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Resumen

Andlisis comparativo de elementos grdficos y sus efectos UX a través del
mapping interactivo

El presente trabajo abordd la falta de andlisis sistemdtico sobre como la
interaccion incide en la experiencia de usuario y el engagement dentro de
entornos proyectados. Para ello se disenaron piezas de mapping bajo dos
modalidades, no interactiva e interactiva, aplicadas a dos ejes de conte-
nido. Se emplearon recursos vectoriales, paletas cromdticas, animacion y
sistemas de deteccion de movimiento y de estimulos sonoros, articulados
desde la usabilidad y la comunicacion visual. Se aplicaron pruebas expe-
rimentales con usuarios no especializados en condiciones controladas. Su
comportamiento se registré mediante observacion directa, fichas de andlisis
y matrices comparativas, con el fin de contrastar ambas modalidades de
proyeccion.

Palabras clave: usabilidad, engagement, experiencia de usuario, comunica-
cion visual, proyeccion, interaccion, inmersion, animacion
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Abstract

Comparative Analysis of Graphic Elements and Their UX Effects Through In-
teractive Mapping

This study addressed the lack of systematic analysis regarding how interac-
tion influences user experience and engagement within projection-based
environments. To achieve this, mapping pieces were designed under two
modalities non-interactive and interactive and applied across two content
axes. Vector graphics, color palettes, animation, motion detection systems,
and sound responsive stimuli were employed, integrating principles of usa-
bility and visual communication. Experimental tests were conducted with
non-specialized users under controlled conditions. User behavior was recor-
ded through direct observation, analysis sheets, and comparative matrices
to evaluate and contrast both projection modalities.

Keywords: usability, engagement, user experience, visual communication,
projection, interaction, immersion, animation.
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