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Jurassic World Exhibit
Content Engagement

Case Study

Overview

We were retained by CityNeon, the creator and
producer of the Jurassic World exhibits, to review
the audience journey and create a report with
recommendations for content augmention, to be
presented to their partners at Universal Studios.
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Jurassic World Exhibit

Content Engagement
Case Study

Overview

Our brief was to assess how we might augment
the current journey to increase engagement with
the exhibit content. The immersive timed exhibit
experience was successful but it was felt that
opportunities existed to create more content rich

moments within the existing experience.

The overall process included mapping the
existing experience, identifying opportunities,
ideation of options, and finally a proposal for a
selected activation (the explorer kits).
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Experience Map
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Audience and Content Engagement Study

Holding

Training

We reviewed the visitor behavior and experience
flow for the first location in China. This study was
conducted remotely due to constraints with the
pandemic. We reviewed footage, photography
and interviewed local designers to understand
how the experience flowed.

Current Journey “““ ' Current Journey: 30 Perspective “““
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Jurassic World Exhibit

Content Engagement
Case Study

Audience and Content Engagement Study

We generated a detailed analysis document
that summarized message delivery, dwell time,
active/passive engagement, solo/shared
experiences and sensory stimuli. We identified
areas of opportunity for developing content
engagement.

Experience Map Zones

GYROEPHERE VALLEY

wall dowm e e, N
Fhing By el nen by tas Cypmephers Thr
s o fon s ey, cay gl b Beubedl
ar dhrpherl Crhwieeal veden i Dew ol dey

rav 1Y ik, oy
ik i i i £ drdy
b dag
TS W | b Pl T uEEIRE

FoiadE, porass ol gy Eege e =heoh
frcumr iy boanl belorgre e,

SFFOATEHITY ASSCSSMIONT.

Expenence Mam Zones

ARRIVAL

Tareary - ouleeler, check
sik#a aaciaily chick Ro cEsET
o gpe el el s
LEig dateried Gramnlie wIng.
whan qrevay ey ey &
ey plus
PR ESTL. Dpporiurely
i i wlai retall, ahbch B kesated
& el

WAniak wige scale
fpaghio L | erkiTeel ol e a
dorreving Selo. b tha ot
ol ey no8 s e rorrern o

OPPOETUMITY ASSESSMENT:

hgy

P 3

Trm: sppensschng,
lnnrch rwer laght pem Doeered rears b

b T e O JRAEETE W e O

i’ guaneeg phofo opp
i R AT o Challinges - taked b kg
e, Peapke = the back of the groap Sont
LD apeEd G e T RE e
Ol wwrer e nagrage
roriesl mohedes whal b grpeci e gren
e ieraciees e sty
plilas 5 8 o
EMTHIPATION
dhght spacs Light wwels
dinp mo Rl bt i Sed dinn raarn

o Foll wlas i ol i
dempley wil wignegs e e s

Baird ol e o i |
B N e e

e iy wilhengine

with & call o ectior or read slopa. A

wrmod g | e ool B S0 enes 15r

Wy il serrelive spece
[ e
Sl i Ve - oy ol prassic
widsa plape
FEne 3 S e

Parvivw

Wi b i, ol
15 biid with auberasle vl

y

Lizrmider thal the wi i mTaiiale Dnee, W e great

TE g
rg pereanal handheld techaniogy chineg Snfise oomETUneS

STORYCRAFT LAB the art + science of experiential engagement



Timed Agenda
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We captured the teams Thought |
ideas and insights on the Starters
overall experience.

This is seen in the

Ju]_'aSSiC W()I‘ld collaborative canvas, .HM.M_"

shown at right.

EXllibit COIlteIlt In addition, you can view

Journey
ALL of the process work

Engagement Case and demiciaatons Mapping

the full process deck,

Stlldy available here:

Audience and Content Engagement Study

We facilitated a series of Ideation workshops
with the design team to share the initial flow
assessment findings and brainstorm possibilities
for augmentation.

The Ideation phase generated concepts for AR ] e . N
Group and Shared Experiences with Ideation ifé?;éﬁ%?ﬁﬁ%@ﬁiﬁ g%éﬁf{ﬁ?"Qis’difé’rﬁhiﬁﬁ??t"fn?ﬁilhﬁigsaepﬁﬂ'fffé?mﬁ%'PSE‘JZaSL"?ﬁe
environment and media design, interactive

features such as bump-drops, sharing and

location triggers, as well as AR interactives on

personal devices, creative apps and a physical

‘explorer kit to support differentiated journeys

throughout the exhibit.
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Audience and Content Engagement Study

The ideas were assessed in a Desirable /
Feasible / Viable matrix for alignment with
goals. The Explorer kit concept was identified
as the initial solution to pursue. We developed
the Explorer kit concept in more detail to
create a brief for the report recommendation.
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CONCEPT DEVELOPMENT

what's in a kit?

' SELECTION FOR IMPLEMENTHRTION:

DESIRABLE

Responsive/Reactive Spaces
- Environment + Media

AR - Group / shared experience
- Environment + Media

Creative features (Engineer
your own, eggs, filters etc)

Interactive features (Bump
drops, sharing, locations)

App developed for experience

Augmented Reality
Interactives - Device

Physical *Kit’ to Augment Journey

FEASIBLE

Could respond to RFID triggers (or App/

Bluetooth). Would require some tech build.

Space & Need exists, especially for
queuing experience. Would require
engaging specialized media provider

Best added as layer of functionality to
existing platform (and digital community)

Best added as layer of functionality to
existing platform (and digital community)

Would require development,
possibly multiple languages

Would require development, could
respond to physical/lo-tech features / QR
code and be introduced without full App

Prompts for (10) lo-tech touchpoints on 3
augmented journey tracks

AN\ )\ \\

VIABLE PHASE

Infrastructure / build costs - 3
media or physical environment

Infrastructure / build costs -
media or physical environment

Iterative testing and separately
scoped workstream required

Iterative testing and separately
scoped workstream required

Requires pricing, additional
content development and brief

Requires pricing, additional
content development and brief

Achievable within existing SCL scope and 1
timeline, , acts as Beta test for App
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1 packet with lanyard or strap

1 button or pin (optional)

10 journey cards (front of cards)

10 creature cards with stats (back of cards)

5 activity cards - at home games/exercises (leverage from Guidebook)

' Workplan Schematic

* All assumptions to be verified with vendors/intemal stakeholders at Cityneon
* Cityneon IP Approval Process to be integrate
2021
Q2 Q3
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Q4 0 pHase

Responsive/Reactive Spaces design . build 3
S st

- Environment + Media

AR - Group / shared experience design . build
et

- Environment + Media

Interactive features (Bump
drops, sharing, locations)

M n -
st build
Creative features (Engineer s §
your own, eggs, filters etc)

design
[UgestN buid

content design BBl Timeline dependent

App developed for experience

Augmented Reality Comitimt [Ttest |
Interactives - Device design | build

Physical 'Kit' to Augment Journey [content IBuiEN
design
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Explorer Tracks 2\ “““.
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We used the Experience Map to develop the Amber 0 DA Capsule CLUESACTIVATE: Rspitor Foet of Footprint
Explorer Kit application that would support the
content track at different stages of the audience
journey. Three content tracks were identified that
would illuminate different areas of focus for the storycraft
underlying content: Junior Genetics Engineer, o
Raptor Trainer Apprentice and CGI Tech Intern.

CONCEPT DEVELOPMENT ANNNSNN CONCEPT DEVELOPMENT W\ ANNSNNN

EXPLORER KIT

1 : " JURASSIC WORLD
b A It g OO EXPLORER
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- Card packaging with
[

lanyard to carry or wear

— the explorer kit.
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What Speed do you

Prefer in a Dinosaur? Your Explorer Track is the...

Jurassic World Exhibit
Content Engagement
Case Study |

Audience and Content Engagement Study

A quiz was prototyped that would return the
result for the Explorer track. The quiz would be
made available via QR code during queuing.
Visitors could then purchase their Explorer Kits
at a Point Of Sale kiosk prior to entry. Test the What Temperament do you

Prefer in a Dinosaur?
quiz prototype here

What does your ideal dinosaur tell

to uncover your Ex

[explos
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https://xd.adobe.com/view/91adab60-f884-4ac4-ac2b-007a895683e1-c4fe/screen/8f9ce8be-98f4-458c-a25e-86e9a3cc269b/?fullscreen

L JURASSIC WORLD o
EXPLORER

What genetic
disposition does
the Indo-Rex
and sharks have
in common?

Jurassic World Exhibit
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Audience and Content Engagement Study
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The Explorer Kit cards would provide prompts
and activities to activate the content at different ' EONTENT DETPIL AN\ \\\\ AN N\ \\\
points in the journey. This meant the audience = FE””f XX oy g o) " oo M 5~ SR

A

could return to the exhibit and experience the
content from a different perspective each time.
The Kit was discussed as an analog solution in
the first phase to beta-test the concept, but

CARD CONTENT:

. : T ‘ d ining skill ot e -
with the potential for greater tech-enhancement . o — , = O oo practice  [H T ot Difibsstir Activity:
£ e Cis By Fvcanies, fo z 7 - See content from Explorer Guide .’" P ek s e e Baryonyx Test your .
as features such as app-enabled AR and R asaiall r S sisiskls Raptor Training

Motions

Bluetooth were integrated.

CARD CONTENT: Map of Isla Nubar
See next page for details

Shown at right are concept mock-ups for the
design team to carry forward for SOGES O
implementation, and the curatorial direction for
the Explorer track activations and card prompts.
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Thank You

STORYCRAFT LAB the art + science of experiential engagement




	Slide Number 1
	Jurassic World Exhibit Content Engagement Case Study�Overview
	Jurassic World Exhibit Content Engagement Case Study�Overview
	Jurassic World Exhibit Content Engagement Case Study�Audience and Content Engagement Study
	Jurassic World Exhibit Content Engagement Case Study�Audience and Content Engagement Study
	Jurassic World Exhibit Content Engagement Case Study�Audience and Content Engagement Study
	Jurassic World Exhibit Content Engagement Case Study�Audience and Content Engagement Study
	Jurassic World Exhibit Content Engagement Case Study�Audience and Content Engagement Study
	Jurassic World Exhibit Content Engagement Case Study�Audience and Content Engagement Study
	Jurassic World Exhibit Content Engagement Case Study�Audience and Content Engagement Study
	Slide Number 11

