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Designing and evaluating an interactive kiosk for The Lions’ Gate project 

 

1. Introduction. Design justification and objectives 
 

 The purpose of this project is to design and evaluate an interactive kiosk that will utilise 

the physical space at the Merchiston campus garden, aiming to provide an interactive 

experience for users that will visit The Lions’ Gate, the urban permaculture garden. As kiosks 

are used internationally in many educational institutions’ campuses in order to provide 

information regarding courses, libraries, campus maps and other (Cranston, Clayton and 

Farrands, 1996), we decided to use the concept of this interactive technology and to propose 

a design for an interface that will have the goal not only to inform, inspire and entertain the 

users who will visit the campus garden but also to limit the need for human support as most 

of the information that the visitors will require will be supported digitally. An interactive 

multimedia kiosk could allow various visitors to discover information at their own pace and to 

access relevant content, through audio, video and animations, helping users by providing a 

blend of interpretation (Egan, Benyon and Thompson, 2017), and allowing them in the same 

time to determine what information is specifically relevant for their needs. 

  

Figure 1. An integrated system for the British Museum. 

Source:https://medium.com/@allofustweet/designing-visitor-

experiences-521a009d381c                                                                                                                                                     

Figure 2. A public interactive kiosk. Source: Pinterest 
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The objectives that we are aiming to achieve through the design of the UI kiosk are: 

 The intent of informing different users,  such as students and academic staff, eco-

tourists and community visitors, performers and volunteers, of The Lions’ Gate project 

and of various aspects of permaculture in general. The information that users can find 

will include advice regarding permaculture and how to make sustainable agriculture in 

order to expand their understanding of ecological processes, different workshops and 

courses that they can attend, research facility, exhibition spaces, meetings, therapy 

sessions, map of the place and gallery with many photos, events that are relevant to 

the information described above.  

 The intent of entertaining users by offering them the possibility to engage in interactive 

and educational games that they will find displayed on the kiosk’s interface. 

 It must resonate with users producing a positive and memorable experience, offering 

a reason to visit the garden again. 

 It should inform and empower visitors so that they can feel in control and enlightened 

after interacting with the system, as they will find abilities and knowledge. 

 It must create excitement that is worth sharing with other visitors, friends and family 

through refreshing moments that will push users to stop and share. 

2. Design approach 
 

 The large content of information that guides the best practice when designing visitor 

experiences for events or exhibitions revealed many reference studies for UX design principles 

for interfaces, but also a deficit of information regarding UX methodology when deciding upon 

the design of user experiences for events or exhibitions. Considering the importance that it 

should be allocated to the way visitors navigate and orientate themselves in an environment 

and the way they interact with their surroundings, all these factors contribute to the impact in 

how visitors interact with particular displays.  

 The difficulty in designing an interactive kiosk comes from the variety of types of users 

that will be visiting the place, considering the fact that there can be many generations of users 

in the environment, such as, visitors who speak English as a second language or who have 

different levels of experience or ideas regarding interactive displays. Also, deciding where to 

place the kiosk in the environment, if it should be either displayed indoors or outside, needs 

to be contemplated not only for user interface design considerations but also for the need of 

cater for visitors who are experiencing learning difficulties or physical impairments. Keeping 

in mind that there is no flawless exhibit, we can design a combination that would be able to 

deliver something for all visitors.  
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 Our design approach for the Lion’s Gate kiosk is proposing a PACT analysis in order 

to understand the people that will use it, the activities that they will be involved in, the context 

in which they will be using the kiosk and the technology that will provide the kiosk itself to the 

users. After that, the creation of two personas based on user research and a research 

questionnaire will help us define what the users will expect to find within the kiosk interface 

and also MoSCoW requirements to clarify and define specific deliverables that will be included 

in the design of the kiosk. 

3. Understanding  
 

3.1 PACT Analysis 
 

 Creating the PACT analysis was a useful method in the understanding phase as it 

enabled us to focus not only on the usability of the system, but also taking into consideration 

the variety of the potential users that could use the kiosk in terms of maximising efficiency. 

People   

 Although people who mainly use the garden at Merchiston Campus are undergraduate 

and postgraduate students, Phd, academic and catering staff, considering the nature and 

purpose of the Lions’ Gate project, many different age group people will have to be considered 

as the garden is open to different volunteers, community members, eco-tourists and 

performers. As mentioned above, different characteristics for each individual will also have to 

be taken into consideration. 

Activities   

 The purpose of our interactive kiosk is to provide an engaging experience to users 

through various entertaining activities and to keep them informed of different workshops, 

events, classes, meetings and general information regarding sustainable permaculture etc. 

The entertaining activities that users can find on the display should create a memorable 

experience and should keep visitors engaged and motivated to return.  Users data input must, 

such as subscribing to the newsletter, must be kept to a minimal extent so that users can focus 

on information and interactive entertainment. 

Contexts   

 Being located inside the Edinburgh Napier University Merchiston campus, the kiosk 

could be more relevant being close to or a part of the Lion’s Gate garden as it is directly related 

to the nature of that specific project. As it is expected to display visual information and have 

audio output, we should take into consideration the weather conditions, the light and the way 
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it affects readability, the noise, the surrounding environment and the Wi-Fi connection, to 

name but a few parameters relevant to the user-kiosk interactions. 

 

Figure 3. Map for Merchiston campus interactive permaculture garden 

Technologies   

 The kiosk will be a stand-alone device that will use state of the art software supporting 

a touchscreen-oriented and output-centred interface for the most part of it and minimal data 

input limited to the users subscribing with their email in order to receive information relevant 

to the Lion’s Gate garden project. One option is React.js, a JavaScript library that focuses on 

re-usable components for like-minded sections, but each one of them being personalised 

according to its needs. Another option is the use of a kiosk-friendly CMS as Content 

Management Systems specialise in re-usable sections that can get personalised at will, with 

the CMS itself handling the back-end for the most part of it while a dedicated team updates 

the front-end and the information the users will find in the kiosk interface. 

3.2 User research. Personas 
 

 As time are resource constrains restricted us for conducting in-depth user research, 

using PACT analysis and conducting interviews with two different types of users, a volunteer 

for the Lions’ Gate project at Edinburgh Napier University and a postgraduate student who is 

following the Design Dialogues course at the same university, allowed us to determine two 

types of users: 

 People who were quite new to permaculture and came across the Lions’ Gate 

interactive permaculture garden for the first time. 
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 People who were precisely aware of permaculture and were visiting and working in the 

campus garden in order to develop the Lion’s Gate project. 

Therefore, we created two user personas who served as a fundamental reference points 

throughout the design process and who facilitated the process of exploring some important 

points of people within these two categories, discovering their needs, wants and goals. 

Name: Philip Gordon  

Age: 31   

Occupation: Software Engineering Msc student 

Location: Edinburgh   

About: Philip is a passionate software engineering student who 

enjoys exploring and learning new technologies. He came across 

permaculture and the Lions’ Gate project while he was 

participating to a design course at university and was immediately 

interested in finding out more about this science. He wonders if there are events or 

workshop that would allow him to gain skills and learn more about permaculture. 

Likes:    

•Discovering  new technology  that can be useful in daily activities; 

•Exploring new activities where he can have fun;  

Dislikes:   

•Lack of  recycling and food waste; 

•Materialistic people who don’t  believe in humanitarian values; 

Habits:    

 Spending time on Facebook with friends;  

 Exploring entertaining technology; 

Technical Skills:    

 Advanced IPhone user;   

 Advanced MacBook laptop user;  

 Goals:    

 To learn more about permaculture; 

 To study new content or skills that are cost-effective; 

Frustrations:    

 Feels that his new job is not covering the costs of living; 

 Does not have time to interact with people who have similar interests; 
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Name: Julia Johnston 

Age: 42 

Occupation: Biology Teacher 

Location: Edinburgh 

About: Julia has always been passionate about being outdoors and 

working in her own garden. On many occasions, Julia has spent time 

volunteering on a number of projects where her skills and knowledge regarding biology 

and gardening experience were appreciated. She is very interested lately in participating 

in workshops and events that are related to permaculture as she is planning to teach 

these kind of courses in the future.  

    Likes:    

• Participating at different events where she can discover interesting things 

about biology and permaculture;   

• Spending time with students; 

       Dislikes:    

• Spending too much time indoors; 

• Environments where she can’t progress; 

 Habits:   

• Spending time in nature;  

• Reading biology books;   

Technical Skills:    

• Efficient android phone user;   

• Efficient Windows laptop user;  

 Goals:     

• Gain skills in permaculture in order to teach permaculture courses; 

• Meet people who are passionate about agriculture and nature;   

Frustrations:   

• Cluttered environments and systems; 

• Digital experiences that are not easy to follow and contain too many 

advertisements; 
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3.3 Research Questionnaire 
 

 In order to find out more information that would help us understand what people would 

find useful to find in the design of a kiosk, the location of the kiosk, if it should be placed  

indoors out outside, what kind of features and content information would they appreciate, we 

conducted 8 face to face questionnaires in different places such as work and school 

environment, with participants with different backgrounds of knowledge and different range of 

IT skills, with the age ranging between mid-20s and early 40s. The users who participated in 

the research questionnaire answered a mixture of close-ended and multiple choice questions 

with the “Other” option that offered the possibility for users to provide a more personalised 

feedback. The questionnaire and consent form for this research method can be seen in 

Appendix 1. 

 Based on the questionnaire and the answers of 8 participants we were able to 

determine a variety of characteristics the potential users of the kiosk would like to find on the 

Lion’s Gate oriented application. The great majority of the potential users enjoy engaging with 

technology gadgets and all of them have used an interactive kiosk before. 

 Additionally, the great majority of the potential users would allocate their time to use 

an interactive kiosk when visiting a new place, indicating that they would explore the Lion’s 

Gate’s kiosk features while visiting the grounds of the Merchiston campus. 

 Half the potential users didn’t mind the location of the in-campus kiosk and out of the 

remaining four, half of them would prefer it to be indoors and the other half would like it to be 

outdoors. Taking into consideration the fact that the weather in Edinburgh can change anytime 

and the noise of the surrounding environment may affect the potential user’s focus on the 

kiosk features, an outdoor placing of the kiosk would require lots of research in order to provide 

high quality user experience. Given that the projector is close to the main attraction, an indoor 

placing of the kiosk in the room next to the projector, for example, would aim towards the 

direction of providing the kiosk’s features to the users in a controlled environment where they 

could fully explore the kiosk’s informational and entertaining dynamics.  

 The great majority of the participants would prefer the kiosk to embed an image gallery 

among its features. Before visiting the garden, an image gallery could preface the visitors’ 

expectations or enhance their Lion’s Gate garden experience right after visiting it. 

 Seven out of the eight participants would prefer it if the kiosk had a wayfinding feature. 

Most of the people that visit archaeological sites, museums and galleries like to find the exact 

spot they are standing at either through signs, on-site maps or kiosks, so a wayfinding feature 

would orientate them about what they should expect throughout the Lion’s Gate garden. 
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Additionally, most of the participants would enjoy organisational information related to the 

services provided by the Edinburgh Napier University that are related to the Lion’s Gate project 

in order to gain a more in depth understanding of how it started, what it was aiming for and 

everything it stands for.  

 None of the potential users would enjoy a signup form as it would make the kiosk’s 

features access unnecessarily complicated, hence direct access without intermediate steps is 

more profitable and preferable. Only two out of the eight participants would anticipate the kiosk 

interface to embed social media features. However, the big majority of the participants were 

not looking forward to social media related features even though social media are an immense 

part of people’s daily lives.  

 Additionally, only two out of the eight participants would enjoy a live calendar whereas 

five out of them would prefer an event listing feature that is more direct and descriptive on 

events related to the Lion’s Gate garden. Five out of the eight participants would anticipate 

the kiosk to embed interactive games among its features. 

 Regarding the methods of interaction and input/output features, all of the participants 

would enjoy a touchscreen which is one of the most used methods of interactive display 

nowadays. However, only 3 out of the eight participants would anticipate buttons in their 

natural form. 

 Furthermore, the great majority of the participants would enjoy the kiosk interface to 

have audio output features. Users often enjoy audio instructions to accommodate themselves 

within an interface ecosystem and audio information related to a variety of features that 

enhance, for example, storytelling or educating features. None of the participants would prefer 

a printing feature whereas two out of the eight participants would anticipate a barcode scanner 

and only one a pin pad machine related characteristic, as all three are fairly foreign to the 

nature of the Lion’s Gate garden oriented kiosk interface.  

 Regarding the nature of the applications within the kiosk interface, all of the participants 

would like to find virtual information related to the Lion’s Gate garden, the great majority of 

them would enjoy digital wayfinding characteristics to in order to adapt in a faster and easier 

way and six out of the eight potential users would expect entertainment features to enhance 

their overall kiosk experience. Concluding, only two out of the eight users would expect a retail 

interactive display as it is foreign to the nature of the kiosk interface related to the Lion’s Gate 

garden. 
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3.4 MoSCoW requirements 
 

 Using the findings from our research questionnaire, we created the following MoSCoW 

table in order to highlight specific deliverables that we wanted to include in our kiosk interface 

design: 

MUST  SHOULD  COULD  WON’T  

Touchscreen   Subscribe section  Calendar  PIN Pad payment 

system   

Wayfinding Map Date and time 

information  

Hamburger menu  Ability to log in   

Photo gallery Familiar iconography Button for assistance  Application forms  

Interactive games  More interactive map  Permaculture events   Ticket output 

Organisational 

information 

Welcome message AR feature  Social media  

Event listing   Fast Reboot in the 

occurrence of a 

malfunction 

VR Lion’s Gate tour   

Videos  Outside temperature 

info 

VR glasses   

Audio output  Scroll bar Permaculture Quiz    

Lions’ Gate logo  Email input     

Colour vison friendly  Visual feedback    

Easy to navigate  Subscribe button     

Easy to learn  Keyboard for email 

subscription 

   

Menu       

Specific information 

related to 

permaculture 

      

Fast       

Design consistency       
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4. Envisionment  

4.1 Mood Board 
 In this early stage of design we created an inspirational board with various elements 

that we gathered in the understanding phase of the design process. The creation of the mood 

board was a useful source of stimulus and facilitated the perception of the design and 

aesthetics. Different images with kiosk devices and kiosk user interfaces, logo of the Lions’ 

Gate permaculture garden, map of the place, photos with different plants and garden 

arrangements ideas were gathered from sources such as Pinterest, The Lions’ Gate blog and 

Google images and contributed to the next phase of the envisionment process.  

 

Figure 4. Mood board 

 

4.2 Kiosk flow 
 

 By creating the Lions’ Gate kiosk flow, along with the insights gathered by the 8 users 

that shared their point of view during the understanding phase, the layout and navigational 

structure of the system became more concrete. 
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Figure 5. Lions' Gate Kiosk Flow 

4.3 Wireframes 

 

 Taking into account all the methods of understanding and envisionment used, we 

created wireframes for our kiosk, through which we tried various layouts and experimented 

the structure of the kiosk system, focusing on the information architecture of the kiosk and on 

the interaction design. 

Black and white wireframes Lo-fi Wireframes 
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Figure 6. Wireframes for the Lions’ Gate kiosk 

 

5. Testing  

 

5.1 Heuristic evaluation questionnaire 
 

 The users who tested the low fidelity prototype were four males and one female. All of 

them were friends and work colleagues with their age ranging between mid-20s and late 30s. 

Additionally, all of them possess at least average IT skills and knowledge. The method of 

testing that was chosen was a heuristic questionnaire that was meant to measure the visibility 

and the aesthetic and minimalist design of the kiosk interface based on a low fidelity prototype 

with all necessary explanations regarding the nature of the project and what the kiosk interface 

aims to achieve. The evidence for this method and the questionnaire can be found in Appendix 

2. 
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Regarding the system visibility, the results are as follow:  

 

 

Figure 7. Every display begins with a title content that describes screen content 

 

 

Figure 8. There is a consistent icon design scheme & stylistic treatment across the system 
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Figure 9. There is visual feedback when objects are selected or moved 

 

 

 

Figure 10. The current information matches what I expect to find 
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Figure 11. It is clear where I can go from the current location 

Regarding the aesthetic and minimalist design, the results are as follow: 

 

 

Figure 12. The structure of the site is simple and clear without unnecessary complications 

 

 

0

0.5

1

1.5

2

2.5

3

3.5

Strongly agree Agree Neutral Disagree Strongly disagree

0

0.5

1

1.5

2

2.5

3

3.5

Strongly agree Agree Neutral Disagree Strongly disagree



19 
 

 

Figure 13. There are no instances of misplaced information 

 

 

 

Figure 14. The colour choice allows for easy readability 
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Figure 15. The design of the kiosk interface is aesthetically pleasant 

 

 

 

Figure 16. There are no instances of irrelevant information 
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5.2 Cooperative Evaluation Testing Method 
  

 The second testing procedure that was chosen was cooperative evaluation and it was 

conducted with three colleagues from university, 2 females and 1 male, with their ages ranging 

between the early-30s and early-40s. The low fidelity prototype display screens were printed 

in colour and, while making comments on the procedure, the storyline the potential kiosk 

interface users would have to follow was:  

1) Start from the main page of the interface;  

2) At this point each user had a separate task to complete by following logical steps 

moving from one page to another:  

o Find the gallery and check photos that display a path; 

o Find a garden-oriented task related to well-being; 

o Visit the gallery initially, then explore the wayfinding section and spot the 

entrance to the garden and eventually find video content related to the project;  

3) Return to the main page. 

6. Evaluation  
 

6.1 Heuristic questionnaire evaluation 

 
 Based on the results from the heuristic evaluation questionnaire and regarding the 

visibility of the system, two users strongly agreed and three users agreed that every display 

begins with a title that describes each content currently visible on the screen. The titles are 

either often minimal, but informative, or descriptive enough, but non-verbose, introducing each 

section to the users and helping them accurately adapt to the content. 

 Three users strongly agreed and two of them agreed regarding the icon design scheme 

and stylistic system consistency, indicating this way that the kiosk interface maintains its 

stylistic consistency throughout its thematic sections. 

  Regarding the presence or absence of visual feedback when objects are selected or 

moved, three users agreed there was visual feedback, mainly based on the game section of 

the low fidelity prototype where it is currently more apparent. Two users were neutral regarding 

this aspect of the kiosk interface, mainly because of the absence of indicators that there is 

visual feedback when a button is pressed. 

 All users were in agreement when it comes to the current information provided by the 

kiosk interface matching their expectations, with four of them being in agreement and one of 

them in strong agreement.  

 Concluding the visibility related part of the evaluation, three users agreed that it was 

clear where they could go from their current location at all times within the kiosk interface while 
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one of them strongly agreed and one remained neutral. All basic thematic sections are directly 

connected to the main page with a back arrow on the upper left side of each section and all 

subsections lead back to their respective thematic sections with back arrows from where all 

users can go back to the main page. More than one users would had been in strong agreement 

had there been a direct connection to the main page no matter how many pages deep they 

are within each thematic section and it something to be taken into consideration for the future.  

 Regarding the aesthetic and minimalist design section, two users strongly agreed and 

three users agreed that the structure of the kiosk interface was simple and clear without any 

unnecessary complications. The kiosk interface a concrete and informative structure at all 

times with all titles being highly representative of what the user should expect within each 

section with all information provided being relative to the title representing it. 

 When it comes to the presence or absence of instances of misplaced information, two 

users strongly agreed and three users agreed that there aren’t. Each thematic section has 

been well-conceived and well-executed regarding the information consisting of each one of 

them so that users won’t only find information prefaced by their respective titles, but also the 

information will meet the users’ expectations as well. 

 Regarding the colour choice allowing easy readability, four users agreed and one 

strongly agreed. As black is a colour that reflects power and formality, it has been chosen, 

along with a fairly lighter shade of it, to surround the kiosk interface and create distinctive 

contrast with the white areas where the text provides all important information in black font. 

Otherwise, when the background is dark the letters use a white font to maintain their readability 

without disturbing the users. As an attention-grabbing colour, yellow has been chosen for 

distinctive parts of the games section, indicating the more interactive nature of this section and 

blending well with the Lion’s Gate garden logo with the lion. However, as it is a colour that 

may disrupt the section readability when it comes to users with certain eye conditions, it may 

be changed in future versions.  

 Additionally, four users agreed and one strongly agreed that the design of the kiosk 

interface is aesthetically pleasant as it maintains its stylistic consistency and simplicity. 

 Concluding, three users strongly agreed and two agreed that there are no instances of 

irrelevant information as the interactive kiosk structure is concrete and descriptive regarding 

its sections, with each section being representative of its title and what the user should expect 

from it once exploring its content.  

 During the specific nature of this heuristic evaluation method, there were certain 

limitations to the insights that could be gathered. Along with the absence of a high fidelity 

prototype where the users would properly go through each section with more pragmatic and 
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interactive example sections of what they should expect, the absence of experts heuristically 

evaluating the low fidelity prototype was also another limitation. However, the insights 

gathered through the users that tested certain aspects of the low fidelity prototype were 

valuable regarding the stylistic and informative consistency and readability. The results 

pointed towards a well-appreciated kiosk interface direction by the users, but also revealed 

potential changes for future updates that must be taken into consideration. 

6.2 Cooperative Evaluation  
 

 While taking notes throughout the cooperative evaluation procedure and observing the 

potential users of the kiosk interface, the user that had to achieve the first task found it quite 

simple as she had to go from the main page to the gallery section and after a few seconds 

she was able to spot the path-oriented images, then she returned to the main page. She found 

the task quite smooth-running without getting lost and enjoyed the colours of the interface.  

 The second task was a bit more difficult on purpose, in order to find out whether the 

user would enter the currently running activities or the forthcoming events section where the 

well-being event was. The user first entered the activities section and after reading them all, 

he returned to the main page. After checking the main page for a few seconds, he chose to 

enter the events section where he spotted the well-being event relatively fast, then he returned 

to the main page using the back arrows. He commented that it may be difficult knowing 

beforehand whether the activities are currently running ones or scheduled for the future and 

the same applied to the events. He suggested a blended version of both sections in which one 

could see both the currently running activities and the ones that have been scheduled for the 

future.  

 The third task wanted to find out whether moving across different sections was flowing 

like a natural process while checking if the sub-tasks described were intuitive enough to lead 

the user towards the right sections. The user found the gallery fast by choosing the like-minded 

section, then she used the backward arrow to return to the main page and entered the map. 

After a few sections she managed to spot the entrance spot on the map and returned to the 

main page. At first, she chose to enter the gallery believing that video content could be a part 

of it, but after noticing images only she returned to the main page and entered the info section 

right away, finding videos that were a part of it, then she returned to the main page. The last 

part of the task was fairly vague in order to test the precision dynamics of the kiosk interface 

when the task itself isn’t specific enough even though it is pointing towards a distinctive 

direction; video. She commented that the last part of the task wasn’t precise enough, but it 

wasn’t difficult achieving the goal following a logical flow of thoughts.  
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 Concluding, the cooperative evaluation provided us with valuable insights regarding 

the navigational structure of the kiosk interface, points out its strengths regarding its content 

consistency, but also weaknesses that will be taken seriously into consideration in future 

versions.  

7. Conclusion 

 

 Taking into consideration limitations that have already been explained and time 

constraints, the research conducted throughout the understanding and envisionment steps 

that defined the design process led to a low fidelity prototype. Using a questionnaire in the 

understanding phase was very useful to discover what the users wanted to find in the kiosk 

interface, something that was reflected on the MoSCoW requirements.  

 During the envisionment phase, the mood board helped define the vibes such an 

interface would evoke in relation to the garden, the kiosk flow made the thematic sections of 

the interface more specific, something that was reflected in the wireframes and eventually, in 

more detail, in the lo-fi prototype.  

 Due to the absence of a hi-fi prototype, the testing process was more limited, but 

precise to certain aspects of the lo-fi prototype and the procedures followed were appropriate 

for this type of prototype by testing the visibility and stylistic/content consistency.  

 Evaluating the results of the testing process, highlighted the strengths of the provided 

prototype, but also weakness that will be taken into serious consideration in the future versions 

of the project. Scenarios that were used in the testing process, especially the cooperative 

evaluation procedure, were following navigational storytelling with simpler and more complex 

tasks in order to check content consistency and interface navigation in more precise and 

relatively abstract conditions. None of the users testing the interface were experts in the field 

of UX, but all of them were familiar with different types of kiosks. One of the main changes, 

based on the testing and evaluation process should be a blending of the events and activities 

sections into one. Another one should be making the yellow bars within the games section 

more eye-friendly for users with eye conditions and for later versions, maybe provide the user 

interface in different languages for users who speak English as a second language.  

 Going throughout the overall procedure was highly enlightening on the UX process 

regarding a field such as a blending of a garden oriented interface that embeds strong 

permaculture elements for a kiosk inside an educational environment, such as the Edinburgh 

Napier University, and making it an engaging and entertaining ecosystem for users that are 

new to permaculture related content and quite acknowledgeable as well. In the future, we 
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would attempt to develop a kiosk interface using a Content Management System based on 

the already existing prototype, but also implementing changes based on the evaluation 

process findings and test its usability and other parameters with both close-ended 

questionnaires and open-ended interviews for a more in depth quantitative and qualitative 

analysis.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



26 
 

References: 
 

Cranston, M., Clayton, D.J. & Farrands, P.J. (1996). Design and Implementation Considerations for an 
Interactive Multimedia Kiosk: Where to Start. Department of Mathematics & Computing Central 
Queensland University Rockhampton Q Australia 4702. From 
http://www.ascilite.org/conferences/adelaide96/papers/04.html 
 
Egan, C., Benyon, D., & Thompson, R. (2017). Permaculture as a Foundation for Sustainable Interaction 
Design and UX. 
 
Sources of photos for personas: 
https://www.houstongreeters.org/listings/permaculture/ 
https://permaculturesydneyinstitute.org/2017/10/work-exchange-visitors/ 
 
Photos: 
https://unsplash.com 
https://www.pinterest.co.uk/cal1875/the-lions-gate/ 
http://blogs.napier.ac.uk/thelionsgate/research/ 
 
Icons 
http://planeta42.com/ 
 
 

Bibliography: 
 
Cristea, N. (2016). Designing visitor experiences. From 
https://medium.com/@allofustweet/designing-visitor-experiences-521a009d381c 
 
Harano, E .UX Case Study: Permaculture Institute Website Redesign. From https://medium.com/erika-
harano/ux-case-study-permaculture-institute-website-redesign-a3cc208dd9da 
 
Orencia, A. (2017). What is a Kiosk? Definition, Examples, and More.  
From https://fitsmallbusiness.com/what-is-a-kiosk-examples/ 
 
Olea, F.(2014). The art and science of successful kiosk design.  
From https://www.kioskmarketplace.com/blogs/the-art-and-science-of-successful-kiosk-design/ 
 
https://medium.com/pip-shea/ux-case-study-kiosk-interface-redesign-f553240557a2 
https://empiredigitalsigns.com/creating-a-simple-user-interface-for-an-interactive-kiosk/ 
https://www.lighthouse.co/our-work/interactive-touchscreen-design/ 
https://blog.nms.ac.uk/2018/08/30/data-led-design-using-visitor-behaviour-to-inform-touchscreen-
content/ 
 
 
 
 
 
 
 
 

http://www.ascilite.org/conferences/adelaide96/papers/04.html
https://www.houstongreeters.org/listings/permaculture/
https://permaculturesydneyinstitute.org/2017/10/work-exchange-visitors/
https://unsplash.com/
https://www.pinterest.co.uk/cal1875/the-lions-gate/
http://blogs.napier.ac.uk/thelionsgate/research/
http://planeta42.com/
https://medium.com/@allofustweet/designing-visitor-experiences-521a009d381c
https://medium.com/erika-harano/ux-case-study-permaculture-institute-website-redesign-a3cc208dd9da
https://medium.com/erika-harano/ux-case-study-permaculture-institute-website-redesign-a3cc208dd9da
https://fitsmallbusiness.com/what-is-a-kiosk-examples/
https://www.kioskmarketplace.com/blogs/the-art-and-science-of-successful-kiosk-design/
https://medium.com/pip-shea/ux-case-study-kiosk-interface-redesign-f553240557a2
https://empiredigitalsigns.com/creating-a-simple-user-interface-for-an-interactive-kiosk/
https://www.lighthouse.co/our-work/interactive-touchscreen-design/
https://blog.nms.ac.uk/2018/08/30/data-led-design-using-visitor-behaviour-to-inform-touchscreen-content/
https://blog.nms.ac.uk/2018/08/30/data-led-design-using-visitor-behaviour-to-inform-touchscreen-content/


27 
 

Appendix 1- Consent Form and Research Questionnaire 
 

 

 

 

 

 



28 
 

 

 

 

 

 

 

 



29 
 

 

 

 

 

 

 

 



30 
 

 

 

 

 

 

 

 



31 
 

Research Questionnaire 

We’re designing the interface for a kiosk that is aimed to be installed in the surroundings of 

The Lion’s Gate, a developing permaculture garden situated at Edinburgh Napier University, 

Merchiston campus. So we are doing research in order to create an interactive device that will be 

useful for community groups, volunteers, eco-tourists and other categories of users. The following are 

the key research questions that this study is designated to answer:  

1. Do you like to engage with technology gadgets? 

o Yes 
o No 

2. Have you ever used an interactive kiosk? 
o Yes 
o No 

3. Would you allocate your time to use an interactive kiosk when visiting a new place? 
o Yes 
o No 

4. If yes, where would you like the kiosk to be located? 

o Indoors 
o Outside 
o No preference 

5. What content would you like to see on a display? 
 

o Photo Galleries 
o Social media/news feeds 
o Sign-up forms 
o Organisational information (services, products etc.) 
o Wayfinding 
o Event listing 
o Live calendars 
o Interactive games 
o Others ____________________________ 

6. What kind of features would you like the kiosk to have? 
 

o Touchscreen 

o Buttons 

o Audio 

o Cameras 

o Printers 

o Bar code scanners 

o PIN pad machine 

o Others_______________________________ 

7. What kind of applications would you like to use on a kiosk? 

o Entertainment 

o Retail Interactive 

o Virtual information  

o Digital wayfinding 

o Others___________________________ 
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Appendix 2- Heuristic Evaluation questionnaire and consent form 
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