
 

User Testing General Report 
 
OVERVIEW: 
 
With this research program, we seek to better understand the target user populations for 
“Walking Cinema: Museum of the Hidden City,” and how such populations are affected by this 
experience. This project focuses on the delivery of location-based audio and augmented reality 
storytelling.  In addition to identifying the user populations whose interests are most aligned with 
this experience, we glean insights into these populations’ expectations, motivations, goals, and 
preferences. This research will be used to inform further development of this particular 
Augmented Reality (AR) experience, as well as future AR explorations.  
 
RESEARCH GOALS: 
 

● Better understand target user populations, so that the experience may be better tailored 
to fit the identified potential user base.  

● Probe users’ underlying expectations, goals, and motivations for participating in this 
experience.  

● Probe users’ comprehension of and interest in the current Hidden City experience.  
● Glean opportunities to improve the users’ experience by identifying pain points within the 

current AR prototype, including use of AR, audio storytelling, navigation, and 
understanding the history and current issues around affordable housing.  
 

METHODOLOGY & PARTICIPANT TASKS: 
 

● Users were pre-interviewed regarding the participants’ current job, interests, enrichment 
activities, etc. 

● Each session was 1.5 hours, 1 hour walking and shadowing participants and 30 minutes 
post-walk interview. 

● All sessions were recorded. 



● Observers took notes throughout sessions.  
● Participants completed  a post-task interview regarding the overall experience and their 

perspective on the experience. 
 
PARTICIPANT CRITERIA: 
 

● n = 8 
■ A mix of individuals, pairs, and small groups  
■ Participant base A: Tourists visiting San Francisco and/or people who 

have recently moved to San Francisco 
■ Participant base B: Students or recent graduates interested in history or 

public policy 
■ Participant base C: Professionals whose career includes urban planning, 

civic engagement, public policy, etc.  
■ Participant base D: Immersive gamers or enthusiasts  

● All sessions were in-person, located in San Francisco’s Fillmore District 
● Participants were compensated for their time 

 
FINDINGS: 
 

This research served to validate the four personas that we had hypothesized. Those 
personas included San Francisco visitors or recent transplants, students interested in 
history or public policy, relevant professionals, and immersive enthusiasts. Indeed, 100% 
of the users that we invited to test a prototype of the application– each of which aligned 
with an aforementioned persona– indicated that they would return to the experience on 
their own time.  
 
Additionally, 100% of the participants would also recommend this experience to friends. 
When prompted on the personas of the friends to whom they would recommend the 
experience, some participants indicated that they would recommend it to “all friends” 
(Shelby, hotel manager), “all types of friends” (Chloe, historical podcaster). One 
participant said, “I feel like it’s very universal...I would recommend it to anyone” (Olivia).  
 
Other participants offered more specific personas to which they would recommend the 
experience: “Since I work at a hostel, I would recommend this to traveling guests” 
(Shelby). This fits within our pre-established tourist persona. Another participant, Scott, 
said he would recommend the experience to “anyone that I know to be a deep thinker, 
anyone who likes learning and history, and anyone visiting the city.” Again, this largely 
aligns with our persona models. Jennifer suggests “storytelling nerds and people 
interested in the history of SF.” This characterization does not fit perfectly with one of our 
four personas, and may suggest broader appeal to a non-tourist, non-student, 
non-professional, and non-immersive enthusiast who is more broadly interested in San 



Francisco’s history and personal narratives. While our results generally support this 
claim, further testing would be required to definitively validate it.  
 
For our participants, there were several motivations to engage with the experience. 
Logistically, Shelby pointed out: “The fact that it is free and self guided is a major plus for 
an independent solo traveler as myself.” Physically, “It was an engaging new interactive 
experience that puts me out into the world rather than behind walls” (Jennifer). Divine 
found its intrigue to be that “[It] allows me to discover secret parts of San Francisco that 
aren't super touristy.” Finally, it was the content that most attracted participants. In 
Scott’s words, “It was really insightful, well organized, informative and touching. I liked 
the balance of storytelling and poetry.” For Chloe, “It was educational and fun. I’m 
interested in the history of the city and this tour helped me discover things old and new.” 
In a post-experience survey, “The Story” was rated as the best part of the experience, 
receiving an average score of 6.57 out of 7.  

 
Since participants did not have a mental model for an activity that was perfectly 
equivalent to this experience (though museums, podcasts, audio tours, documentaries, 
and lectures were all mentioned as similar activities), we were curious to investigate 
when and how the users would expect to engage with this experience. Generally, 
participants perceived it to be an activity for sunny weekend afternoons. Particularly, 
participants would think of this experience when trying to avoiding “touristy” activities on 
days off. Participants expressed varied social contexts in which they would engage with 
the experience. Some participants said they would participate “on a sunny day alone,” or 
“when I felt like going on a walk and listening to something like a podcast.” Others 
indicated that it would be a more social experience: “[I would do this with] family and 
friends,” “I would do this with anyone visiting SF, family, friends…,” “I would do this when 
friends were in town.” Indeed, the experience conveniently affords both solitary or social 
participation. In the words of one participant, “The great thing about this experience is 
that it’s great for doing by yourself and with others.” 
 
However, the experience is far more than social or solitary entertainment. Participants 
indicated that they became more educated, empathetic, and engaged in regards to the 
topics covered. As Shelby says, “It gave me greater knowledge of the historic Fillmore 
district and how redevelopment changed the original makeup and demographic of the 
neighborhood.” Similarly, Chloe noted that the experience gave her “perspective of the 
history of the neighborhoods and the way things changed and the forces that changed 
it.” However, the participants’ learnings were not isolated to the past: participants found 
the underlying story to be relevant to the present condition of San Francisco. As Divine 
said, “It gave me a deeper understanding of San Francisco's past that still impacts us 
today.” More specifically, Bryan found the experience to be applicable to San Francisco’s 
current gentrification: “[It] “gave me a better understanding of the process of 
gentrification and the various, complex forces at play.” Lastly, the experience incited 
action. For Jennifer, the experience provided “Entice[d] [her] to be more engaged in 



today's conversations [and it provided] a sense of the complexity of these types of 
conversations and changes happening.”  

 
All in all, the impact of this experience can be summed up in the words of one 
participant, Olivia: “It colored in a story for me about a city I felt familiar with. It showed 
me my blinds spots and encouraged me to work to fill them on my own.” Our research 
proves the profound impact that this experience will have on the users’ understanding of 
San Francisco. Furthermore, in addition to bolstering users’ understanding, this 
experience will foster emotional investment and actionable engagement within the 
community.  


