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Problem (1): diversity and specificity of devices




Problem (2): which Ul distribution?

Some trivial cases

But... what if there are too
many transitions between
devices?

But... what if there's too
much publicinformation?

but...

but... put




Goal: Distribution of Tasks on Territories
(and Devices)

Starting with task model and knowing the devices...

... avoiding
e cognitive and display overload
e frequent device changes to avoid burdening the interaction..

.. according to the data type



Theoretical background

. Task Model

- 5W1H : WHO ; WHY ; WHERE ; WHEN ; WHAT ; HOW
- Territoriality Group Teritory private Terrtory

(smartphone)

MonoPolytech

Data can be : Personal
e visible and manipulable by only one player Territory
(VMbO - private data),
e visible and manipulable by all (VMbA — a
kind of public data),
e visible by all but manipulable by only one
(VbAMbO — another kind of public data).

Private Territory (tablet)
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Design Process : Identification step

Reges |

IR1

IR2

IR3

IR4

IR5

Annotating all tasks with the nature of the data handled. That nature of data can be visible
and manipulable by only one player (VMbO - private data), visible and manipulable by all
(VMDbA - a rst kind of public data), visible by all but manipulable by only one (VbAMbO - a
second kind of public data).

Annotating data (text) input tasks (like typing text)

Annotating major tasks, i.e., belonging to the minimal set of mandatory tasks to play

Assigning to all devices the list of possible type of territory

For each territory type, sorting by priority all possible devices
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Example with 5

coquistador island task model
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Example with b

coquistador island task model
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Design Process : Distribution step

Reges |

DR1 For each task assignment to a device, determining whether it is within an existing suitable
territory or whether to create a new one

DR2 Assigning data (text) input tasks to a private territory

DR3 Assigning tasks handling private data to the pre- ferred device for private territories

DR4 Assigning tasks handling public data to the pre- ferred device for public territories

DR5 Assigning unassigned tasks to devices according to the assignment of the previous or the

next task
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Design Process : Balancing and transition rules

Reges |

BR1 If assigning certain tasks to the central device changes the gameplay, then those tasks can
be moved to the personal devices

BR2 If the public interactive device is overloaded, major tasks (see IR3) should be given priority

TR1 If there is a device change between two consecutive tasks, then one of these task may be
replicated on the other device

TR2 If there is a device change between two consecutive tasks, then a reinforcement feedback
may be added

TR3 If there is a change of devices for two (frequent) consecutive tasks, then it is possible to
move one of the two tasks from one device to another
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Example with
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Perspectives...

. consequences of layout on the distribution

.- extending territory from 2D on a screen to...
« ... 3D in the physical environment

. ... sharing different (points of) views



