
The Participant Journey Map 
for Playful Interaction 
in (semi-)Public Spaces

Danica Mast

Research Group Healthy Lifestyle in a Supporting Environment – the Hague University of Applied Sciences
LIACS - Leiden University





What steps does a (potential) participant go 
through before, during and after deciding 
whether or not to participate? 

What (design) factors influence the choices 
that are made?

I. the Participant Journey Map

▪ Review related research
+
Insights from our previous work and 
research
+
Expert interviews

▪ Observations
+
Evaluation

▪ from Theory to Tool

II. Influential Factors

▪ Ending Experiences

▪ User Experience over Time

▪ Self-similarity vs. Abstraction





Participant Journey 
Map Validation

Observations in situ

Museon & Naturalis

6 exhibits

covert observation 

naturalistic behaviour

5 days between August and 
November 2021

672 individual play encounters
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Analysis

All 
observations

Awareness
Interest Intention Exploration Continuation Finishing

n n n P 
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Child Adult All Child Adult All
Child Adult All Child Adult All Child Adult All Child Adult All Child Adult All

All exhibits (Sum of 
all exhibits)

320 289 257 0,889 233 0,907 208 0,893 156 0,750 120 0,769

352 311 237 0,762 135 0,570 117 0,867 77 0,658 64 0,831

672 600 494 0,823 368 0,745 325 0,883 233 0,717 184 0,790

Dance Along
49 40 38 0,950 36 0,947 35 0,972 34 0,971 30 0,882

50 47 34 0,723 10 0,294 10 1,000 5 0,500 5 1,000

99 87 72 0,828 46 0,639 45 0,978 39 0,867 35 0,897

Sperm Race
45 45 42 0,933 34 0,810 34 1,000 30 0,882 17 0,567

44 41 26 0,634 9 0,346 8 0,889 5 0,625 5 1,000

89 86 68 0,791 43 0,632 42 0,977 35 0,833 22 0,629

Life after Death
58 55 55 1,000 48 0,873 44 0,917 44 1,000 42 0,955

97 89 82 0,921 34 0,415 30 0,882 25 0,833 21 0,840

155 144 137 0,951 82 0,599 74 0,902 69 0,932 63 0,913

Music Memory
82 70 61 0,871 59 0,967 57 0,966 26 0,456 15 0,577

74 59 48 0,814 45 0,938 39 0,867 19 0,487 16 0,842

156 129 109 0,845 104 0,954 96 0,923 45 0,469 31 0,689

Floor Circle
68 63 45 0,714 43 0,956 30 0,698 14 0,467 10 0,714

72 65 40 0,615 33 0,825 27 0,818 20 0,741 14 0,700

140 128 85 0,664 76 0,894 57 0,750 34 0,596 24 0,706

Drum Game
18 16 16 1,000 13 0,813 8 0,615 8 1,000 6 0,750

15 10 7 0,700 4 0,571 3 0,750 3 1,000 3 1,000

33 26 23 0,885 17 0,739 11 0,647 11 1,000 9 0,818

all observation data (black), 
split by age group: 

children (blue) (estimated age <18) 

adults (red)

conditional probabilities 



Dance Along Sperm Race Life after Death

Drum Game Floor Circle Music Memory
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children (blue)
adults (red)



Sperm Race

children (blue)  adults (red)



extra replay paths 

extra paths from Exploration and Continuation to Transit

Realistic representation of participant behavior

Useful for indicating stagnations and progressions in 
participation flow

Support identification of influencing design and contextual 
factors

Extra paths

“The Participant Journey map is a well-grounded, 
valuable and realistic framework for evaluating and 
understanding participation with situated interactive play.“
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Influential design & contextual factors
+ working mechanisms

Onboarding / Engagement
& Behaviour

self-Similarity vs. Abstraction

@ Nacht van 
Ontdekkingen, Leiden



Influential design & contextual factors & working mechanisms

Play Endings & Experiences

Longitudinal Retrospective
Remembered Experiences@ CORPUS



Results
Positive relation between UX & Replay Attitude

Differences between played and reported play-endings
Players who played an open ending,

more often reported to have played a closed ending

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

Insights

Ask participants about their (experienced)played condition!

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

Play Endings & Experiences

Longitudinal Retrospective
Remembered Experiences



the Participant Journey Map 
from Theory to Tool

Research-Practice Gap

Stakeholder Feedback

RQ1 - What is the potential of the PJM for practitioners, professionals, and 
HCI/UX designers?

PJM Translations for Design (Education) Practice
RQ2 - In what form is the PJM useful for HCI/UX design education?
RQ3 - What did we learn about translating research to practice through 
translating the PJM into (various iterations of) a design tool?

Four cohorts – original PJM + three canvas iterations



PJM-canvas booklet v3
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