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Introduction
• Sushi
• Fast food
• Obesity [Org00]
• Obesity related health problems
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Motivation
• Serious Games [MJA14]
• Augmented Reality
• Spread awareness and help change behavior
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Research Goal

• Main question: Does the implemented AR SG, based on making

Sushi, help to increase motivation and interest for the user to eat

more healthily?

1. Does the AR aspect of the game increase user motivation?

2. Does the visualization of the nutritional value and food help with

motivation?

3. Are users more inclined to eat healthily after using the application?

Tobias Manherz | SushiAR | Bachelor’s Thesis Final Presentation 5



Related Work
• Related Work that heavily influenced the game and research

• Go-NoGo application [BRJ16]
• AR-SEE [Fer+13]
• Skillmaster [Wol+11]
• MANGO [Wal+15]
• PHARA and Nutri-Score [GCV17], [Gut+19], [JH17a]
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Approach
• Unity
• Vuforia
• Nutri-Score
• U.S. Department of Agriculture’s FoodData Central
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Implementation
Short display with video
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Evaluation
• Two evaluations
• Evaluation 1 for usability
• Evaluation 2 for usability, game experience, nutrition app quality and

research questions

Tobias Manherz | SushiAR | Bachelor’s Thesis Final Presentation 9



Evaluation 1 (SUS)
• 5 participants
• System Usability Score [Bro96]
• Score: 61.5
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Evaluation 2 (SUS)
• 10 participants
• System Usability Score [Bro96]
• Score: 74.75
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Evaluation 2 (iGEQ)
• In-Game Game Experience Questionnaire [IdP13]

1. Competence

2. Sensory and Imaginative Immersion

3. Flow

4. Tension

5. Challenge

6. Negative affect

7. Positive affect
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Evaluation 2 (AQEL)
• Nutrition app quality evaluation [DHC17]

• App functionality
• Behavior change
• Knowledge acquisition
• Skill development
• Feedback and information
• Purpose
• Descriptiveness of title
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Evaluation 2 (Research Questions)

1. Were you more motivated because the game uses AR?

2. Did the visualization of the nutritional value and food help with

motivation?

3. Would you consider eating more healthily after using this application?
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Discussion
• First evaluation gave good thoughts on what to change for better

usability
• Second evaluation helped assess changes, gave insight into game

experience, nutrition app quality and research questions
• Based on the three sub questions, the main question can be answered
• Limited by participant count and lack of further evaluations
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Conclusion
• The main research question “Does the implemented AR SG, based on

making Sushi, help to increase motivation and interest for the user to

eat more healthily?” can be answered with “likely”

• Future work:

− Multiple evaluations over time with higher participant count
− Interaction methods
− More Sushi types and ingredients
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