-operate and should be prepared to 

contribute information individually so that the output from the application is both 

reliable and useful to users.  

 

If, as was the case with Kent LiveMap, information is demanded by a group of users 

who have a common goal, then that information can be shared via the social network 

plug-ins. In the case of Kent LiveMap, the pool of users is effectively a captive 

audience and it is in their best interests to share information by being responsible and 

contributing updates as frequently as they can. This crowd sourced information then 
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becomes valuable and benefits users, which in turn makes for an efficient and 

convenient application that will be in demand.  

 

6.7.4.2 Can crowdsourcing of information offer reliable data?  

User-generated information that was shared proved to be effective for the Kent 

LiveMap application as the users provided real time information relating to car 

parks, availability of parking spaces and permit parking. The crowdsourcing of 

information in the limited context of the Kent LiveMap prototype did produce 

reliable data. However, this is a highly controlled study with a small sample size. 

There are no guarantees that information required by users crowdsourced in this way 

would be reliable. For example, in the context of a similar application being used for 

a small town or city there are other significant issues. Factors such as user 

population, motivation to crowdsource and type of information demanded by the 

user can affect the accuracy and reliability of data. 

 

6.7.4.3 Is crowdsourcing of information sufficient to develop a viable 

application?  

For the Kent LiveMap prototype the findings show that crowdsourcing of 

information gathered from students and visitors could be used to develop a viable 

application. The parameters used in the study ensured that relevant and reliable 

information was available for users. However, in other contexts, this crowdsourcing 

of information would have to be modified or added to. Information obtained on a 

larger scale usually has to be moderated, filtered and authenticated before going live. 

It may be that information provided to users is sourced from a third-party to ensure 

the accuracy and reliability of the data. This may also have financial implications, as 

third-party provision of information would involve licences and fees.  

 

6.7.4.4 How can LiveMap enhance usersô experience on campus? 

With respect to this research question the findings obtained from the testing of the 

application showed that Kent LiveMap saves time, is convenient, informative and 

makes it easy to find parking. Saving time and convenience are two significant 

benefits to the user. Participants agreed that Kent LiveMap is both informative and 

helpful making it easy to find car parks on campus especially since the university has 



108 
 

different types of parking permits. The convenience factor, saving time and ease of 

use of the application clearly demonstrates that Kent LiveMap enhances users' 

experience on campus. 

 

6.7.4.5 What different types of information can Kent LiveMap deliver? 

With respect to the use of Kent LiveMap for parking information most participants 

were interested to know the number of available parking spaces and the various 

locations where they can park on campus. Other participants wanted to know about 

traffic information. Besides the parking information requested, participants also 

mentioned that they would like to see other kinds of information in the application 

such as room availability on campus or in the surrounding area, areas of traffic 

congestion, locations such as the essentials shops on campus, events around campus, 

sales around campus as well as information on available computer spaces in the 

library. 

 

With regard to the kind of information the participants would be willing to share, 

participants were happy to share any parking information as Kent LiveMap only 

provides car park information. Participants would also be willing to share other 

relevant types of information as outlined above, subject to such information being 

made available in the Kent LiveMap application. 

 

6.7.5 Likeability of Kent LiveMap 

Participants stated that they liked Kent LiveMap because of its simplicity and 

because of the ease of learning how to use the application. The information provided 

was informative allowing users to access available car parks and users could easily 

share information. 

 

6.7.6 Suggestions for Improvement 

Since the Kent LiveMap application works by providing parking locations, the 

participants suggested other similar aspects, which could improve the application. 

The main suggestion by participants was providing bus locations and bus times so 

that students can find the nearest bus stop when needed.  
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One participant suggested adding locations to find food stalls in the university. 

Besides that, room and computer availability in the library were also suggested. An 

interesting idea suggested by one of the participants was to use the application to 

find their tutor or seminar leader, the reason being that this would save students time 

by checking whether tutors were in the office or not.  

In terms of the application interface, one participant who was colour-blind was 

confused with the colours used on the permit markers. This problem could be 

addressed to provide a solution for colour-blind users.  A participant suggested that 

the application shouldnôt be limited to twitter as not everyone uses it.  

 

6.7.7 Smart Poster 

In terms of the design of the smart poster, there were mixed reviews about it. Some 

participants said that it was attractive and clear. Other participants commented that it 

needed to have more information, for example what is NFC? Not all students and 

users are aware of NFC technology and information should be provided to explain 

the technology or how to use it. Since the current version of the Kent LiveMap 

application was only used for locating car parks, the participants suggested including 

a car symbol in the smart poster. 

 

6.8 Discussion 

The Kent LiveMap study significantly improved on the first study. There were 

improvements in the way information was obtained and in the kind of information 

obtained for this study. A system usability scale and a user interface satisfaction 

instrument were used as the basis for developing the questionnaires. The interview 

method was adopted and found to be very useful in obtaining opinions, suggestions 

and answers to selected questions as it allowed for discussion during the interview 

session.  

 

1. Methodology: The methodology used in this study was improved. The 

instructor gave more tasks to the participants. Besides answering carefully 

designed questionnaires, the participants were also interviewed. The activities 

and voices of the participants were recorded so that the researcher could 
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replay participantôs activities and answers at a later date and have a complete 

and accurate record of the testing. 

 

2. Questionnaires: Three sets of questions were administered as part of this 

study. The first questionnaire was a system usability scale instrument, the 

second was a user interface satisfaction instrument and the third 

questionnaire consisted of a set of open-ended questions. The open-ended 

questions used in the study provided a diverse range of answers by the 

participants, which offered very useful feedback.  

 

3. Environment:  The location used for meeting and briefing was in the 

participantôs home. The location is flexible because the Kent LiveMap 

application can be accessed anywhere, as long there is an Internet connection. 

Another reason for using the participantôs home was for the recording 

purposes.  

 

4. Equipment: A webcam and a smartphone were loaned from the department 

to run this study. The webcam was used to capture the participantôs actions. 

The instructorôs laptop was used to store and record the interview process. 

 

5. Number of Participants: The number of participants in this study was 

deemed to be adequate. However, when working with averages for the 

system usability scale and user interface satisfaction instruments, it is 

advisable to increase the sample size of participants. 

 

6. Permission:  The participants were asked to sign a consent form for the 

results of testing to be used in the study. Permission and consent is necessary 

as participantôs voices and hand motions were recorded during the interview.  
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6.9 Conclusions 

This study explored the use of the Kent LiveMap application using a smartphone. A 

web map application was developed for Kent LiveMap with NFC tags and QR codes 

being used to transfer relevant website links. The study employed a more rigorous 

methodology than previously and produced a meaningful set of results, which can be 

used as a basis for further development. 

 

The study proved that the web map application could generate real time data through 

crowdsourcing. One of the issues of crowdsourcing information is to guarantee that 

users will share relevant information in a sincere and responsible manner for their 

own benefit and that of other users. In terms of the Kent LiveMap application 

participants in the study were willing to share information, because it was useful to 

them and was the same type of information demanded by other users. 

 

In terms of enhancing users' experience participants agreed that the Kent LiveMap 

application makes users' life easier in terms of saving time and personal 

convenience. Kent LiveMap was designed and developed to crowdsource 

information so that users could conveniently locate car parks on campus in the 

University of Kent. The application can be expanded to supply bus information and 

traffic information. Other possibilities include providing information relevant to 

students, lecturers and visitors to the university such as the location of important 

events and facilities on campus. 

 

CHAPTER 5: Other Development 1 ς Mobile Audio  
 

 
 
 
 
 
 

 



112 
 

CHAPTER 7: Future Development 

 

 

 

 

 

 

 

 

 

 

CHAPTER 7 
Future Development 

 

7.1 Introduction  

The prototype development was successfully implemented for the Kronologi 

KDYMM Paduka Seri Baginda Sultan Haji Hassanal Bolkiah and Kent LiveMap 

mobile applications.  However, improvements can be made, particularly with respect 

to design and the type of information used by the two applications. Based on the 

studies, relevant and constructive feedback given by the participants provides a good 

source of possible amendments to the existing prototypes as well as additional ideas 

for further development.  

 

7.2 Kronologi KDYMM Paduka Seri Baginda Sultan Haji 

Hassanal Bolkiah application 

Photographs - The current content of the Kronologi SHHB mobile guide provides a 

limited number of photographic images for each of the decades covered. Additional 

watermarked photographic images can be included, subject to approval and 

permission to use such material, to make the guide more comprehensive, informative 

and interesting.   
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Audio - Audio was not included in the current prototype mobile guide. Audio related 

to His Majesty, for example a Titah (Royal Address) from His Majesty would serve 

as a useful addition to the mobile guide. Other audio excerpts sourced from 

interviews of well-known personalities and experts in this particular chronology 

would add to the level of interest. Providing a sound track is another option to 

enhance users' experience of the mobile guide. 

 

Video - Video is another feature, which can be added to the mobile guide. National 

events that involve His Majesty such as the annual National Day celebrations, His 

Majestyôs Birthday celebrations or a specific Titah can be included in the mobile 

guide in video format (Figure 7.1). Videos can either be downloaded from the web or 

embedded from a video website provider such as YouTube. 

 

 

Figure 7.1 

Screenshot of a Titah given by His Majesty taken from YouTube 

 

Suggested link s - The existing information provided in the mobile guide could have 

links provided which relate to other relevant webpages and sites. By having a 

suggested links feature the user can access and obtain more information and improve 

their knowledge accordingly. For example an image of a National Day celebration in 

1990, could suggest a link to a previous National Day celebration or links to other 

appropriate and relevant celebrations. 
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Language Options - The current language used in the mobile guide is Malay as the 

research participants are all Malay speakers. The Malay people comprise 67% of the 

population in Brunei Darussalam. There is a smaller Chinese population with 

English being widely used as a business language. Malay, Mandarin and English 

language options would increase the versatility of the mobile guide and additional 

languages can be added depending on the demand from the tourist sector. 

 

7.3 Kent LiveMap application 

Information  - The current information provided in the Kent LiveMap application 

relates to parking only.  The application is designed to give information about car 

parks available on campus; location of parking facilities and the various parking 

permits operating on campus. Other relevant and useful information can be 

crowdsourced in a similar manner to enhance users' experience. This can be built in 

to the application to make it a practical and useful real time provider of relevant 

information on campus. Examples of the types of information demanded by students, 

lecturers and visitors to the University of Kent are outlined as follows: 

 

1. Transport information: Bus stop locations and bus schedules in and 

around the campus. Bus times vary during the weekends and on 

public holidays.  

 

2. Amenities information: Opening and closing times for cafes, shops 

and food stalls on campus. Locations of these amenities can be easily 

accessed using LiveMap and other useful information can be provided 

such as menus, promotions and special offers. Feedback can be given 

using social networks to inform of any congestion at these locations. 

 

3. Other information: Automatic Teller Machine (ATM) locations on 

campus and breakdown or non-availability, Library occupation 

information, Lost and Found information. A social network service on 

the LiveMap application would allow users to report whether items 

have been lost or found.   
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Social Networks - The social network used by the Kent LiveMap prototype is 

Twitter. Other social network platforms can be added as not everyone has a twitter 

account. A Facebook share button can be included to allow the user to share 

information. The Instagram social network can also be added. Instagram has the 

advantage of being able to filter images if captioned with a specific hash tag for 

example ó#Kentgradsô. Instagram will only show photos with this hash tag allowing 

users convenient access to relevant topics.  

 

Interface for Colour Blind  users - One participant in the research study was unable 

to distinguish between the pink, yellow and blue markers assigned to the various 

parking permits issued on campus. The participant suggested adding text to the 

marker so that he would know which parking permit he was looking for. Other 

solutions can be developed to provide a useable interface for people who are colour 

blind 

 

Smart Poster - The smart poster can be improved by adding a short description 

about Kent LiveMap and what it does. Brief instructions on how to use the NFC and 

QR code technologies would also add to the clarity of the smart poster. 

 

7.4 Conclusions 

In conclusion, it is clear that the two prototype mobile guides can be significantly 

improved upon in terms of functionality and usefulness to the user. Participants 

suggested ideas for improvement during research testing. Improvements that enhance 

usersô experience and overall functionality of the two mobile guide applications are 

discussed in 7.2 and 7.3 above. 

 

In summary the Kronologi SHHB application can be further developed by increasing 

the amount of relevant content, adding audio, adding video and adding relevant 

suggested links. The Kent LiveMap application can be further developed by 

widening the scope of useful information available to users. Real time information 

updated through crowdsourcing of the relevant information by users could make this 

a 'must have' app on the University of Kent campus. Parking, transport, amenities 

and other information as outlined previously will significantly enhance users' 
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experience of the application. Including more social networks will increase the 

ability to share information as well as getting real time updates.  

 

The researcher is optimistic about the possible options for further development. 

Despite the limitations of the two prototypes it can be concluded that both of these 

applications have their relative merits. The Kent LiveMap application has significant 

potential if the challenges of crowdsourcing real time information are overcome. 
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CHAPTER 8: Summary of conclusions and discussion 

 

 

 

 

 

 

 

 

 

 

CHAPTER 8 
Summary of conclusions and 

discussion 
 

This research programme investigated mobile guide technologies using smartphones 

and whether or not the specific applications developed enhance users' experience. 

The use of mobile guides was explored in a museum environment and in a university 

environment. The development of four applications was undertaken involving the 

use of mobile technology. NFC tags and QR codes were the preferred technologies 

used. Two of the applications did not proceed to the testing stage of development, 

namely an audio tour guide for use by the visually impaired in the University of Kent 

(Chapter 3) and a scavenger hunt application for use by students, also in the 

University of Kent (Chapter 4). The two applications that proceeded to the testing 

stage were the Kronologi SHHB mobile guide for use by visitors to the Brunei 

Museum in Brunei Darussalam (Chapter 5) and the Kent LiveMap application for 

use by students, lecturers and visitors to the University of Kent in England (Chapter 

6).  

 



118 
 

The Kronologi SHHB application developed by the researcher was a museum mobile 

guide, which used His Majesty Paduka Seri Baginda Sultan Haji Hassanal Bolkiah of 

Brunei Darussalam as a subject. A chronology of His Majesty over four-decades was 

the basis of the content for this application which was developed for use in museum 

environments. The testing stage of development was carried out in Bandar Seri 

Begawan, the capital of Brunei Darussalam. A presentation was given at the National 

Archives building in Brunei to familiarise participants with the technologies used 

and the operation of the application during testing. The majority of the participants 

were officers of the National Archives; mainly curators and were interested to 

implement a mobile guide of this nature in the Brunei Museum.  

 

Unanimously, the participants agreed that the Kronologi SHHB application was a 

viable mobile guide that could enhance usersô experience in the Brunei Museum. 

Participants gave suggestions as to other features that could be included in the 

mobile guide and the researcher selected appropriate additions, which could improve 

the functionality and usefulness of the application. However, endorsement by 

participants does not provide an adequate measure of the efficiency, functionality or 

usefulness of the application. Measuring these factors in a scientific and valid way is 

crucial to being able to evaluate the application for its relative merits.  

 

It was apparent from the results and subsequent analysis that mistakes were made 

during the testing of the application. The methodology chosen by the researcher was 

not rigorous. The sample size for testing was too small; interrogation techniques 

chosen were limited in scope and protocol oversights were made. In conclusion, the 

research results were heavily qualitative in nature and it was difficult to draw 

statistically significant and valid conclusions from the data collected. The outcome, 

though disappointing, provided valuable lessons for the researcher on how to 

conduct testing in the future, which was put to good use later in the development of 

the Kent LiveMap application.  

 

The Kent LiveMap application developed by the researcher was a mobile map 

application, which utilises crowdsourcing of information from its users to provide 

real time information about available car parks, location of car parks and types of 
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permit parking on campus at the University of Kent. The testing stage of 

development was carried out in participantôs homes, all of who were students of the 

university. The availability and ownership of smartphones meant that all participants 

could readily access the Kent LiveMap mobile guide. The ease of use of such mobile 

guides developed specifically to be run on a standard smartphone indicates that fully 

developed applications of this nature could provide a viable economic alternative for 

clients wishing to implement these technologies in various environments such as the 

museum and university environments selected for this research study.  

 

The methodology used in testing the Kent LiveMap application represented a 

significant improvement on the earlier development of the Kronologi SHHB 

application. Participants were familiar with QR codes but not with the use of NFC 

tags. Comprehensive instructions were given to familiarise all participants with both 

technologies and with the tasks required for the testing of the application. All 

participants were interviewed and questionnaires took the form of a usability index, a 

user interface satisfaction index and open-ended questions to elicit feedback from the 

participants including ways of improving the Kent LiveMap application. All 

interviews were recorded, written consent obtained and protocols followed. The 

interviews and various instruments making up the questionnaires provided a 

significant amount of data, which could be analysed, and sensible conclusions 

drawn.  

 

The findings show that Kent LiveMap in its current prototype form is easy to learn 

and could provide useful parking information to meet the needs of the user. The 

overall average for the usability index and the interface user satisfaction index 

supports and indicates a high level of user satisfaction across the various interface 

factors assessed as well as confirming that the application is both easy to understand 

and easy to use. In conclusion, this would support the hypothesis that use of the Kent 

LiveMap application can enhance users' experience. 

 

The feedback from the participants was particularly useful as it provided the key idea 

of using the application to provide other information that could benefit students and 

others on campus. Transport, amenities and other information could be supplied on 
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demand. Co-operative crowdsourcing of information in real time would ensure the 

importance and usefulness of this map application.  

The researcher faced many challenges during the course of this research study. Some 

challenges were met with success and others were not. The failure to develop the 

mobile audio guide and the scavenger hunt application further was very 

disappointing and provided a steep learning curve for the researcher. Despite these 

setbacks the positive feedback from the development of the Kronologi SHHB mobile 

guide and the Kent LiveMap application indicate that these could be successfully 

developed further into full-blown applications, which can enhance users' experience. 

 

With respect to the research questions put forward by the researcher in Chapter 1 

based on the study of the Kent LiveMap application, two important factors to 

consider when generating a map with dynamic real time data through crowdsourcing 

are the sharing of user-generated information and the type of information demanded 

by users. A more significant issue is how to motivate users to crowdsource relevant 

information so that the application will be viable and can function efficiently in real 

time with up to the minute information regarding parking and other information 

demanded by the user  

 

8.1 Future Work  

Future work developing mobile guides can be explored. The researcher intends to 

look at various aspects of running mobile guides on smartphones. One of these 

aspects is mobile guide crowdsourcing. This is of particular interest to the researcher 

as evidenced by the development of the Kent LiveMap application. Users can 

crowdsource anywhere and it is this versatility, which can be exploited to provide the 

kind of information demanded by the user. Crowdsourcing information in this way is 

economic, co-operative and efficient. However, many challenges have to be faced 

and overcome in order to implement seamless real time data managed in this way. 

 

Another interest and challenge is to develop the play and fun aspect of mobile 

guides. The scavenger hunt application will be the basis for this work. The 

immediate challenge will be to find ways of making the scavenger hunt more 
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interactive for individual users or teams. The competitive aspect of the scavenger 

hunt can be enhanced with various games and simulations.  

 

One of the initial motivations during the early stages of this research study was the 

interest shown by officers and personnel from the museums department in Brunei 

Darussalam to implement a mobile guide in the Brunei Museum. The researcher 

intends to pursue this project and is fully aware of the limitations exhibited by the 

prototype for the Kronologi SHHB mobile guide. The experience gained from 

undertaking this, and the other development projects as part of this research study, is 

invaluable in being able to provide a suitable solution for the Brunei Museum.  

 

Finally, the researcher intends to participate in one of the national information and 

communications technology (ICT) competitions in Brunei Darussalam. The Brunei 

ICT Awards (BICTA) is an annual platform for young developers to showcase and 

develop an original idea to pilot stage and beyond. The organisation offers financial 

support for winners in the various categories. BICTA is government funded and 

aspires to develop original ideas into working prototypes, which can be used as start-

up business ideas for young entrepreneurs. The aim is to develop a business model 

for award winners both for the local and regional market. The researcher intends to 

use the idea that led to the Kent LiveMap application to enter BICTA. 

  



122 
 

Bibliography 

 

Bhattacharya, Rituparna. 2015. Near Field Communications: How NFC Can Assist 

the Visually Impaired. . User Experience Magazine 2014 [cited 15 November 

2015]. Available from http://uxpamagazine.org/near-field-communications/. 

Blöckner, Magdalena, Svetlana Danti, Jennifer Forrai, Gregor Broll, and Alexander 

De Luca. 2009. Please touch the exhibits!: using NFC-based interaction for 

exploring a museum. In Proceedings of the 11th International Conference on 

Human-Computer Interaction with Mobile Devices and Services. Bonn, 

Germany: ACM. 

Boehner, Kirsten, Jennifer Thom-Santelli, Angela Zoss, Geri Gay, Justin S. Hall, and 

Tucker Barrett. 2005. Imprints of place: creative expressions of the museum 

experience. In CHI '05 Extended Abstracts on Human Factors in Computing 

Systems. Portland, OR, USA: ACM. 

Broll, Gregor, Roman Graebsch, Maximilian Scherr, Sebastian Boring, Paul Holleis, 

and Matthias Wagner. 2011. Touch to Play -- Exploring Touch-Based Mobile 

Interaction with Public Displays. Paper read at Near Field Communication 

(NFC), 2011 3rd International Workshop on, 22-22 Feb. 2011. 

Budiu, Raluca. 2015. Mobile: Native Apps, Web Apps, and Hybrid Apps  2013 [cited 

15 November 2015]. Available from 

https://www.nngroup.com/articles/mobile-native-apps/. 

Bunskoek, Krista. 2015. 4 Ways to Crowdsource Product Ideas Using Social Media 

Contests. Social Media Examiner 2014 [cited 15 November 2015]. Available 

from http://www.socialmediaexaminer.com/4-ways-crowdsource-product-

ideas-using-social-media-contests/. 

Chatzimilioudis, Georgios, Andreas Konstantinidis, Christos Laoudias, and 

Demetrios Zeinalipour-Yazti. 2012. "Crowdsourcing with Smartphones." 

Internet Computing, IEEE no. 16 (5):36-44. doi: 10.1109/mic.2012.70. 

Chen, Xiao, Elizeu Santos-Neto, and Matei Ripeanu. 2013. Smart parking by the 

COIN. In Proceedings of the third ACM international symposium on Design 

and analysis of intelligent vehicular networks and applications. Barcelona, 

Spain: ACM. 

ClarionStockholm. 2014. NFC mobile phones replace hotel keys  n.d. [cited 30 

December 2014]. Available from http://www.clarionstockholm.com/nfc-

project. 

Clark, Sarah. 2014. Nice to become France's NFC City. NFCworld 2009 [cited 30 

December 2014]. Available from 

http://www.nfcworld.com/2009/06/01/31230/nice-to-become-frances-nfc-

city/. 

http://uxpamagazine.org/near-field-communications/
http://www.nngroup.com/articles/mobile-native-apps/
http://www.socialmediaexaminer.com/4-ways-crowdsource-product-ideas-using-social-media-contests/
http://www.socialmediaexaminer.com/4-ways-crowdsource-product-ideas-using-social-media-contests/
http://www.clarionstockholm.com/nfc-project
http://www.clarionstockholm.com/nfc-project
http://www.nfcworld.com/2009/06/01/31230/nice-to-become-frances-nfc-city/
http://www.nfcworld.com/2009/06/01/31230/nice-to-become-frances-nfc-city/


123 
 

ððð. 2014. NFC city pilot to go live in Nice on 21 May under óCityziô banner. 

NFCworld 2010 [cited 30 December 2014]. Available from 

http://www.nfcworld.com/2010/05/14/33638/nfc-city-pilot-to-go-live-in-

nice-on-21-may-under-cityzi-banner/. 

ððð. 2014. French carries launch second NFC city. NFCworld 2011a [cited 30 

December 2014]. Available from 

http://www.nfcworld.com/2011/09/12/39865/french-carriers-launch-second-

nfc-city/. 

ððð. 2012. Museum of London adds NFC. NFCworld 2011b [cited 15 January 

2012]. 

Cosley, Dan, Jonathan Baxter, Soyoung Lee, Brian Alson, Saeko Nomura, Phil 

Adams, Chethan Sarabu, and Geri Gay. 2009. A tag in the hand: supporting 

semantic, social, and spatial navigation in museums. In Proceedings of the 

27th international conference on Human factors in computing systems. 

Boston, MA, USA: ACM. 

Coulton, Paul, Omer Rashid, and Will Bamford. 2006. Experiencing 'Touch' in 

Mobile Mixed Reality Games. 

DailyCrowdsource.com. 2015. What is Crowdsourcing? Daily Crowdsource n.d. 

[cited 1 January 2015]. Available from 

http://dailycrowdsource.com/training/crowdsourcing/what-is-crowdsourcing. 

EQMEDIA. 2015. Get into the mobile webé  n.d. [cited 15 November 2015]. 

Available from http://www.eqmedia.co.uk/services/mobile/. 

Falk, John H. 2009. "Identity and the Museum Visitor Experience." Left Coast Press. 

Fevgas, Athanasios, Panagiota Tsompanopoulou, and Panayiotis Bozanis. 2011. 

iMuse Mobile Tour: A personalized multimedia museum guide opens to 

groups. Paper read at Computers and Communications (ISCC), 2011 IEEE 

Symposium on, June 28 2011-July 1 2011. 

Fisher, Matthew, Beth A. Twiss-Garrity, and Alexandra Sastre. 2008. "The Art of 

Storytelling: Enriching Art Museum Exhibits and Education through Visitor 

Narratives." Museums and the Web 2008: Proceedings, Toronto: Archives & 

Museum Informatics. 

Gay, Geri, JP Pollak, Phil Adams, and John P. Leonard. 2011. "Pilot study of 

Aurora, a social, mobile-phone-based emotion sharing and recording 

system." J Diabetes Sci Technol no. 5 (2):325-332. 

Ghiani, Giuseppe, Fabio Paternò, Carmn Santoro, and Lucio Spano. 2008. 

Enhancing Mobile Museum Guides with Public Displays. Paper read at CHI 

Workshop on Designing and Evaluating Mobile-phone-based Interaction 

with Public Displays, at Florence, Italy. 

http://www.nfcworld.com/2010/05/14/33638/nfc-city-pilot-to-go-live-in-nice-on-21-may-under-cityzi-banner/
http://www.nfcworld.com/2010/05/14/33638/nfc-city-pilot-to-go-live-in-nice-on-21-may-under-cityzi-banner/
http://www.nfcworld.com/2011/09/12/39865/french-carriers-launch-second-nfc-city/
http://www.nfcworld.com/2011/09/12/39865/french-carriers-launch-second-nfc-city/
http://dailycrowdsource.com/training/crowdsourcing/what-is-crowdsourcing
http://www.eqmedia.co.uk/services/mobile/


124 
 

Google Play - Park Me Right:Free Car Locator. 2014. 10 December 2014 2014 

[cited 28 December 2014]. Available from 

https://play.google.com/store/apps/details?id=com.parkmeright. 

Google Play - ParkMe. 2014. 22 December 2014 2014 [cited 28 December 2014]. 

Available from 

https://play.google.com/store/apps/details?id=com.parkme.consumer. 

Google Play - Parkopedia Parking. 2014. 28 December 2014 2014 [cited 28 

December 2014]. Available from 

https://play.google.com/store/apps/details?id=com.parkopedia. 

Grant, Tavia. 2015. Microwork is the new, new buzzword in global outsourcing. 

Toronto: The Globe and Mail 2010 [cited November 15 2015]. Available 

from http://www.theglobeandmail.com/news/world/microwork-is-the-new-

new-buzzword-in-global-outsourcing/article1496456/. 

Grove, Jennifer Van. 2015. SCVNGR Unveils QR Code Payment System. 

MashableAsia 2011 [cited 15 November 2015]. Available from 

http://mashable.com/2011/10/12/scvngr-levelup-redo/#Q_NB4gVQaqqb. 

Hage, Willem Robert van, Natalia Stash, Yiwen Wang, and Lora Aroyo. 2010. 

Finding your way through the rijksmuseum with an adaptive mobile museum 

guide. In Proceedings of the 7th international conference on The Semantic 

Web: research and Applications - Volume Part I. Heraklion, Crete, Greece: 

Springer-Verlag. 

Hippih. 2014. hipKe - ALWAYS BY YOUR SIDE  n.d. [cited 29 December 2014]. 

Idris, A M.Y.I., A E.M. Tamil, A Z. Razak, and A N.M. Noor. 2009. "Smart Parking 

System using Image Processing Techniques in Wireless Sensor Network 

Environment." Information Technology Journal no. 8:114-127. 

Idris, M.Y.I., A Y.Y. Leng, A E.M. Tamil, and A N.M. Noor. 2009. "Car Park 

System: A Review of Smart Parking System and its Technology." 

Information Technology Journal no. 8:101-113. 

Janah, Leila Chirayath. 2015. TEDxSiliconValley - Leila Chirayath Janah - 

12/12/09. YouTube 2009 [cited November 15 2015]. Available from 

https://www.youtube.com/watch?v=1Ce9EfF2lHE. 

ððð. 2015. The Virtual Assembly Line. Huffingtonpost 2010 [cited 15 November 

2015]. Available from http://www.huffingtonpost.com/leila-chirayath-

janah/the-virtual-assembly-line_b_590467.html. 

Keifer, Steve. 2015. Four Types of Crowdsourcing. Outside in Marketing 2010 

[cited 1 January 2015]. Available from 

http://outsideinmarketing.wordpress.com/2010/05/08/four-types-of-

crowdsourcing/. 

Kjeldskov, Jesper, Connor Graham, Sonja Pedell, Frank Vetere, Steve Howard, Rine 

Balbo, and Jessica Davie. 2005. "Evaluating the usability of a mobile guide: 

http://www.theglobeandmail.com/news/world/microwork-is-the-new-new-buzzword-in-global-outsourcing/article1496456/
http://www.theglobeandmail.com/news/world/microwork-is-the-new-new-buzzword-in-global-outsourcing/article1496456/
http://mashable.com/2011/10/12/scvngr-levelup-redo/#Q_NB4gVQaqqb
http://www.youtube.com/watch?v=1Ce9EfF2lHE
http://www.huffingtonpost.com/leila-chirayath-janah/the-virtual-assembly-line_b_590467.html
http://www.huffingtonpost.com/leila-chirayath-janah/the-virtual-assembly-line_b_590467.html
http://outsideinmarketing.wordpress.com/2010/05/08/four-types-of-crowdsourcing/
http://outsideinmarketing.wordpress.com/2010/05/08/four-types-of-crowdsourcing/


125 
 

the influence of location, participants and resources." Behaviour and 

Information Technology no. 24:51--65. 

Kuhn, Alex, Clara Cahill, Chris Quintana, and Elliot Soloway. 2010. Scaffolding 

science inquiry in museums with Zydeco. In Proceedings of the 28th of the 

international conference extended abstracts on Human factors in computing 

systems. Atlanta, Georgia, USA: ACM. 

Liu, Jingbin, Ruizhi Chen, Yuwei Chen, Ling Pei, and Liang Chen. 2012. "iParking: 

An Intelligent Indoor Location-Based Smartphone Parking Service." Sensors 

(Basel, Switzerland) no. 12 (11):14612-14629. doi: 10.3390/s121114612. 

LiveOrangeTV. 2014. The Bardo Museum in Tunisia launches the first NFC guide of 

Africa. LiveOrangeTV 2014 [cited December 30 2014]. Available from 

http://livetv.orange.com/en/live-Orange-TV/global-footprint/Africa/the-

Bardo-Museum-in-Tunisia-launches-the-first-NFC-guide-of-Africa. 

Merriam-Webster.com. 2015. Crowdsourcing. Merriam-Webster n.d. [cited 1 

January 2015]. Available from http://www.merriam-

webster.com/dictionary/crowdsourcing. 

Meschtscherjakov, Alexander, Astrid Weiss, and Thomas Scherndl. 2009. "Utilizing 

Emoticons on mobile devices within ESM studies to measure emotions in the 

field." Proc. MME in conjunction with MobileHCI no. 9. 

MuseumOfLondon. 2012. NFC at the Museum of London. Museum of London n.d. 

[cited January 18 2012]. Available from 

http://www.museumoflondon.org.uk/explore-online/museum-london-

apps/nfc/. 

Naismith, Laura, and M. Paul Smith. 2009. "Using Mobile Technologies for 

multimedia tours in a traditional museum setting." In Mobile learning: 

Transforming the delivery of education and training, edited by Mohamed 

Ally , 247-264. AU Press. 

Naraine, Ryan. 2015. Google testing login authentication via QR codes. ZDNet 2012 

[cited 15 November 2015]. Available from 

http://www.zdnet.com/article/google-testing-login-authentication-via-qr-

codes/. 

NFC-Forum. 2014. What Is NFC? NFC-Forum n.d. [cited 24 December 2014]. 

Available from http://nfc-forum.org/what-is-nfc/. 

O'Tool, James. 2015. Mobile apps overtake PC Internet usage in U.S. CNN 2014 

[cited 15 November 2015]. Available from 

http://money.cnn.com/2014/02/28/technology/mobile/mobile-apps-internet/. 

Othman, Mohd Kamal, Helen Petrie, and Christopher Power. 2011. "Engaging 

Visitors in Museums with Technology: Scales for the Measurement of 

Visitor and Multimedia Guide Experience." In Human-Computer Interaction 

ï INTERACT 2011, edited by Pedro Campos, Nicholas Graham, Joaquim 

http://livetv.orange.com/en/live-Orange-TV/global-footprint/Africa/the-Bardo-Museum-in-Tunisia-launches-the-first-NFC-guide-of-Africa
http://livetv.orange.com/en/live-Orange-TV/global-footprint/Africa/the-Bardo-Museum-in-Tunisia-launches-the-first-NFC-guide-of-Africa
http://www.merriam-webster.com/dictionary/crowdsourcing
http://www.merriam-webster.com/dictionary/crowdsourcing
http://www.museumoflondon.org.uk/explore-online/museum-london-apps/nfc/
http://www.museumoflondon.org.uk/explore-online/museum-london-apps/nfc/
http://www.zdnet.com/article/google-testing-login-authentication-via-qr-codes/
http://www.zdnet.com/article/google-testing-login-authentication-via-qr-codes/
http://nfc-forum.org/what-is-nfc/
http://money.cnn.com/2014/02/28/technology/mobile/mobile-apps-internet/


126 
 

Jorge, Nuno Nunes, Philippe Palanque and Marco Winckler, 92-99. Springer 

Berlin Heidelberg. 

Proctor, Nancy. 2014. Mobile Apps for Museums. American Alliance of Museum 

2013 [cited December 2014]. Available from 

http://mobileappsformuseums.wordpress.com/. 

Questionnaire For User Interaction Satisfaction. 2015.  n.d. [cited 15 November 

2015]. Available from http://www.lap.umd.edu/quis/. 

RapidNFC. 2014. NFC Tags vs QR Codes - How to Make the Right Choice. 

RapidNFC 2013 [cited 29 December 2014]. Available from 

http://rapidnfc.com/blog/73/nfc_tags_vs_qr_codes_how_to_make_right_choi

ce. 

ððð. 2014. What is NFC - A Beginners Guide. RapidNFC 2014 [cited 24 

December 2014]. Available from http://rapidnfc.com/what_is_nfc. 

Righthand, Jess. 2014. Pheon Launches at American Art Museum. Smithsonian 2010 

[cited 30 December 2014]. Available from 

http://www.smithsonianmag.com/smithsonian-institution/pheon-launches-at-

american-art-museum-924909/?no-ist. 

Roes, Ivo, Natalia Stash, Yiwen Wang, and Lora Aroyo. 2009. A personalized walk 

through the museum: the CHIP interactive tour guide. In Proceedings of the 

27th international conference extended abstracts on Human factors in 

computing systems. Boston, MA, USA: ACM. 

Sarmenta, Luis. 2012. "Tangible and Casual NFC-Enabled Mobile Games 

Pervasive Computing." In, edited by Judy Kay, Paul Lukowicz, Hideyuki Tokuda, 

Patrick Olivier and Antonio Krüger, 361-369. Springer Berlin / Heidelberg. 

TechInfoPoint. 2015. Tech Info Point. Tech Info Point 2015 [cited 15 November 

2015]. Available from 

http://www.techinfopoint.com/category/mobilestablets. 

thefreedictionary.com. 2014. Mobile (Fifth Edition). American Heritage® Dictionary 

of the English Language 2011 [cited 29 December 2014]. Available from 

http://www.thefreedictionary.com/Mobile. 

Tokarchuk, Oksana, Roberta Cuel, and Marco Zamarian. 2012. "Analyzing Crowd 

Labor and Designing Incentives for Humans in the Loop." Internet 

Computing, IEEE no. 16 (5):45-51. doi: 10.1109/mic.2012.66. 

Usability. 2014. System Usability Scale (SUS). Usability n.d. [cited 15 September 

2014]. Available from http://www.usability.gov/how-to-and-

tools/methods/system-usability-scale.html. 

Waze. 2015. Waze - Get the best route, every day, with realïtime help from other 

drivers. Waze 2009 [cited 2 January 2015]. Available from 

https://www.waze.com/. 

http://mobileappsformuseums.wordpress.com/
http://www.lap.umd.edu/quis/
http://rapidnfc.com/blog/73/nfc_tags_vs_qr_codes_how_to_make_right_choice
http://rapidnfc.com/blog/73/nfc_tags_vs_qr_codes_how_to_make_right_choice
http://rapidnfc.com/what_is_nfc
http://www.smithsonianmag.com/smithsonian-institution/pheon-launches-at-american-art-museum-924909/?no-ist
http://www.smithsonianmag.com/smithsonian-institution/pheon-launches-at-american-art-museum-924909/?no-ist
http://www.techinfopoint.com/category/mobilestablets
http://www.thefreedictionary.com/Mobile
http://www.usability.gov/how-to-and-tools/methods/system-usability-scale.html
http://www.usability.gov/how-to-and-tools/methods/system-usability-scale.html
http://www.waze.com/


127 
 

White, Claire. June 2013. Let the battle commence as National Museum launces 

interactive app  2013June 2013]. Available from http://news.stv.tv/east-

central/articles/225881-national-museums-scotland-launch-interactive-

capture-the-museum-app/. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

http://news.stv.tv/east-central/articles/225881-national-museums-scotland-launch-interactive-capture-the-museum-app/
http://news.stv.tv/east-central/articles/225881-national-museums-scotland-launch-interactive-capture-the-museum-app/
http://news.stv.tv/east-central/articles/225881-national-museums-scotland-launch-interactive-capture-the-museum-app/


128 
 

Appendices 

Appendix 1 - Questionnaire for Kronologi SHHB 

FEEDBACK / QUESTIONNAIRE 

Name ____________________________________________________ 

Age ____________________________________________________ 

 

1. The Kronologi KDYMM Paduka Seri Baginda Sultan Haji Hassanal 

Bolkiah is easy to use? (if no state the reason(s))  YES     NO 

__________________________________________________________ 

__________________________________________________________ 

2. If you want to improve the user interface what would you suggests? 

__________________________________________________________ 

__________________________________________________________ 

3. Which one is easier? Using NFC or QR code? 

__________________________________________________________ 

__________________________________________________________ 

4. 5ƻ ȅƻǳ ǘƘƛƴƪ ǘƘŜ ǳǎŀƎŜ ƻŦ ǎƳŀǊǘ ǇƘƻƴŜǎ ǿƛƭƭ ŜƴƘŀƴŎŜ ǘƘŜ ǾƛǎƛǘƻǊΩǎ 

experiences in the museum? Give reason(s). 

__________________________________________________________ 

__________________________________________________________ 

5. Suggestion(s) to make the application more interesting. 

__________________________________________________________ 

__________________________________________________________ 
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Appendix 2.1 - Participantôs feedback for Kronologi SHHB 
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Appendix 2.2 - Participantôs feedback for Kronologi SHHB 
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Appendix 2.3 - Participantôs feedback for Kronologi SHHB 
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Appendix 3.1 - Questionnaire for Kent LiveMap 

 

Demographic 
1) Age = 18-20 | 21-25 | 26-30 | 31-35 | Other:____  

2) Gender = Male | Female 

3) Do you own a smartphone? = Yes | No 

4) Which phone do you use? = Samsung | iPhone | Nokia | Other: ______ 

5) Have you used QR Code or NFC? = Both | QR Code only | NFC only | No 

System Usability Scale 

 
Strongly 
Agree 

Agree Neutral Disagree 
Strongly 
Disagree 

1. I would like to use Kent LiveMap 

frequently. 
     

2. I found Kent LiveMap unnecessarily 

complex. 
     

3. I thought Kent LiveMap was easy to 

use. 
     

4. I would need the support of a 

technical person to be able to use 

Kent LiveMap. 

     

5. I found the various functions in Kent 

LiveMap were well integrated. 
     

6. There was too much inconsistency in 

Kent LiveMap. 
     

7. Most people would learn to use Kent 

LiveMap very quickly. 
     

8. I found the Kent LiveMap very 

difficult to use. 
     

9. I felt very confident using the Kent 

LiveMap. 
     

10. I needed to learn a lot of things before 

I could get going with Kent LiveMap. 
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Appendix 3.2 - Questionnaire for Kent LiveMap 

 

Questionnaire for User Interface Satisfaction 
Please indicate the scale of: 

GROUP 1 

OVERALL REACTION TO KENT 
LIVEMAP 

 0 1 2 3 4 5 6 7 8 9  

1. poor           excellent 

2. difficult           easy 

3. frustrating           satisfying 

4. dull           stimulating 

5. inflexible           flexible 

 

GROUP 2 

SCREEN  0 1 2 3 4 5 6 7 8 9  

5. Reading characters on 

the screen 
hard           easy 

6. Highlighting simplified 

task 
not at all           very much 

7. Organisation of 

information 
confusing           very much 

8. Structure of screens confusing           very clear 

 

GROUP 3 

TERMINOLOGY AND SYSTEM 
INFORMATION 

 0 1 2 3 4 5 6 7 8 9  

7. Use of terms throughout 

Kent LiveMap 
inconsistent           consistent 

8. Terminology related to 

task 
never           always 

9. Position of messages on 

screen 
inconsistent           consistent 

10. Prompts for input confusing           clear 

11. Kent LiveMap informs 

about its progress 
never           always 

12. Error messages unhelpful           helpful 
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Appendix 3.3 - Questionnaire for Kent LiveMap 

 

GROUP 4 

LEARNING  0 1 2 3 4 5 6 7 8 9  

5. Learning to operate Kent 

LiveMap 
difficult           easy 

6. Remembering names and 

use of commands 
difficult           easy 

7. Performing tasks is 

straightforward 
never           always 

8. Help messages on the 

screen (Legend) 
unhelpful           helpful 

 

GROUP 5 

KENT LIVEMAP CAPABILITIES  0 1 2 3 4 5 6 7 8 9  

6. Kent LiveMap speed too slow           fast enough 

7. Kent LiveMap reliability unreliable           reliable 

8. Kent LiveMap tend to be noisy           quiet 

9. Correcting your mistakes difficult           easy 

10. Designed for all levels of 

users 
never           always 
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Appendix 3.4 - Questionnaire for Kent LiveMap 

 

1) How can we generate a map with dynamic real time data 
through crowdsourcing? 

 

¶ What kind of information would you look up? 

 

¶ What kind of information would you share? 
 

2) How can LiveMap enhance users' experience on campus? 
 

¶ If LiveMap is online: 

 

o Why would you use it? 

 

o Why would you recommend it? 

 

 

¶ Tell me about your experience using Kent LiveMap? 

 

¶ When will you use LiveMap? 

 

¶ What do you think about the design of Kent LiveMap? 

 

¶ What do you like about Kent LiveMap? 

 

¶ How can LiveMap be improved? 
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Appendix 4 - Consent form for Kent LiveMap interview 

 

 

UNIVERSITY OF KENT 

CONSENT FORM 
 

 

LΣΧΧΧΧΧΧΧΧΧΧΧΧΧΧΧΧΧΣ ƎƛǾŜ ǘƘŜ ¦ƴƛǾŜǊǎƛǘȅ ƻŦ YŜƴǘ όƘŜǊŜƛƴŀŦǘŜǊ ǊŜŦŜǊǊŜŘ ǘƻ 

ŀǎ άǘƘŜ ¦ƴƛǾŜǊǎƛǘȅέύ ǇŜǊƳƛǎǎƛƻƴ ǘƻ ǊŜŎƻǊŘ Ƴȅ ƛƳŀƎŜ ŀƴŘκƻǊ ǾƻƛŎŜ ŀƴŘ ƎǊŀƴǘ ǘƘŜ 

University all rights to use these sound, still, or moving images in any medium for 

educational, promotional, advertising, or other purposes that support the mission 

of the University.  I agree that all rights to the sound, still, or moving images belong 

to the University. 

 

{ƛƎƴŀǘǳǊŜ ΧΧΧΧΧΧΧΧΧΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦΦ  5ŀǘŜ ΧΧΧΧΦΧΦΦΦΦΦΦΦΧΧΧΧΦΦΦΦΧΦΦΦΦΦΦΦΦ 
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Appendix 5.1 - Compilation answers for Kent LiveMap interview 

 

What kind of information would you look up? 

Participant 1 Parking spaces, room availability (for studying), congestion in certain spaces (e.g. 
essentials). 
 
ά.ŜŎŀǳǎŜ ƛǘ ƛǎ ŎŀƳǇǳǎ ƳŀǇΣ L ǿƻǳƭŘ ǿŀƴǘ ƛƴŦƻǊƳŀǘƛƻƴ ƻŦ ǿƘƛŎƘ ǇƭŀŎŜǎ ŀǊŜ ŎƻƴƎŜǎǘŜŘ ŦƻǊ 
instance essentials, the queues, if it is appropriate to go the at certain time. Long queue or 
not. Other than that rooms are occupied on campus and available for studying. I think it 
would be nice to have bus information as well because they do have in London on 
ǘƛƳŜǘŀōƭŜǎ ŀƴŘ Ƙƻǿ ƭƻƴƎ ǘƘŜ ōǳǎ ǘŀƪŜǎ ǘƻ ŎŜǊǘŀƛƴ ōǳǎ ǎǘƻǇΦέ 

Participant 2 Bus time, study room availability. 
 
άL ŎŀƴΩǘ ǘƘƛƴƪ ƻŦ ŀƴȅǘƘƛƴƎ ǊƛƎƘǘ ƴƻǿΦέ 

Participant 3 The time of bus at each bus stop and the availability of computers that can be use 
anywhere in the university. 

Participant 4 Information regarding other areas around campus. E.g. events around campus, information 

on library available computer spaces, café events, and sales around the campus. 

άbƻ ƻŦ ǇŀǊƪƛƴƎΣ ƴƻ ƻŦ ŀǾŀƛƭŀōƭŜ ǎǇŀŎŜǎΣ ǊƻǳǘŜ ƛŦ ǘƘŜ ŀǊŜŀ ƻŦ ŎƻƴƎŜǎǘŜŘ ƻǊ ƴƻǘΦέ 

Participant 5 Looking up available parking on campus, What kind of parking spaces is permitted? 

ά²ŜƭƭΣ ŀƳƻǳƴǘ ƻŦ ǇŀǊƪƛƴƎ ǎǇŀŎŜ ŀǾŀƛƭŀōƭŜ ƻƴ ŎŀƳǇǳǎΣ ǿƘŜǊŜ ǾƛǎƛǘƻǊǎ ŀǊŜ ǇŜǊƳƛǘǘŜŘ ǘƻ ǇŀǊƪ 

which part of university because not every parking university you can park, and like you can 

ŀƭǎƻ ƭƻƻƪ ǘƘŜ ƳŀǇ ŀƴŘ ƎŜǘ ǘƻ ƻǘƘŜǊ ǇƭŀŎŜǎΦ  έ 

Participant 6 Kent Parking Map. 
 
άYŜƴǘ tŀǊƪƛƴƎΣ L ƎǳŜǎǎ ǘƘŜ ƳŀǇΦέ 

Participant 7 Nearest bus stop, Parking availability and location. 
 
ά¢ƘŜ ǇŀǊƪƛƴƎ ǎǇŀŎŜǎΣ ǿƘŜǊŜ ǇŀǊƪƛƴƎ ǎǇŀŎŜǎ ŀǊŜ ŀǾŀƛƭŀōƭŜΣ ŘƛŦŦŜǊŜƴǘ ǘȅǇŜǎ ƻŦ ǇŀǊƪƛƴƎ ǎǇŀŎŜǎ 
available and the availability of ǘƘŜ ǇŀǊƪƛƴƎ ǎǇŀŎŜǎέΦ 

Participant 8 Parking Spaces, Additionally, bus availability (e.g. when it moves from one stop to another) 
 
άLŦ L Ǝƻǘ ŀ ŎŀǊ ǘƘŜƴ L ǿŀƴƴŀ ǎŜŜ ǿƘŜǊŜ L ƪƴƻǿ ǿƘŜǊŜ L ŎŀƴΩǘ ǇŀǊƪ ŀƴŘ ǿƘŜǊŜ L Ŏŀƴ ǇŀǊƪΣ ǎƻ ƛǘ 
will make it easy and save lots oŦ ǘƛƳŜ έ 

Participant 9 Parking. 
 
άCǊƻƳ ǿƘŀǘ L Ŏŀƴ ǎŜŜ ƛǘΩǎ Ƨǳǎǘ ŀ ǇŀǊƪƛƴƎΦέ 

Participant 10 Parking space availability, Nearby parking spaces. 
 
ά²ŜƭƭΣ ōŀǎƛŎŀƭƭȅ ǘƘŜ ŀǾŀƛƭŀōƛƭƛǘȅ ƴǳƳōŜǊ ƻŦ ǇŀǊƪƛƴƎ ŀƴŘ ǿƘŜƴ ƛǘ ǿŀǎ ƭŀǎǘ ǳǇŘŀǘŜŘΦ ¢ƘŀǘΩǎ 
ǿƘŀǘ L ƴŜŜŘ ǘƻ ƪƴƻǿέ 

Participant 11 Indicator of food on campus. 
 
ά!ǾŀƛƭŀōƭŜ ǇŀǊƪƛƴƎ ǎǇŀŎŜǎΦέ 

Participant12 Availability of parking, location, traffic info. 
 
ά[ƻŎŀǘƛƻƴΣ ǘǊŀŦŦƛŎ ŘŜǇŜƴŘǎ LŦ L ƘŀǾŜ ŀ ŎŀǊΣ ǘǊŀŦŦƛŎΣ ǇŀǊƪƛƴƎ ŀǊŜŀΦέ 
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Appendix 5.2 - Compilation answers for Kent LiveMap interview 

 

What kind of information would you share? 

Participant 1 (Same as above) 
 
ά{ŀƳŜ ŀƴǎǿŜǊ ƭƛƪŜ ǊƻƻƳ ŀǾŀƛƭŀōƭŜέ 

Participant 2 The place, how busy the street is. 
 
ά/ƭŀǎǎΣ bƻǘ ǎǳǊŜέ 

Participant 3 The exact of location of places maybe lecturers or seminar rooms. 

Participant 4 9ǾŜƴǘǎ ǘƘŀǘΩǎ ƻŎŎǳǊǊƛƴƎ ŀǊƻǳƴŘ ŎŀƳǇǳǎΣ ŎƻƳǇǳǘŜǊ ǎǇŀŎŜǎ ŀǊƻǳƴŘ ŎŀƳǇǳǎΦ 
 
ά{ŀƳŜΣ ƭƛƪŜ ŎƻƴƎŜǎǘƛƻƴΦέ 

Participant 5 The amount of parking spaces available on campus. 
 
άLƴ ǊŜƎŀǊŘǎ ǘƻ ǘƘƛǎ ŀǇǇƭƛŎŀǘƛƻƴΣ ǎƘŀǊŜ ƛŦ ǘƘŜǊŜΩǎ ŜƳǇǘȅ ǎǇŀŎŜǎΣ ƛŦ ǘƘŜǊŜΩǎ ǎǇŀŎŜǎ ŀǾŀƛƭŀōƭŜ ȅƻǳ 
can tweet it so the people can aware with the empty spaces and as well which parking 
ǎǇŀŎŜǎ ŀǊŜ ǇŜǊƳƛǘǘŜŘ ŦƻǊ ǇŜƻǇƭŜ έ 

Participant 6 Parking Slots. 
 
άtŀǊƪƛƴƎ ƛƴŦƻǊƳŀǘƛƻƴέ 

Participant 7 Parking information location, Current user location. 
 
άL ǿƻǳƭŘ ǎƘŀǊŜ ōŀǎƛŎŀƭƭȅ ǘƘŜ ŀǾŀƛƭŀōƛƭƛǘȅέ 

Participant 8 ¦ǎǳŀƭƭȅΣ ǇŜǊǎƻƴŀƭƭȅΣ L ǿƻƴΩǘ ōǳǘ ƛŦ L ƘŀǾŜ ǘƻΣ LΩƭƭ ǘǿŜŜǘ ŀōƻǳǘ Ƴȅ ŦǊǳǎǘǊŀǘƛƻƴ ƻŦ ƴƻǘ ƎŜǘǘƛƴƎ ŀ 

park and directing people to area where there is park. 

άtŜǊǎƻƴŀƭƭȅ L ŘƻƴΩǘ ǘƘƛƴƪ L ǿƻǳƭŘ ŎƻȊ L ŘƻƴΩǘ ƘŀǾŜ ǘƘŜ ǘƛƳŜ ǘƻ Řƻ ǎƻ ōǳǘ ƛŦ L ǿŀƴǘ ǘƻ Řƻ ƛǘΣ L 

ǿƻǳƭŘ ōŜ ƭƛƪŜ ƻƘ ƪΣ ǘƘƛǎ ǇƭŀŎŜ ƛǎ Ŧǳƭƭ ŘƻƴΩǘ Ǝƻ ǘƘŜǊŜ ōǳǘ ǘƘŜǊŜΩǎ ŀ ǇƭŜƴǘȅ ƻŦ ǇŀǊƪǎ ƘŜǊŜ ƛŦ 

ȅƻǳΩǊŜ ǊǳƴƴƛƴƎ ƭŀǘŜ ƻǊ ȅƻǳ ƎƻƛƴƎ ǘƻ ǘƘƛǎ ŀǊŜŀ ǘƘŜǊŜ ǿƛƭƭ ōŜ ǇŀǊƪέ 

Participant 9 Interesting stuff going on. 

άLŦ ƛǘΩǎ Ŧǳƭƭ ƻŦ ŎƻǳǊǎŜΣ ŀƴŘ ƛŦ L ƪƴƻǿ ǎƻƳŜǘƘƛƴƎ ŎǊŀȊȅ ƘŀǇǇŜƴƛƴƎ ŀōƻǳǘ ƳƛƎƘǘ ŀǎ ǿŜƭƭ Ƨǳǎǘ 

ǘǿŜŜǘ ƛǘΣ ƭƛƪŜ ƛŦ ǘƘŜǊŜΩǎ ŎƻǳǇƭŜ ŦƛƎƘǘƛƴƎΦέ 

Participant 10 ¢ƘŜ ŀǾŀƛƭŀōƛƭƛǘȅ ƻŦ ǇŀǊƪƛƴƎ ǎǇŀŎŜ ŜǎǇΦ ƛŦ ƛǘΩǎ Ŧǳƭƭ ƻŦ ƻǊ ŀƭƳƻǎǘ ŦǳƭƭΦ 

ά²ƻǳƭŘ ǎƘŀǊŜ ƴƻǊƳŀƭƭȅ ƛŦ ǘƘŜǊŜΩǎ ƭƛǘǘƭŜ ǎǇŀŎŜ ŀǾŀƛƭŀōƭŜ ƻǊ ƛŦ ƛǘΩǎ ŦǳƭƭΦ {ƻ L ǿƻǳƭŘ ƪƴƻǿ Ƙƻǿ 

ǇŜƻǇƭŜ ǿƻǳƭŘ ŦŜŜƭ ƛŦ ŎƻƳŜ ǘƘŜǊŜ ŀƴŘ ŜǾŜǊȅǘƘƛƴƎ ƛǎ ŦǳƭƭΦέ 

Participant 11 What food is available that day? 

ά¢ƘŜ ǇŀǊƪƛƴƎ ǎǇŀŎŜǎ ŀǊŜ Ŧǳƭƭ ƻǊ ƴƻǘΦέ 

Participant 12 Availability of parking area, traffic information. 
 
ά¢ǊŀŦŦƛŎ ŀǎ ǿŜƭƭΦέ 
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Appendix 5.3 - Compilation answers for Kent LiveMap interview 

 

If LiveMap is online: 
Why would you use it? 

Participant 1 To find parking spaces on campus for easy access. 
 
ά¸ŜǎΣ ōŜŎŀǳǎŜ ƛǘΩǎ Ƨǳǎǘ ŜŀǎƛŜǊ ǘƻ ƎŜǘ ŀǊƻǳƴŘ ŎŀƳǇǳǎ ŀƴŘ ƴƻ ƳƻǊŜ ǿŀǎǘƛƴƎ ƧƻǳǊƴŜȅΦέ 

Participant 2 It is easy to use and simple enough to understand. 
 
ά¸ŜǎΣ Lǘ ǇǊƻǾƛŘŜ ƛƴŦƻǊƳŀǘƛƻƴ ȅƻǳ ƴŜŜŘέ 

Participant 3 If the LiveMap have information regarding the bus times and when there is peak time in any 
places such as library, computers rooms and dining places. 

Participant 4 User interface is quite simple, it loads up pretty quick it does not lag at all, if I were to post 
up an update with the system it would only take 4-5 mins so for now as it is, its quick 
ŜƴƻǳƎƘΦ LǘΩǎ ǎƛƳǇƭŜ ŜƴƻǳƎƘ ŀǎ ǘƘŜ ŦŀŎǘ ǘƘŀǘ ƛǘ ǳǎŜǎ ǘƘŜ bC/ ƻǊ ǎŎŀƴ ǎȅǎǘŜƳΤ ƘŜƴŎŜ ǘƘŜǊŜ ƛǎ 
the ease of access to the site. 
 
ά.ŀǎƛŎŀƭƭȅ ǘƘŜ ƛŘŜŀ ƛǎ ǘƻ ƪƴƻǿ ǿƘŜǊŜ ǘƘŜ ǇŀǊƪƛƴƎ ǎpaces are and where is available its good 
ƛǘΩǎ Ŧŀǎǘ ŀƴŘ Ŝŀǎȅ ǘƻ ƭƻŀŘέ 

Participant 5 To look for parking space. 
 
ά¢ƻ ŦƛƴŘ ǇŀǊƪƛƴƎέ 

Participant 6 To save time. 
 
ά¢ƻ ǎŀǾŜ ǘƛƳŜ ōŜŦƻǊŜ ƎƻƛƴƎΣ ƛŦ L ƘŀǾŜ ŀ ŎŀǊέ 

Participant 7 Find parking spaces. 
 
άLǘ ǿƻǳƭŘ ōŜ easy to find out where the parking available without wasting time, more 
ŜŦŦƛŎƛŜƴǘέ 

Participant 8 Convenient and informative ς Helpful! 
 
άLǘΩǎ ŎƻƴǾŜƴƛŜƴǘ ŀƴŘ ȅƻǳ ŘƻƴΩǘ ŀŎǘǳŀƭƭȅ ƘŀǾŜ ǘƻ ǿŀǎǘŜ ǘƛƳŜ ȅƻǳ ƪƴƻǿ ǿƘŜǊŜ ŜȄŀŎǘƭȅ ǿƘŜǊŜ ǘƻ 
go and you can just check liƪŜ ƛƴ ǘƘŜ ƭƛōǊŀǊȅ ǿƘƛŎƘ ǇƭŀŎŜǎ ŀǊŜ ŀǾŀƛƭŀōƭŜΣ ǎƻƳŜǘƘƛƴƎ ƭƛƪŜ ǘƘŀǘέ 

Participant 9 To find parking. 
 
άLŦ LΩƳ ŘǊƛǾƛƴƎ ƛƴ ǘƘŜ ¦Y ƻŦ ŎƻǳǊǎŜ LΩƳ ƎƻƛƴƎ ǘƻ ǳǎŜ ƛǘΣ LǘΩǎ ƎƻƛƴƎ ǘƻ ǎŀǾŜ ǳǇ ƳƻǊŜ ǘƛƳŜ 
ŜǎǇŜŎƛŀƭƭȅ ŜŀǊƭȅ ƭŜŎǘǳǊŜ έ 

Participant 10 Yes, when I have the data. 
 
άwŜŎŜƴǘƭȅ Ƴȅ ŘŀŘ ǊŜƴǘŜŘ ŀ ŎŀǊ ǎƻ ǿŜ ŀƭǿŀȅǎ Ǝƻ ǘƻ ǘƘƛǎ ǘǊƻǳōƭŜ ƭƻƻƪƛƴƎ ŦƻǊ ǇŀǊƪƛƴƎ ǎǇŀŎŜǎ ǎƻ 
it would be very helpful especially when you know when there is another parking nearby and 
ǘƻ ƪƴƻǿ ǿƘƛŎƘ ƻƴŜ ŎƻǳƭŘ ǿŜ ŀŎŎŜǎǎ ƻǊ ǿƘƛŎƘ ƻƴŜ ǿŜ ǎƘƻǳƭŘƴΩǘ ǎƻ ǿƘƛŎƘ permit. Normally 
ǾƛǎƛǘƻǊǎ ǘƘŜȅ ŘƻƴΩǘ ƘŀǾŜ ŀ ǇŜǊƳƛǘ ǎƻƳŜǘƛƳŜ ǿŜ ŀŎŎƛŘŜƴǘŀƭƭȅ ǇŀǊƪ ƛƴ ŀ ǇƭŀŎŜ ǿƘŜǊŜ ȅƻǳ ƴŜŜŘ 
ǘƘŀǘ ǇŜǊƳƛǘ ǎƻ ²Ŝ ǿƻƴΩǘ ƛƴǾƻƭǾŜ ƻǳǊ ǎŜƭŦ-such a trouble or complication so I think this 
ŀǇǇƭƛŎŀǘƛƻƴ ǿƻǳƭŘ ƘŜƭǇ ǇŜƻǇƭŜ ǾŜǊȅ ƳǳŎƘΦέ 

Participant 11 If LΩƳ ŀ ŘǊƛǾŜǊΣ ƛǘ ǿƻǳƭŘ ōŜ ƪƴƻǿƴ ŀŎŎŜǎǎ ǘƻ ǇŀǊƪƛƴƎΦ 
 
άCƻǊ ŎƻƴǾŜƴƛŜƴǘ ǇǳǊǇƻǎŜǎ ǎƻ ǘƘŀǘ ȅƻǳ ǿƻƴΩǘ Ǝƻ ǘƻ ƻǘƘŜǊ ǇŀǊƪƛƴƎ ŀǊŜŀ ǿƘŜƴ ȅƻǳ ƪƴƻǿ ƛǘ ƛǎ 
ŀƭǊŜŀŘȅ ŦǳƭƭΦέ 

Participant 12 Kent Student. 
 
άCƻǊ ƛƴǎǘŀƴŎŜ ƛŦ L ƘŀǾŜ ŀ ŎŀǊ ǎƻ ƛǘ ƛǎ ŜŀǎƛŜǊ ŦƻǊ ƳŜ ǘƻ ǇŀǊƪ Ƴȅ ŎŀǊ ǎǘǊŀƛƎƘǘ ŀǿŀȅΦέ 

 



140 
 

Appendix 5.4 - Compilation answers for Kent LiveMap interview 

 

If LiveMap is online: 
Why would you recommend it? 

Participant 1 Easy access around campus. 
 
ά¸ŜǎΣ ōŜŎŀǳǎŜ ƛǘΩǎ Ƨǳǎǘ ŜŀǎƛŜǊ ǘƻ ƎŜǘ ŀǊƻǳƴŘ ŎŀƳǇǳǎ ŀƴŘ ƴƻ ƳƻǊŜ ǿŀǎǘƛƴƎ ƧƻǳǊƴŜȅΦέ 

Participant 2 LǘΩǎ ǳǎŜŦǳƭ ŀƴŘ ǾŜǊȅ ŎƻƴǾŜƴƛŜƴǘΦ 
ά¸ŜǎΗ L ǿƻǳƭŘΣ ǎŀƳŜ ǊŜŀǎƻƴ ǘƻ ǇǊƻǾƛŘŜ ƛƴŦƻǊƳŀǘƛƻƴ ŀƴŘ ƛǘ ǇǊƻǾƛŘŜǎ ǇŀǊƪƛƴƎ ǎǇŀŎŜǎΦέ 

Participant 3 Some people have complains how there are no parking available which make them late to 
come into lectures on time therefore it is better for people to use the information in 
LiveMap to save s more of their time. 

Participant 4 CƛǊǎǘ ƻŦ ŀƭƭ ƛǘΩǎ ŀ ǎȅǎǘŜƳ ŘŜǾeloped for the ease of the students as well as the teaching 
staffs and the communities based within the university. There is as well potential for the 
system/LiveMap to grow forward or to evolve from simply a system for the organisation 
of parking lots it can do more than that, therefore I would like to see the future iteration 
of the system. 
 
ά.ŜŎŀǳǎŜ ƛǘ ƛǎ Ŧŀǎǘ ŀƴŘ ǇǊŜǘǘȅ Ŝŀǎȅ ŀƴŘ ȅƻǳ Ŏŀƴ ǎƘŀǊŜ ƛǘ ǘƘŜǊŜ ŀǊŜ ǎƘŀǊŜ ōǳǘǘƻƴ ǘƻ ǳǎŜ ƛƴ 
ǘǿƛǘǘŜǊ ŀƴŘ ŜǾŜǊȅōƻŘȅ Ŏŀƴ ƪƴƻǿ ǘƘŜ ǎƛǘǳŀǘƛƻƴ ǿƛǘƘƛƴ ǘƘŜ ¦ƴƛǾŜǊǎƛǘȅ ƻŦ YŜƴǘέ 

Participant 5 Easier to look for parking. 
 
ά.ŜŎŀǳǎŜ ƛǘ ƛǎ Ŝŀǎȅ ŀƴŘ ǎƛƳǇƭŜ ŀƴŘ ƴƻǘ ŎƻƳǇƭƛŎŀǘŜŘ ǿƛǘƘƻǳǘ ȅƻǳ ŜǾŜƴ ƛƴǎǘǊǳŎǘƛƴƎ ƳŜ L ŎƻǳƭŘ 
ŜǾŜƴ ŀŎǘǳŀƭƭȅ ǳǎŜ ƛǘ ǿƛǘƘƻǳǘ ǘƘŜ ƛƴǎǘǊǳŎǘƛƻƴέ 

Participant 6 Quick & Easy. 
 
ά.ŜŎŀǳǎŜ ƛǘ ǎŀǾŜǎ ǘƛƳŜ ŀƴŘ ŜƴŜǊƎȅΣ L ǿƻǳƭŘ ǊŜŎƻƳƳŜƴŘ ƛǘ ŀǎ ƛǘ ƳŀƪŜǎ ƭƛŦŜ ŜŀǎƛŜǊΦέ 

Participant 7 Efficient, less time wasted. 
 
άaƻǊŜ ŜŦŦƛŎƛŜƴǘ ŦƻǊ ǇŜƻǇƭŜΣ ŘƻƴΩǘ ǿŀǎǘŜ ǘƛƳŜ ƎƻƛƴƎ ǘƻ ƻǘƘŜǊ ǇŀǊƪƛƴƎ ǎǇŀŎŜǎ ǿƘŜƴ ǘƘŜ 
ƛƴŦƻǊƳŀǘƛƻƴ ƛǎ ŀƭǊŜŀŘȅ ŀǾŀƛƭŀōƭŜ ǘƻ ȅƻǳέ 

Participant 8 Same reason as above. 
 
άaŀƛƴƭȅ ōŜŎŀǳǎŜ ƛǘΩǎ ŎƻƴǾŜƴƛŜƴǘΣ ǎŀǾŜǎ ȅƻǳ ŀ ƭƻǘ ƻŦ ǘƛƳŜΦέ 

Participant 9 Easy to use. 
 
άLǘΩǎ ŎƻƴǾŜƴƛŜƴǘέ 

Participant 10 Because it would save people time looking at the wrong parking slots. 
 
άL ǿƻǳƭŘ ōŜŎŀǳǎŜ ƭƛƪŜ L ƳŜƴǘƛƻƴ ōŜŦƻǊŜ ǘƘƛǎ ŜǎǇŜŎƛŀƭƭȅ ǿƘŜƴ ǇŜƻǇƭŜ ǿƘƻ come approach me 
to ask me if I know where to rent a car and automatically tell them you should have this 
ŀǇǇƭƛŎŀǘƛƻƴ ŀǎ ǿŜƭƭΣ ƛǘ ǿƻǳƭŘ ōŜ ǳǎŜŦǳƭ ŦƻǊ ǘƘŜƳΦέ 

Participant 11 LǘΩǎ ŎƻƴǾŜƴƛŜƴǘΦ 
ά.ŜŎŀǳǎŜ ƛǘ ƛǎ ƛƴŦƻǊƳŀǘƛǾŜ ŀƴŘ ƛǘΩǎ ŎƻƴǾŜƴƛŜƴǘ ŦƻǊ ŘǊƛǾŜǊǎΦέ 

Participant 12 Cause it be useful if I have a car. 
 
ά9ŀǎȅ ŦƻǊ ǇŜƻǇƭŜ ǿƘƻ Ƙŀǎ ŀ ŎŀǊΤ ƛƴǎǘŜŀŘ ƭƛƪŜ ǘƘŜ ŎƘŜŎƪ ǇŀǊƪƛƴƎ ǎǇŀŎŜ ƻƴ ǘƘŜƛǊ ƻǿƴ ǘƘŜȅ Ŏŀƴ 
Ƨǳǎǘ ŎƘŜŎƪ ŦǊƻƳ ǘƘŜƛǊ ǇƘƻƴŜΦέ 
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Appendix 5.5 - Compilation answers for Kent LiveMap interview 

 

Tell me about your experience using Kent LiveMap? 

Participant 1 Easy use, no difficulty finding information. 
 
άL ǘƘƛƴƪ ǘƘŜ ŀǇǇ ƛǎ Ŝŀǎȅ ǘƻ ǳƴŘŜǊǎǘŀƴŘΣ Ŝŀǎȅ ǘƻ ƴŀǾƛƎŀǘŜ ŀǊƻǳƴŘ ŀƴŘ ǾŜǊȅ ǎƛƳǇƭŜΦέ 

Participant 2 Easy access and understandable. 
 
άLǘ ƛǎ ǾŜǊȅ ǳǎŜŦǳƭΣ ȅƻǳ ŘƻƴΩǘ have to waste your time for parking spaces, especially when 
ȅƻǳΩǊŜ ƛƴ ƘǳǊǊȅ ǘƻ Ǝƻ ǘƻ ƭŜŎǘǳǊŜǎΣ ǎŜƳƛƴŀǊ ŀƴŘ ƛǘ Ŝŀǎȅ ŀǇǇΣ ǎƛƳǇƭŜ ŀƴŘ ǎǘǊŀƛƎƘǘ ŀǿŀȅΦέ 

Participant 3 It is stimulating, to retrieve information needed is quite fast, to inform others through 
twitter or other social network is helpful for others. 

Participant 4 Smart, Clean, Organised enough for users to explore & find out. 

Participant 5 It was good, simple and straight to the point. 
 
άLǘ ǿŀǎ ƎƻƻŘΣ ƛǘ ǎƛƳǇƭŜΣ ƛǘ ƛǎ ƴƻǘ ŎƻƳǇƭƛŎŀǘŜŘ ǘƻ ōŜ ǳǎŜΣ ȅou can navigate it and it is not that 
ŘƛŦŦƛŎǳƭǘΦέ 

Participant 6 Easy, Interactive. 
 
άLǘΩǎ ŜŀǎȅΣ ŀƴŘ ǾŜǊȅ ƛƴǘŜǊŀŎǘƛǾŜ ŀƴŘ ȅƻǳ Ŏŀƴ ǎƘŀǊŜ ƛǘέ 

Participant 7 Easy to use. 
 
ά±ŜǊȅ ŜŀǎȅΣ ŜǾŜǊȅǘƘƛƴƎ ƛǎ ǘƘŜǊŜΣ ǘƘŜ ƪŜȅǎ ƳŀȅōŜ ƛǘ ǘŀƪŜ ŀ ŦŜǿ ƳƛƴǳǘŜǎ Ƨǳǎǘ ǘƻ ŦƛƎǳǊŜ out 
ǿƘŀǘ ŜŀŎƘ ōǳǘǘƻƴ ŘƻŜǎΣ ōǳǘ ŜǾŜǊȅǘƘƛƴƎ ƛǎ ŦƛƴŜ ƛǘǎ ƭƻƻƪ ƎƻƻŘ ŀǎ ǿŜƭƭΦέ 

Participant 8 It was fun, something different and stimulating. 
 
άLǘ ǿŀǎ ǊŜŀƭƭȅ ƛƴǘŜǊŜǎǘƛƴƎΣ L Ǝƻǘ ŀ ƭƛǘǘƭŜ ōƛǘ ŎƻƴŦǳǎŜ ŀǘ ŦƛǊǎǘ ōŜŎŀǳǎŜ LΩƳ ƴƻǘ ǳǎŜŘ ǘƻ ǘƘƛǎ 
phone, not the map but the phone, so I think if it actually downloaded on your individual 
phone where you can familiar with the graphic and setting I think it will be easy but I think 
ƛǘ ƛǎ ǾŜǊȅ ǳǎŜŦǳƭέ  

Participant 9 Smooth. 
 
άtǊƻōŀōƭȅ ŘǳǊƛƴƎ ŦƛǊǎǘ ǘƛƳŜ ƛǘ Ŏŀƴ ōŜ ŀ ōƛǘ ŎƻƴŦǳǎƛƴƎ ŀƴŘ ōŜŎŀǳǎŜ ǘƘŜǊŜΩǎ ƴƻǘ ƳǳŎƘ 
instruction which you just scan QR code and tap the NFC and then your own your own but I 
ǘƘƛƴƪ Ƴƻǎǘ ƻŦ ǘƘŜ ǎƛƎƴ ƛŦ ǘƘŜ ǇŜƻǇƭŜ ƘŀŘ ǳǎŜ ǎƻƳŜǘƘƛƴƎ ƭƛƪŜ DƻƻƎƭŜ aŀǇǎ ƛǘΩǎ ǎƘƻǳƭŘ ōŜ ǎŜƭŦ-
explanatory other than P parking other than ǘƘŀǘ ǎƘƻǳƭŘ ōŜ ŦƛƴŜ L ƎǳŜǎǎΦέ 

Participant 10 LǘΩǎ ǾŜǊȅ ǳǎŜŦǳƭ ŀƴŘ Ŝŀǎȅ ǘƻ ǳǎŜΦ 
 
άLǘ ǉǳƛǘŜ ǎǘǊŀƛƎƘǘ ŦƻǊǿŀǊŘΣ ǿŜƭƭ ƭƛƪŜ L ǎŀƛŘ L ŀƳ ƴƻǘ ǊŜŀƭƭȅ ŀ ǘǿƛǘǘŜǊ ǳǎŜǊΣ ƛǘ ǿƻǳƭŘ ōŜ ƴƛŎŜ 
different ways of giving information because if you were to have this application you 
ǿƻǳƭŘ ƴŜŜŘ ŀ ǘǿƛǘǘŜǊ ŀǎ ǿŜƭƭΦέ 

Participant 11 Confusing at first but easy to figure out. 
 
άLǘ ǇǊŜǘǘȅ ƎƻƻŘ ƛŘŜŀ ōǳǘ ŀ ƭƛǘǘƭŜ ŎƻƴŦǳǎƛƴƎ ŀǘ ŦƛǊǎǘΣ ȅƻǳ ƴŜŜŘ ǘƻ ƎŜǘ ǳǎŜ ǘƻ ƴŀǾƛƎŀǘƛƴƎ 
through the website actually to get an idea how to use it. Once you know ƛǘΩǎ ŀ ƎƻƻŘ ƛŘŜŀΦέ 

Participant 12 Lǘ ǿŀǎ ŜŀǎȅΣ ōǳǘ ƘŀǾŜ ŘƛŦŦƛŎǳƭǘȅ ǿƛǘƘ ǎƻƳŜ ŎƻƭƻǳǊǎ ǎ LΩƳ ŎƻƭƻǳǊ-blind.  
 
ά9ŀǎȅΣ ƳŀȅōŜ L ƴŜŜŘ ƭƛƪŜ ǘƻ ƎŜǘ ǳǎŜŘ ǘƻ ƛǘ ŦƛǊǎǘ ōǳǘ ƛǘ ǉǳƛǘŜ ǎƛƳǇƭŜ ŀƴŘ L ōŀǊŜƭȅ ǘƻǳŎƘ 
ǘŜŎƘƴƻƭƻƎȅ ƛǘ ǉǳƛǘŜ ŜŀǎȅΦέ 
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Appendix 5.6 - Compilation answers for Kent LiveMap interview 

 

When will you use LiveMap? 

Participant 1 When I need to look for parking. 
 
άCƻǊ ǘƘƛǎ ŎŀǎŜ ǿƘŜƴ L ƴŜŜŘ ǇŀǊƪƛƴƎΦέ 

Participant 2 Everyday 
 
ά[ƛƪŜ ƎƻƛƴƎ ǘƻ ¦ƴƛέ 

Participant 3 When I need certain information regarding the availability of spaces in the library.  

Participant 4 When in need of parking spaces / sale around campus. 
 
άLǘΩǎ Ŝŀǎȅ ŀƴŘ ƛǘΩǎ ǇǊŜǘǘȅ ǎƛƳǇƭŜ ǘƻ ŜȄǇƭƻǊŜ ŀƴŘ ƛǘΩǎ ƴƻǘ ǘƘŀǘ ƘŀǊŘέ 

Participant 5 When to look for a parking space. 
 
άLŦ ǎƻƳŜƻƴŜ ƴŜŜŘ ǇŀǊƪƛƴƎ ǎǇŀŎŜΣ L ŘƻƴΩǘ ŘǊƛǾŜ ōǳǘ ƛŦ ǎƻƳŜƻƴŜ ŀǎƪ ǿƘŜǊŜ Ŏŀƴ L ƭƻƻƪ ŦƻǊ 
parking space available, I can recommend this app because it is easy for them and they 
ŎŀƴΩǘ ƎŜǘ ƭƻǎǘ ōŜŎŀǳǎŜ ǘƘŜȅ Ŏŀƴ ƳŀǇ ǘƘŜƳέ 

Participant 6 Before heading to Uni / using parking space. 
 
ά.ŜŦƻǊŜ ƎƻƛƴƎ ǘƻ Ŏƭŀǎǎέ 

Participant 7 When I need to find parking. 
 
ά!ƴȅǘƛƳŜ ŀŎǘǳŀƭƭȅΣ ǿƘŜƴ L ŀŎǘǳŀƭƭȅ ƘŀǾŜ ŀ ŎŀǊ ŀƴŘ ŘǊƛǾŜ ǘƻ ¦ƴƛ ŀƴŘ ŦƛƴŘ ǎǇŀŎŜǎΦέ 

Participant 8 When I need to, save time and effort, good for planning of journey. 
 
ά²ƘŜƴ L ƴŜŜŘ ǘƻ ǳǎŜ ƛǘ ǘƻ ŦƛƴŘ ŀ ǇŀǊƪΦέ 

Participant 9 If I ever need a parking. 
 
άLŦ LΩƳ ƭŀǘŜ ŦƻǊ ŎƭŀǎǎΣ ƻƴ ȅƻǳǊ ǿŀȅ ǘƻ ¦ƴƛ ǇǊƻōŀōƭȅ ȅƻǳ Ǝƻƴƴŀ ƭƻƻƪ ŦƻǊ ǇŀǊƪƛƴƎ ŀƴŘ Ǝƻ ǎǘǊŀƛƎƘǘ 
there rather than circling the Uni around and find a parkƛƴƎ έ 

Participant 10 Lƴ ǘƘŜ ŎŀǊ ǿƘŜƴ LΩƳ ŀōƻǳǘ ǘƻ ƭŜŀǾŜΦ 
 
άLŦ L ƘŀǾŜ Řŀǘŀ ƛƴ Ƴȅ ǇƘƻƴŜ ŀƴŘ ǿƘŜǊŜ L ŘƻƴΩǘ ƘŀǾŜ ǘƻ Ǝƻ ǘƘǊƻǳƎƘ ǳǎƛƴƎ ǘƘŜ ƳŀǇ ŀǇǇƭƛŎŀǘƛƻƴ 
ƛƴ Ƴȅ ǇƘƻƴŜ ŀƴŘ ǎǘǊŀƛƎƘǘ ŀǿŀȅ ǳǎƛƴƎ ǘƘƛǎΦέ 

Participant 11 When it has food indicators. 
 
άLŦ L ƘŀǾŜ ŀ ŎŀǊΦέ 

Participant 12 ²ƘŜƴ L ƘŀǾŜ ŀ ŎŀǊΣ ǿƘŜƴ LΩƳ ǎŜŀǊŎƘƛƴƎ ŦƻǊ ōǳƛƭŘƛƴƎΦ 
 
ά²ƘŜƴ L ƘŀǾŜ ŀ ŎŀǊΦέ 
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Appendix 5.7 - Compilation answers for Kent LiveMap interview 

 

What do you think about the design of Kent LiveMap? 

Participant 1 Simple, neat. 
 
άL ǎŀƛŘ ƛǘ ōŜŦƻǊŜ ƛǘΩǎ ǾŜǊȅ ǎƛƳǇƭŜ ǘƘŜ ŎƻƭƻǳǊ ŀǊŜ ƴƻǘ ǘƻƻ ǎǘǊƛƪƛƴƎ ǘƘŜȅΩǊŜ Ƨǳǎǘ ǇŀǎǘŜƭ ŎƻƭƻǳǊ 
ǿƘƛŎƘ ƛǎ ƴƛŎŜ ŀƴŘ Ŝŀǎȅ ǘƻ ƴŀǾƛƎŀǘŜ ŀƴŘ ǳƴŘŜǊǎǘŀƴŘ ƛƴŦƻǊƳŀǘƛƻƴΦέ 

Participant 2 Its usable 
 
άLǘΩǎ ƻƪΣ Ŝŀǎȅ ǘƻ ǳǎŜΣ ŎƭŜŀǊέ 

Participant 3 It can be improved through the fonts and enlarge the Kent LiveMap word because the 
design did not attract me enough to use the application. 

Participant 4 Simple 
 
άLǘΩǎ tǊŜǘǘȅ ƴƛŎŜ ǘƘƛƴƎ ǘƻ ƘŀǾŜ ƛŦ ȅƻǳ ƻƴŜ ƻŦ ǎǘǳŘŜƴǘ ǿƘƻ ǳǎŜ ŎŀǊǎ ƛƴ ǘƘŜ ¦ƴƛǾŜǊǎƛǘȅ ōŜŎŀǳǎŜ 
you know I bet if I would drive within the University of Kent and I have to look around 
campus to get parking spot, so now basically I need to go online and could check it up, 
ōŜŎŀǳǎŜ ƴƻǿŀŘŀȅǎ ǿŜ ƘŀǾŜ оƎ ƴŜǘǿƻǊƪ ƛǘ ƴƻǘ Ǝƻƴƴŀ ǘŀƪŜ ŀ ǿƘƛƭŜ ǘƻ ƭƻŀŘΦέ 

Participant 5 It is a simple layout and easy to understand. 
 
άLǘΩǎ ƎƻƻŘΣ ƛǘ ǎƛƳǇƭŜ ŀƴŘ ǘƘŜǊŜΩǎ ȅƻǳ Ŏŀƴ Ǝƻ ŦƻǊ ǘǊŀƴǎǇƻǊǘ ǿƘƛŎƘ ŀƴ Ŝŀǎȅ ǇŀǘƘ ŦƻǊ ƭƛƪŜ ǇŜƻǇƭŜ 
ǳǎƛƴƎ ŎŀǊ ŀƴŘ ǘƘŜǊŜΩǎ ǇŀǘƘǿŀȅ ŦƻǊ ǇŜƻǇƭŜ ǿŀƭƪƛƴƎ ƻǊ ŎȅŎƭƛƴƎ ŀƴŘ ƛǘΩǎ ƴƻǘ ŎƻƳǇƭƛŎŀǘŜŘΦέ 

Participant 6 Interactive, easy. 
 
άLǘ ƛǎ ƛƴǘŜǊŀŎǘƛǾŜ ŀƴŘ ƛǘΩǎ Ŝŀǎȅ ǘƻ ǳǎŜέ 

Participant 7 Looks good, everything is well integrated. 
 
ά[ƻƻƪǎ ƎƻƻŘΣ ǘƘŜ ƛŎƻƴǎ ŀǊŜ Ŝŀǎƛƭȅ ŘƛǎǘƛƴŎǘ ŀƴŘ ȅƻǳ ƪƴƻǿ ǿƘƛŎƘ ōǳǘǘƻƴ ŀǊŜ ǿƘƛŎƘ ǘƘŜȅ ŀƭƭ Ǝƻǘ 
ŎƻƭƻǳǊ ŀƴŘ ǘƘŜȅΩǊŜ ŎƭŜŀǊƭȅ ŎƭŜŀǊΣ ŜǾŜǊȅǘƘƛƴƎ ƛǎ ŎƭŜŀǊέ 

Participant 8 Like the colours. 
 
άLǘΩǎ ƴƛŎŜ ƛǘΩǎ ǊŜŀƭƭȅ ƛƴŦƻǊƳŀǘƛǾŜ ōǳǘ ǘƘŜƴ ǘƘŜ ƻƴƭȅ ǘƘƛƴƎ ǘƘŀǘ ƛŦ L ŀƳ ǎǘƛƭƭ ƴƻǘ ŦŀƳƛƭƛŀǊ ǿƛǘƘ ǘƘŜ 
legend whether its full, empty I have to go back so I have to enlarge and minimised I think 
ǘƘŀǘΩǎ ǘƘŜ ƻƴŜ ǎƭƛƎƘǘ Ƴade a little more difficult so you have to like a cross reference instead 
Ƨǳǎǘ ƭƛƪŜ ƭƻƻƪ ǎǘǊŀƛƎƘǘ ǘƻ ǘƘŜ ƳŀǇΦέ 

Participant 9 Simplistic & modest. 
 
άƛǘ ǎƛƳǇƭƛǎǘƛŎΣ L ǘƘƛƴƪ ǘƘŀǘΩǎ ŀōƻǳǘ ƛǘέ 

Participant 10 LǘΩǎ ǎƛƳǇƭŜΣ ŎƻƭƻǳǊŦǳƭ ŀƴŘ straightforward. 
 
άLǘ ǿŀǎ ƎƻƻŘ L ƭƛƪŜ ƛǘΣ ŎƻƭƻǳǊŦǳƭ ŀƴŘ ƛǘ ƛǎ Ŝŀǎȅ ǘƻ ǳƴŘŜǊǎǘŀƴŘΦ {ǘǊŀƛƎƘǘ ŦƻǊǿŀǊŘΦέ 

Participant 11 Too small for scale. 
 
άL ǘƘƛƴƪ ƛǘΩǎ ƎƻƻŘΣ ƛŦ ƛǘ ƛƴǾƻƭǾŜ ƻǘƘŜǊ ǘƘƛƴƎ ƭƛƪŜ ŦƻƻŘ ǎǘŀƭƭǎ ŀǾŀƛƭŀōƭŜ ƛƴ ŎŀƳǇǳǎΣ ōǳǘ ǘƘŜ ƛŘŜŀ 
behind it is really good so you just need to ŜȄǇŀƴŘ ƻƴ ƛǘΦέ 

Participant 12 LǘΩǎ ǾŜǊȅ ƳƻŘŜǊƴΣ ǎƛƳǇƭŜ ŀƴŘ ƛƴǘŜǊŀŎǘƛǾŜΦ 
 
άLǘΩǎ ǊŜŀƭƭȅ ƳƛƴƛƳŀƭƛǎǘΦέ 
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Appendix 5.8 - Compilation answers for Kent LiveMap interview 

 

What do you like about Kent LiveMap? 

Participant 1 The simplicity of it, use of light pastel colours ς not overwhelming. 
 
ά¢ƘŜ ǎƛƳǇƭƛŎƛǘȅ ƻŦ ƛǘ Ƙƻǿ ŜǾŜǊȅƻƴŜ Ŏŀƴ Ŝŀǎƛƭȅ ǳƴŘŜǊǎǘŀƴŘ ƛǘΦέ 

Participant 2 It tells you the latest information 
άLǘ ǇǊƻǾƛŘŜǎ ƛƴŦƻǊƳŀǘƛƻƴέ 

Participant 3 It is very easy to understand, very informative, very straightforward. 

Participant 4 It is easy to explore & learn. 
 
άLǘ ǎƛƳǇƭŜΣ ƛǘΩǎ Ŝŀǎȅ ŀƴŘ ƛǘ ƛǎ ƛƴǘŜǊŀŎǘƛǾŜƭȅ ǎƛƳǇƭŜΦέ 

Participant 5 The simple layout, easy accessible. 
 
άLǘΩǎ ǎƛƳǇƭŜΣ  ƛǘΩǎ ƴƻǘ ƘŀǊŘ ŀƴŘ ȅƻǳ Ŏŀƴ ŦƛƴŘ ǇŀǊƪƛƴƎ ǿƘƛŎƘ ȅƻǳ ƴŜŜŘ ƛƴ .ǊǳƴŜƛΣ Lǘ Ƴƛght good 
ŀǇǇ ŦƻǊ .ǊǳƴŜƛ έ 

Participant 6 Easy to share information. 
 
ά9ŀǎȅ ǘƻ ǳƴŘŜǊǎǘŀƴŘΣ ƛǘΩǎ ƭƛƪŜ Ƴƻǎǘ ƳŀǇ ŀǇǇ ǘƘŜ ōŜƴŜŦƛǘǎ ƛǘ ȅƻǳ Ŏŀƴ ǎƘŀǊŜ ƛǘέ 

Participant 7 Informative, less time wasted finding parking as information can be found on phone. 
 
άLǘ ƛǎ easy to use, it provide information what you need, its works it helps the user to find 
ǇŀǊƪƛƴƎΦέ 

Participant 8 Its use is good. 
 
άLǘ ƛǎ ǾŜǊȅ ǳǇ ǘƻ ŘŀǘŜ ŀƴŘ ŜǾŜǊȅ ǘƛƳŜ ȅƻǳ ŦƛƴŘ ǎƻƳŜǘƘƛƴƎ ƻǳǘ ƛǘΩǎ Ƨǳǎǘ ƎƻƛƴƎ ǘƻ ōŜ ǘƘŜǊŜΦ ¸ƻǳ 
can find from your phone where around in campus, you can find park whether its full do you 
need to waste time and energy and effort to get to the place or should you just find different 
ǊƻǳǘŜέ 

Participant 9 Simple. 
 
άLǘ ǿƻǊƪǎ ōŀǎƛŎŀƭƭȅΣ ǇǊƻōŀōƭȅΦ hƪ ǘƘŜ ŦƛǊǎǘ ǘƘƛƴƎ ƛǎ ƛǘ ǿƻǊƪǎΦ ¢ƘŜ ǎŜŎƻnd thing is I like it simple 
so it is convenient to use it that way and probably it much easier to load rather than fancy 
ōŀŎƪƎǊƻǳƴŘΣ ŦŀƴŎȅ ŘŜǎƛƎƴ ŀƴŘ ŜǾŜǊȅǘƘƛƴƎ ŜƭǎŜΦέ 

Participant 10 ά 
 
ά.ŀǎƛŎŀƭƭȅ ŜŀǎȅΣ Ŝŀǎȅ ǘƻ ŦƻƭƭƻǿΣ ǳǎŜŦǳƭ ƛƴŦƻǊƳŀǘƛƻƴ ǘƘŀǘΩǎ ǿƘŀǘ ƴƻǊƳally need when you had 
a car, you rent a car here, especially when you not familiar with the areas it makes you feel 
ƳƻǊŜ ƪƴƻǿƭŜŘƎŜŀōƭŜ ŀōƻǳǘ ƻǘƘŜǊ ǇƭŀŎŜΦ .ŀǎƛŎŀƭƭȅΣ ƛǘΩǎ ƘŜƭǇŦǳƭ ŀƴŘ ƛƴŦƻǊƳŀǘƛƻƴ ǿƘŀǘ ǘƘƛǎ ƛǎΦέ 

Participant 11 LǘΩǎ ŀ ǎƳŀǊǘ ƛŘŜŀΦ 
 
άL ƭƛƪŜ ƛǘ ōŜŎŀǳǎŜ ƛǘ Ƙŀǎ ŀŎŎŜǎǎ ǘƻ ǘǿƛǘǘŜǊΣ L ǘƘƛƴƪ ƛǘ ƛǎ ǾŜǊȅ ǎƳŀǊǘΦέ 

Participant 12 LǘΩǎ ǾŜǊȅ ƳƻŘŜǊƴΣ ŜǎǇŜŎƛŀƭƭȅ ŦƻǊ ǘƘƛǎ ŎŜƴǘǳǊȅ ƻŦ ǘƘƛǎ ƎŜƴŜǊŀǘƛƻƴΦ 
 
ά[ƻƻƪǎ ǎƻǇƘƛǎǘƛŎŀǘŜŘΣ ƳƻŘŜǊƴΣ ƴƻǘ ǘƻƻ ŎƻƳǇƭƛŎŀǘŜŘ ǿƛǘƘ ŎƻƭƻǳǊǎΣ ǎƛƳǇƭŜΦέ 
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Appendix 5.9 - Compilation answers for Kent LiveMap interview 

 

How can LiveMap be improved? 

Participant 1 A side from the extra info above, no others. 
 
άhǘƘŜǊ ǘƘŀƴ ƛƴŦƻǊƳŀǘƛƻƴ L ǎǳƎƎŜǎǘŜŘ ŜŀǊƭƛŜǊΣ ƳŀȅōŜ ǇǊƻǾƛŘŜ ƳƻǊŜ ƛƴŦƻǊƳŀǘƛƻƴ ƻǘƘŜǊ ǘƘŀƴ 
ǇŀǊƪƛƴƎΣ ōŜȅƻƴŘ ǇŀǊƪƛƴƎ ōǳǘ ǘƘƛǎ ƛǎ ƻƪέ 

Participant 2 Adding more live information about other thing. 
 
ά.ǳǎ ƛƴŦƻǊƳŀǘƛƻƴ έ 

Participant 3 It can be improved by informing whether there are other places available for lunch, the 
availability of computer rooms that can be used and whether there are peak times on when 
the computers are all used by the students. 

Participant 4 Include area information, include If the area is congested or not. 
 
άLΩǾŜ ǎŀƛŘ ǘƘŀǘ ƛƴ ŦƛǊǎǘ ǉǳŜǎǘƛƻƴΣ ƴǳƳōŜǊ ƻŦ ǊƻǳǘŜ ŎƻƴƎŜǎǘŜŘ ƻǊ ƴƻǘΣ ƴǳƳōŜǊ ƻŦ ǇŀǊƪƛƴƎ 
ŀǾŀƛƭŀōƭŜ έ 

Participant 5 Adding bicycle parking, banks location ς available notes, location ς mapping where you are 
and get from one location to another. 
 
ά¢ƘŜǊŜΩǎ ǇŜƻǇƭŜ ǿƘƻ ǊƛŘŜ ōƛƪŜ ƘŜǊŜ ŀƴŘ ǘƘŜȅ ƳƛƎƘǘ ǿŀƴƴŀ ƪƴƻǿ ǿƘŜǊŜ ǘƘŜȅ Ŏŀƴ ǇŀǊƪ ǘƘŜƛǊ 
ōƛŎȅŎƭŜέ 

Participant 6 Bus times, traffic. 
 
ά¢ǊŀŦŦƛŎΣ ōǳǎ ǘƛƳŜΣ ǿƘŜǊŜ ǘƘŜ ōǳǎ ƛǎΦέ 

Participant 7 GPS, location tracking, provide traffic information and bus stop location. 
 
ά.ǳǎ ǘŜǊƳƛƴŀƭǎΣ ōǳǎ ǎǘƻǇΣ ƴŜŀǊŜǎǘ ōǳǎ ǎǘƻǇ ƴŜŀǊ ȅƻǳΣ ōŀǎƛŎŀƭƭȅ ǘƘŜ ǘǊŀŦŦƛŎ ƳŀȅōŜΣ ƭƛƪŜ ǘƘŜ 
traffic lights where congested or not then does the site has GPS like tracking? Maybe it can 
follow where you are and if you wanna go the nearest parking it find the ƴŜŀǊŜǎǘ ǊƻǳǘŜΦ έ 

Participant 8 Status update should be shortened (delay in time); The legend should be on the enlarged 
map to prevent having to exit full screen and needing to cross-reference. 
 
άL ŘƻƴΩǘ ǇŀǊǘƛŎǳƭŀǊƭȅ ƘŀǾŜ ŀƴȅ ƛŘŜŀ Ƙƻǿ ǿŜ Ŏŀƴ ƛƳǇǊƻǾŜ ƛǘΣ L ǘƘƛƴƪ ƛǘΩǎ ƎƻƻŘ ŀƭǊŜŀŘȅΦ .ŜƛƴƎ 
somebody who uses a bus maybe something like, have certain bus have left certain bus area 
ǿƛƭƭ ƛǘ ŎƻƳŜ ǿƘŜǊŜ L ƪƛƴŘŀ ƪƴƻǿ ǿƘŜǊŜ ǘƻ Ǝƻ ŎƻƴǎƛŘŜǊƛƴƎ L ŘƻƴΩǘ ǳǎŜ ŎŀǊ ƘŜǊŜΦέ 

Participant 9 Try to use for library as well or other thing as well. 
 
άL ǘƘƛƴƪ ƛǘ ǎƘƻǳƭŘƴΩǘ ōŜ ƭƛƳƛǘŜŘ ǘƻ ǘǿƛǘǘŜǊΣ ōŜŎŀǳǎŜ ƴƻǘ ŜǾŜǊȅƻƴŜ ǳǎŜ ǘǿƛǘǘŜǊ ǇǊƻōŀōƭȅ ƛǘ ƻƴƭȅ 
gonna be for Kent students mostly I think it should be better if you use something using their 
account like Microsoft account, their live account rather than tweet because not everyone 
have twitter. The one thing that comes to my mind is the seating in the library; I think that 
should be good. If the computer room is full or the social area is full then someone outside 
the library can just look oh Ƨǳǎǘ Ǝƻ ǘƻ ŦƭƻƻǊ п ƻǊ ŦƭƻƻǊ н ƛǘ ƳǳŎƘ ŜŀǎƛŜǊ ǘƘŀǘ ǿŀȅ ŀƴŘ ƛǘ ǿƻƴΩǘ 
annoy other student that studying. Probably if it can be used for the Kent Library, the book 
library as well I think that would be more convenient rather than you have to take out your 
tablet or you have to take out your and go to library.kent.ac.uk you just look at the library 
book or sometime you have to go to the library itself and just to search the book. I think it 
just more convenient if you have app for that so you can access the whole resources in the 
ƭƛōǊŀǊȅΦέ  

Participant 10 More info about nearby parking spots near a targeted destination. 
 
ά.ǳǎ ǊƻǳǘŜǎ ǇǊƻōŀōƭȅΣ .ǳǎ ǘƛƳŜΣ .ǳǎ ǎǘƻǇǎΦέ 
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Participant 11 Give food indications. 
 
ά¢ƘƛƴƎǎ ƭƛƪŜ ǿƘŀǘ ŜǾŜǊȅƻƴŜ ƭƻƻƪ ŦƻǊΣ ƭƛƪŜ ŦƻƻŘΦ {ƻ ƳŀȅōŜ like other than P they have like S so 
indicate which area they have food the choices and stuff. Like new stall in KBS for example, 
no one would actually know. Maybe indicates where you can find our tutors are. Maybe for 
example because we have office house every week to meet our seminar leader maybe if they 
were on campus and they have to log in and check in or check out so we would know if 
ǘƘŜȅΩǊŜ ŎǳǊǊŜƴǘƭȅ ƛƴ ƻƴ ŘǳǊƛƴƎ ƻŦŦƛŎŜ ƘƻǳǊ ƻǊ ƴƻǘ ǎƻ ǘƘŀǘ ǿŀȅ ǇŜƻǇƭŜ ŘƻƴΩǘ ƘŀǾŜ ǘƻ ŎƻƳŜ ŀƴŘ 
ǎŜŜ ƛŦ ǘƘŜǊŜΩǊŜ ƛƴ ƻǊ ƴƻǘΦέ 
 

Participant 12 Use more pictures of icons, use easier colours for the legends. 
 
άaŀȅōŜ ŦƻǊ ǘƘŜ ƛŎƻƴ ǘƘƛƴƎ ǘƘŜ ŎƻƭƻǳǊΣ ƳŀȅōŜ ƳŀƪŜ ƛǘ ƳƻǊŜ ŘƛǎǘƛƴŎǘΣ ōŜŎŀǳǎŜ ƛǘ ǿŀǎ ǊŜŘ ŀƴŘ 
ōǊƻǿƴΣ ŜǊΦΦ ƎǊŜŜƴΦΦ aŀȅōŜ ǊŜŘΣ ōƭǳŜ ŀƴŘ ȅŜƭƭƻǿΦ /ŀƴΩǘ ǎŜŜ ǎǇŜŎƛŦƛŎ ŎƻƭƻǳǊ ōŜŎŀǳǎŜ colour 
ōƭƛƴŘΦ aŀȅōŜ L ǇǊŜŦŜǊ ǇƛŎǘǳǊŜ ƻǊ ǘŜȄǘΦ !ƴŘ ŀŘŘ ƳƻǊŜ ǘǊŀŦŦƛŎ ƛƴŦƻΦέ 
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Appendix 5.10 - Compilation answers for Kent LiveMap interview 

 

Poster 

Participant 1 άL ǘƘƛƴƪ ƛǘ ŀǘǘǊŀŎǘƛǾŜ ōŜŎŀǳǎŜ ƛǘ ǳǎŜ ŎƻƴǘǊŀǎǘƛƴƎ ŎƻƭƻǳǊǎΣ L ǿƻǳƭŘ ǊŜŎƻƳƳŜƴŘ ǘƘŜǊŜ ǘŜƴŘ ǘƻ ōŜ 
empty spaces and looking at it first-ƘŀƴŘ ǇŜǊǎƻƴŀƭƭȅ L ǿƻǳƭŘƴΩǘ ƪƴƻǿ ƛǘ YŜƴǘ LiveMap I think 
it should provide information about Kent LiveMap, a few text, overall ƛǘΩǎ ƎƻƻŘΦέ 

Participant 2 άL ǘƘƛƴƪ L ǿƻǳƭŘ ōŜ ŎǳǊƛƻǳǎ ōŜŎŀǳǎŜ L ŘƻƴΩǘ ƪƴƻǿ ǿƘŀǘ ƛǘ ƛǎΦέ 

Participant 3 - 
 

Participant 4 ά¸ŜŀΣ ǿƘȅ ƴƻǘΣ ǎƛƴŎŜ ƛǘ ƛǎ Ŝŀǎȅ ŀƴŘ ǘŀƪŜ ƻǳǘ ȅƻǳǊ ǇƘƻƴŜ ŀƴŘ ǘŀǇ ȅƻǳǊ ǇƘƻƴŜ ŀƴŘ ŘƛǊŜŎǘƭȅΦ LΩŘ 
say the wording, no more wasted journey join Kent LiveMap it needs to be bigger. If I were 
to see this on the post I might miss it because you know university studŜƴǘ ŀǊŜ ƛƴ ŀ ƘǳǊǊȅΦέ 

Participant 5 ά¸ƻǳ ǎƘƻǳƭŘ ŀŘŘ ƭƛƪŜ ŎŀǊ ǎȅƳōƻƭΣ ǘƘŜ ǘǊŀƴǎǇƻǊǘŀǘƛƻƴΣ ǘŜȄǘ ŦƛƴŜ Ŏƻǎ ƛǘǎ ōƛƎ έ 

Participant 6 - 
 

Participant 7 ά¢ƘŜ ǇƻǎǘŜǊ ƛǘΩǎ ŎƭŜŀǊΣ ²Ŝ ƪƴƻǿ ǿƘŀǘ ƛǎ ǇǊƻǾƛŘŜŘ ŀƴŘ ƛǘ ƛǎ Ŝŀǎȅ ǘƻ ǳǎŜ ōŀǎƛŎŀƭƭȅΦ aŀȅōŜ 
bigger text and people Ƴŀȅ ƴƻǘ ƪƴƻǿ ǿƘŀǘ bC/ ƛǎ ƳŀȅōŜ Ŏŀƴ ŜȄǇƭŀƛƴ ǿƘŀǘ bC/ ƛǎέ 

Participant 8 - 
 

Participant 9 ά¢ƘŜ ŘŜǎƛƎƴΣ L ǿƻƴΩǘ ǎŀȅ ƛǘ ōŀŘ L ǿƻƴΩǘ ǎŀȅ ƛǘ ƎƻƻŘ ŜƛǘƘŜǊ ōŜŎŀǳǎŜ ƛǘΩǎ Ƨǳǎǘ ŦƻǊ ƳŜ ƛǘΩǎ Ƨǳǎǘ 
ōƭŀƴŘΣ ƛǘ ŘƻŜǎƴΩǘ ǇƻǇ-ǳǇ ōŜŎŀǳǎŜ ǘƘŜǊŜΩǎ ǎƻƳŜ ƻǘƘŜǊ ŀŘǾŜǊǘǎ ƛƴ ǘƘŜ ¦ƴƛ when you just pass 
ƻƘ ȅƻǳ Ƨǳǎǘ Ǝƻƴƴŀ ƭƻƻƪ ŀǘ ǘƘŀǘ ōŜŎŀǳǎŜ ǘƘŜǊŜΩǎ ǎƻƳŜǘƘƛƴƎ ŀōƻǳǘ ƛǘΦ bƻǘ ǘƘƛǎ ƻƴŜΦ έ 

Participant 10 άL ǿƻǳƭŘ ƴŀǘǳǊŀƭƭȅ ŀǎǎǳƳŜ ǘƘŀǘΩǎ ƴƻǘ ŀ ǿŜōǎƛǘŜ ōŜŎŀǳǎŜ L ŘƻƴΩǘ ǎŜŜ ǘƘŜ ΦŎƻƳΣ ǎƻ ƴŀǘǳǊŀƭƭȅ L 
ǿƻǳƭŘ ŀǎǎǳƳŜ ƛǘΩǎ ƭƛƪŜ ƳŀȅōŜ ŀ ǎƻŎƛŜǘȅ ƻǊ ŀƴ event so I would suggest if you put .com at the 
ŜƴŘ ōǳǘ ƻǾŜǊŀƭƭ ǘƘŜ ǿƘƻƭŜ ǘƘƛƴƎ ƛǎ ǇŜǊŦŜŎǘ ŜǾŜƴ ǘƘŜ ŎƻƭƻǳǊΦέ 

Participant 11 άLǘΩǎ ǘƻƻ ƭƛƳƛǘŜŘ ƛƴ ƛƴŦƻǊƳŀǘƛƻƴΦ LŦ L ǎŀǿ ŀ ōǊƻŎƘǳǊŜ ƻŦ ȅƻǳ ƪƴƻǿ ǘƘƛǎ ƻƴŜ Ǉŀǎǎ ǘƻ ƳŜ L ǿƻǳƭŘ 
ǘƻǎǎ ƛǘ ōŜŎŀǳǎŜ L ŘƻƴΩǘ ƪƴƻǿ ƛǘ ǊŜƭŜǾŀƴǘ ǘƻ ƳŜΦ 9ǾŜƴ ǘƘƻǳƎƘ ƛŦ ǇŜƻǇƭŜ ǿƘƻ ŘǊƛǾŜ ǘƘŜȅ ǿƻƴΩǘ 
ƪƴƻǿ ǘƘŀǘ t ǎǘŀƴŘ ŦƻǊΦ aŀȅōŜ ǘƘŜǊŜΩǎ ƛƴŘƛŎŀǘƛƻƴ ƭƛƪŜ ŘǊƛǾŜǊǎΣ Ƨƻƛƴ YŜƴǘ LiveMap today. So 
ǘƘŜȅ ƪƴƻǿ ŀōƻǳǘ ǇŀǊƪƛƴƎΦ {ƻ ǘƘŜȅ ǿƛƭƭ ŎŀǊŜ ƳƻǊŜΦ [ƛǘŜǊŀƭƭȅ ǘƘŜǊŜΩǎ ƴƻ ŀǇǇŜŀƭ ŦƻǊ ǎǘǳŘŜƴǘ ǿƘƻ 
ŘƻƴΩǘ ƘŀǾŜ ŎŀǊ ǊƛƎƘǘ ƴƻǿΦέ 

Participant 12 άL ǘƘƛƴƪ ǇŜƻǇƭŜ ŀǊŜ ƳƻǊŜ ŀǘǘǊŀŎǘŜŘ ǎƛƳǇƭŜǊ ŀŘǾŜǊǘǎ ƭƛƪŜ ǎǘƛŎƪ ƻǳǘΦέ 
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Appendix 6 - System Usability Scale scores 
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Appendix 7 - Questionnaire for User Interface Satisfaction scores 
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Appendix 8 - Kent LiveMap Smart Poster 

 

 

 

 

 



151 
 

Appendix 9 - Kent LiveMap User Interface 
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Appendix 10 - Mobile Audio Guide Smart Poster 
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Appendix 11.1 - Scavenger Hunt Smart Poster 

 

 

 

 

 

 



154 
 

Appendix 11.2 - Scavenger Hunt Smart Poster 

 

 

 

 

 

 






