
Wizard of Oz: 
Testing 
Interactions
Rui Song 

Rene Goldfarb-Ilyashov

Rachel DeNoble 
Olga Khvan



Contents

2Design rationale

1Design process

5Explaining setup

7Insights

10Reflections and lessons learned

12Links

3Versions of the game

4Participants details



Goal

Test different types 
of interactions and 
get feedback on two 
social value topics



Design process How might we:

Leverage physical engagement

Give players a challenge and provide more feedback

Make clearer understanding of roles responsibilities

>

>

>

Explore mechanical 
movements that can be 
mapped to the shape types

Physical controllers

Build mockups of separate 
controllers for each of the 
shape types and put them

in different places to make 
the players move around

Gesture recognition

Turn on the camera on 
laptop to immitate the 
experience of pose 
recognition using the 
webcam

Rotary encoder

Stomping pad

Slider

Based on the co-design session, we decided 
that the balance board input was solid, so we 
focused on the second player’s interaction. 
For the Wizard of Oz session our main goal 
was to test two different types of 
interactions:


Multiple types of physical inputs 
that the player moves between


Making the desired shape using 
their body

>



>

Create clear instructions 
how to show certain poses 
for each of the shapes and 
create a designated area
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Design

rationonale
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We leveraged our space junk game for the WoZ test, so parts of it 
would be real and the experience would feel more real to the 
players. 

Moves the spaceship using the 
real balance board controller

Player 1

“Catches shapes” with fake 
(WoZ) controllers

Player 2


Uses custom physical controllers to “catch” the shapes. Uses embodied gestures to “catch” the shapes.



Versions of 
the game

We tested 2 different input interactions for Player 2, so we made 2 visually 
different versions of the modified WoZ game to help convince the player 
that the inputs and games were real. 

Microplastic in the ocean (physical controllers)Space Junk (gesture recognition)
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Participants details
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Project manager / Developer 
27 years old, male

Developer 
28 years old, male

Data scientist 
22 years old, male



Space Junk1

How it worked

Setup

Activated web-camera Balance board

Projected game screen Designated space 
for shape maker

A C

B D

Catch shapes by moving 
spaceship and making 
corresponding shape gesture

5 min.
Goal Time Players

2 players

5

A

B

C
D

We ran game locally on a laptop and projected it on the 
bigger screen. The balance board was connected 
to the computer using a Makey-Makey, which we used as 
a controller for the spaceship. We joined a Zoom call to 
activate the web cam and faced it towards the 
designated space for the shape maker. So that it helped 
to re-create experience of mapping poses to shape 
catching activity within the game.



Ocean Microplastics2

We ran game locally on a laptop and projected it on the 
bigger screen. The balance board was connected 
to the computer using a Makey-Makey, which we used as 
a controller for the spaceship. Three crafted controllers 
were “wired” to an Arduino and placed in different places 
to make player move around more. To catch the shape, 
they had to place spaceship right under the shape and 
activate the corresponding input. 

Catch shapes by moving 
spaceship and activating 
the corresponding 
controller

5 min.
Goal Time Players

How it worked

Artifacts

2 players

Sliding controller Stomping pad

Rotary encoder Balancing board

Arduino Projected game

A D

B E

C F
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Embodied gestures are lacking 
visualization of the player’s 
gesture on the screen 
in real-time

Players prefer physical 
controllers over the embodied 
shape gestures.

One of the pain points we 
discovered with embodied 
gesture input is that the players 
can’t see themselves, so they’re 
not sure if they’ve made the 
correct shapes using their 
bodies. This resulted in a feeling 
of lacking sufficient feedback.  


All players preferred the physical 
controllers, which involve a lot of 
physical movement. This 
enjoyment of physical activity 
was echoed in our first 
KidsTeam co-design session.

Insight 1 Insight 2
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Players want more visual, haptic 
& auditory feedback.

Players enjoy the collaborative 
aspect of the game.

Players were encouraged and 
excited by the sound effects in 
the game. One player also 
suggested that including more 
visual and haptic feedback 
would be welcomed.

All players really like 
collaborating with each other 
and switching between the 
inputs. One player suggested 
that we could try having the 
shape collector not see the 
screen so the players would 
have to collaborate even more.

Insight 3 Insight 4

8



Players do not have a clear 
preference for the scenery/topic 
of the game.

Players have different 
preferences for roles within the 
game.

When asked about topic 
preference (ocean or space), 
players didn’t report having a 
preference. Some of them did 
not even notice the change of 
scenery.

Some players enjoyed the 
balance board because it’s 
challenging and they felt they 
had a more leading role in the 
game. Others preferred a more 
relaxed, supportive experience 
using gestures and physical 
buttons. These different 
preferences for roles were 
echoed in the co-design session.

Insight 5 Insight 6
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Test the whole setup 
properly before 
the session

Because of using the Zoom 
app, the sound in the game 
did not work in the 
beginning. Also, there was a 
bug in the code for the 
overlapping of the “triangles” 
and spaceship, so sometimes 
it did not work as expected.

Reflections and lessons learned

Find ways to 
encourage more 
collaboration in 
the game

Think more about 
how to help the 
players visualize 
their roles in the 
game and include 
more feedback 
(auditory, visual, 
and haptic)
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Refine the design 
of physical controllers 
to make them all 
equally engaging

Consider more 
complex game 
mechanics, such as 
“power-ups” and/or 
obstacles

Improve the 
balance board to 
have more precise 
movements
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Reflections and lessons learned
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Links https://github.com/olgahwang
/proto-studio-wi20-team11



https://youtu.be/xBlVeEQhrpA


Code 

Video 



Thank you!


