


32

the early development stages, despite the fact that 
such evaluations have admittedly played a crucial 
role for future revisions both on the interactivity of 
systems and their interpretive content (Danks and 
Rodriguez-Echavarria 2007).

In attempting to address this issue, we draw on 
the design methodologies from disciplines such as 
Human-Computer Interaction (HCI) and Computer 
Supported Cooperative Work (CSCW), where 
iterative design is adopted throughout the phases 
of prototyping, testing, analysing, and reýning a 
product or interface (Rogers et al. 2006). In those 
ýelds, iterative design is mainly utilised for testing 
design ideas and interactions with a system prior to 
developing its hardware and software components; a 
notion which was pointed out in the early surveys of 
Augmented Reality (AR) research due to the inherent 
technical complexities of implementing such 
applications (Azuma et al. 2001). Paper and more 
recently video prototyping (de Sá 
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point, the tangibility of the interface. For example, 
Participant #19 commented: óIôm the kind of person 
who wants to touch everything and therefore itôs 
fun!ô while quite a few mentioned that the physical 
book was an intimate object and friendly to the 
user who required no instruction of how to use the 
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virtual content was more impressive than the rest. In 
overall, it was noticed that younger people were more 
hesitant to read the analogue interpretations, due to 
their fascination by the technologies employed and 
the monitor display, while older participants were 
spending equal time to read the content and interact 
with the models, possibly because of their greater 
familiarity with more static pieces of information. 

6.	
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