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Transcript of semi-structured interview with participant following their experience of Breathe by Kate Pullinger. Part of the Ambient Literature Project, Breathe (breathe-story.com) is a short story length piece of interactive writing meant to be read in a smartphone’s web browser, and features a text which changes based on the time and location of its reading. Participants were recruited through an open call that was circulated and recruited through other convenient means. Instructed to read the piece at home, participants were interviewed in person, over the telephone, or via Skype following their experience of the work in March, April, and May 2018.
After their initial agreement to participate, participants were sent instructions on how to access Breathe, how to schedule a time to be interviewed, and a few short questions to be completed immediately following their experience of the piece to serve as a memory aid for the interview. They were asked to read Breathe in a quiet place, preferably their own bedroom and that it works take about 15-20 minutes to complete. Before the interview, in addition to being provided information regarding the project and consent in writing, participants were briefed on the independence of the interviewer from the makers of the piece and assured of the anonymity of their responses. 
Interviews were audio recorded, transcribed, and then edited to ensure participant anonymity. Deleted sections of the interview are marked by either X’s or bracketed summaries. 
START AUDIO

Interviewer:	To a friend, say to them, "I have this thing, I want you to do it." And they say, "Well, what is it?" How would you do that? 

Respondent 7:	I would say that it is an interactive story that you play from your mobile browser. It's a ghost story and it incorporates elements of your location and your camera in order to make it more immersive. I think I would say that. 

Interviewer:	Can you just tell me about some of your impressions of the work?

Respondent 7:	My impressions?

Interviewer:	Yes. 

Respondent 7:	It's difficult to say. I have kind of mixed feelings on it, I think, because I'm not really a fan of doing anything from my mobile browser, really. I don't ever trust it to work correctly. I played/read it maybe three times on my mobile browser and then once on my desktop browser, just to compare. And there were definitely things that were missing from the start, the introduction, like every single time I played it on my mobile browser. So that kind of impacted the experience in a slightly negative way because it felt a tiny bit disjointed.
	Overall, I like the story and I like the concept of it. I really like the concept of it a lot. I just feel like it didn't function perfectly well on my phone. 

Interviewer:	What kind of phone were you running it on?

Respondent 7:	iPhone 6S, I think. 

Interviewer:	Did you try on allow camera and allow the location services?

Respondent 7:	The first time I did it, it didn't give me the option. And the second and third time I did it, it allowed me to turn on my camera but not my location. And then when I played it on the desktop browser, it did give me the option for both. So that's how I realised that it was supposed to have done that. I guess that kind of took me a little bit out of the experience. 

Interviewer:	When you started it, what did you expect from it? 

Respondent 7:	I didn't really have many expectations, I don't think. I'm familiar with the concept of an interactive story. It feels like something that- it's kind of what I'd expect, in a way, because it feels like something- even if I haven't necessarily done it before, it feels like something that I can put together in my head and make a fairly accurate assumption of what it would be. And I feel like it kind of led up to those expectations. It was pretty much exactly what I expected it to be, I think. 

Interviewer:	Was there anything that did surprise you about it, that seemed different from your expectations?

Respondent 7:	I guess I wasn't aware of using the camera and stuff at first. I only really came to terms with that on my second or third experience of it because it didn't work the first time. It's hard to say, what was I surprised by? I'm not really sure. I don't want to sound rude, but I don't think that I was surprised by anything, in a way. 

Interviewer:	That's a fair answer. 

Respondent 7:	Okay, cool. 

Interviewer:	When you were reading it, was there anything that it made you think of, that came to mind as you were reading it? 

Respondent 7:	I'm not very aware of horror tropes, that's not really my kind of area of literature expertise. So it was hard to pin down anything familiar about it. I suppose- I don't know. I honestly couldn't tell you. I'm sorry. I'm not sure. 

Interviewer:	That's fine. Did you come away after the experience thinking about anything, thinking about any particular feelings or themes that you thought were in the works either from the story, from the interaction?

[bookmark: _GoBack]Respondent 7:	I guess proximity would be the biggest one. XXXXXXXXXXX XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX XXXXXXXXXXXXX That was interesting because I think that was probably one of my favourite things about it, in that it was attempting to make the reader aware of something that wasn't there. I do think it did quite a good job of it because there was one point in the story where it asks you to put your hand on the wall, and it convinced me to do that so it was quite persuasive, I will admit. 

Interviewer:	Was there anything else you particularly liked about it?

Respondent 7:	I liked the story and the narrative of it. I thought it was a bit different. I really did like the camera aspect of it, although I'm not sure how intrusive the kind of location aspect of it was supposed to be, because I don't know if it just didn't work for me, but there were actually no elements in the story that pertained to my specific location. It was just London, and I wasn't sure if that was an accident, like my location didn't work properly, it said I was in London, or if the story was based in London. I wasn't really sure about that. But I do think, I really enjoy the hypothetical idea of that. I think that would really bring it closer to me. 
	I like that it- it's difficult, because I'm not sure which aspect of it I suppose were intentional and which were maybe not so intentional, because one of the things I noticed was that if I tried to go back a page, sometimes it would let me and sometimes it wouldn't, it would go forward instead. And I don't know if that was an accident or not. I both liked and disliked that, because on the one hand it was quite annoying and aggravating that I missed a page of reading, but on the other hand I kind of liked the intrusiveness of it, because I felt like it went hand in hand with the intrusiveness of the ghost and of the overlaying text. Does that make sense?

Interviewer:	Yes. You talked about some of the problems you had getting it running properly. Were there any other parts of it where you thought the mechanics of it weren't working out properly or the usability of it failed you? 

Respondent 7:	I would say that- yes, because that was my biggest issue with it. I feel like the mechanics were a little bit awkward at times, and I partly attribute that to the fact that it was in a phone browser. I think that if it was in an app it would have been less, what's the word? I suppose ambiguous what I was supposed to do. And I suppose the way that the pages flip, they don't always fully flip, if that makes sense. Sometimes you have to do it a few times, and sometimes then it does it twice and then you have to go back. And then sometimes it doesn't go back. 
	Let me think. I wrote some notes. I'm just going to have a quick browse. I liked the mechanics of the backspacing and turning something over. And I liked the grey smoke that appears, but I felt like maybe it lost it's kind of uniqueness, it's charm after the first few times. And it stopped feeling organic. And I think that organic-ness of an actual, not living, but a ghost, is kind of crucial in order for it to stop feeling stale and for it to stop feeling mechanical and feel like there's actually something there. 
	So maybe less repetition. I would say the repetition of the mechanics was a little bit, I'm not sure what the word is. I guess stale, yes, a little bit. But again, it didn't take me too much out of it, because I still enjoyed the experience. I don't want to be too negative, but I did feel a little bit that it was overplayed, I guess. 

Interviewer:	Did you find it to be immersive?

Respondent 7:	Did I find it to be immersive? No. Not entirely. I think there is a difficulty with persuading people my age when we're used to playing video games and using the internet a lot. We're really aware of what we find immersive and I think that's constantly being pushed and constantly being pushed further by quite a lot all the time. So I think it's really difficult to keep up with that and to keep up with I suppose the rapidity of technology and its ability to immerse. 
	I honestly found the narrative itself more immersive than the mechanics, but I have, I suppose, always found that. With reading a book, part of the immersion is your ability to imagine stuff yourself. And I feel like Breathe kind of was in the middle of being a book and being a video game in a sense, but because it didn't quite live up to either aspect of those and the ways of which both of those are immersive, it kind of felt not quite there, in a sense. 
	So yes, I'm not convinced I found it immersive. But I was aware of the fact that it was trying to be immersive, and I think that maybe didn't help because it's hard to suspend belief when you're aware that that's what something's trying to get you to do. 

Interviewer:	Did the experience make you think differently about your phone at all?

Respondent 7:	Again, no. I suppose with the location and the use of the camera, those are both things that I'm kind of fully aware that my phone knows where I am and the fact that my phone can see my surroundings. It's something that I'm already aware of, so it didn't really surprise me in that sense. 
	I suppose it just made me realise how much I hate my phone browser, honestly, and how badly it interprets things sometimes. It just never really works. So yes, I'm an app person, or a desktop browser person and I think that might- it's different for everyone as well, so it might just be that I specifically didn't find it convincing for that reason, possibly. 

Interviewer:	What phone browser are you using?

Respondent 7:	One second. I honestly don't know. The one with a- what do you call? A compass on it.

Interviewer:	Safari. 

Respondent 7:	Yes, Safari. Maybe if I use a different one it would be better, but I've never thought about doing that. 

Interviewer:	Did the piece make you think about your surroundings at all?

Respondent 7:	The second time and third time I played it, yes, because those were the times where my phone camera worked. I suppose it didn't necessarily because the narrative is centred on a different person somewhere else. It does try and bring you in, but you're not the centre of the story. I suppose it would have been different if the ghost story were about you, about the reader. I think that would have been very different. I think that would have been a different experience and it definitely would have made me more aware of my surroundings. 
	But as it was, no, because again, the phone takes one picture that it uses throughout, so then if you move your phone or if you move location, then it's capturing somewhere you are no longer looking at, which again is kind of like the repetition of the mechanics where it just feels a bit disjointed. It feels like you're aware of what it's trying to do and that makes it less immersive. 
	I've forgotten what your question was, sorry. I feel like I'm going off track. 

Interviewer:	That's exactly what I hoped for. Where do you think the narrator was?

Respondent 7:	I assumed in London because it mentioned London quite a lot. Yes, I assume London because it made references to places in London, but I don't know if that was a malfunction on my location, whether it supposed to be saying locations near me. Again, that goes back to being self-conscious of what's it trying to do? And just my own asking questions of the text and being like, "What are you trying to do? I'm trying to go along with you, but I don't fully understand." 
	I feel like I was ready to be immersed and I was very willing to let it, but I don't know, there was a kind of awkwardness I guess that didn't fully allow it. 

Interviewer:	To answer your question there, there are elements of the story that are supposed to be based on your location and the text changes based on your location. So knowing that, I think you had some problems so you might not be able to answer this question, but knowing that, what kinds of things in the story do you think changed based on your location?

Respondent 7:	I know for sure that the time and date changes because I played it once at night and once today in the afternoon, and it changed based on, I guess, my location's weather as well. I'm assuming it would maybe point out street names close by or the name of at least the city that I'm in, if not the town specifically. I think that's about it. I'm not sure. 

Interviewer:	About how long did it take you to read it?

Respondent 7:	The first time I went quite slowly so I would say twenty minutes. The next two times maybe ten minutes each time. 

Interviewer:	So each time you read it in one sitting?

Respondent 7:	Yes. 

Interviewer:	Where were you reading it each time? 

Respondent 7:	I read it in my room every time. In different places in my room, but always in my room. 

Interviewer:	When you were doing it on your phone, were you able to figure out the tilting of the phone and the overlay of text?

Respondent 7:	Eventually, yes, but I think maybe the first half of it the first time I played it I wasn't aware of that. The bits at least where it gets you to scribble over the text I definitely didn't get until quite near the end. And the bits where you tilt it, I did, yes I picked up on that fairly quickly, but sometimes when I'm reading on my phone I don't necessarily hold it here I just put it flat on the desk, which I guess would impede taking photos of it and that kind of stuff. 

Interviewer:	Would you want to experience a work like this again?

Respondent 7:	Yes. I would. I did like it. I think if there were certain things that changed I would definitely want to read something like it again. If it fully managed to immerse me and suspend disbelief then I would definitely want to read something like this again. I thought it was really well conceived, but maybe the actual- the way it was done was not perfect, but again, I don't know if it's just not perfect on my phone or if it's an actual-

Interviewer:	If you had to pay for it, how much would you pay? 

Respondent 7:	Difficult question. I'm quite used to not wanting to pay for things as a student. Maybe a couple of pounds. Is that bad? I'm not sure. I'm a bit of a cheapskate. I really honestly very rarely buy things. I'll only get apps that are free and I'll borrow books from the library. 
	Yes, a couple of quid. That's a bad answer, I know. I'm sorry. 

Interviewer:	The only questions I have left are kind of a series of straightforward demographic questions, but before I ask you those I just want to know if there's anything else you want to make sure that we know about the piece, anything else you want to make sure that you say about it?

Respondent 7:	I think I got everything. Yes, I think that's everything. 

Interviewer:	I just have these kind of straightforward demographic questions to ask you now. If there's anything here you don't want to answer, you don't feel comfortable answering, just obviously don't answer it. Let me know and we'll just move on to the next question. What is your age and gender?

Respondent 7:	I'm 22 and I'm a transgender person. I would say non-binary, if anything. 

Interviewer:	What's your highest level of education?

Respondent 7:	It would be a… I've completely forgotten what it's called. An access course. An access course in Humanities, and I'm currently in your second year of my undergrad. 

Interviewer:	How would you describe where you're from?

Respondent 7:	Say that again, sorry? The internet cut out.

Interviewer:	How would you describe where you're from?

Respondent 7:	Hang on, my internet is being terrible. Can you hear me?

Interviewer:	I can hear you, yes. 

Respondent 7:	Sorry, try again. Once more. 

Interviewer:	How would you describe where you're from?

Respondent 7:	Where I'm from originally? 

Interviewer:	If I met you on the street and I said, "Where are you from?" 

Respondent 7:	Manchester in Cheshire, I guess. 

Interviewer:	Do you regularly read for pleasure?

Respondent 7:	Yes. Yes, absolutely. 

Interviewer:	Do you listen to audio books?

Respondent 7:	No. 

Interviewer:	Do you read on a phone, tablet or eReader?

Respondent 7:	Nope. 

Interviewer:	Do you take part in street games, pervasive games, re-enactments or larks?

Respondent 7:	No. 

Interviewer:	When you go to a museum or heritage site, do you use the apps or games that are provided?

Respondent 7:	Yes. 

Interviewer:	Have you used or taken part in any kind of locative or narrative app? 

Respondent 7:	Does that just mean like a… What exactly does that mean, sorry? 

Interviewer:	It kind of means whatever you would consider to be any kind of a narrative smartphone application that would take account of your location.

Respondent 7:	Hang on. My internet is being shocking. 

Interviewer:	Are you still there?

Respondent 7:	Sorry, hang on. Would it be okay to-

Interviewer:	I can't hear you now. I hear some kind of rumbling. 
	[Break in conversation 0:24:07 - 0:24:24]
Interviewer:	Hello?

Respondent 7:	Hello, sorry, I've relocated because my internet wasn't working. Sorry. What was the last question you asked, sorry?

Interviewer:	Do you use any locative, narrative smartphone apps?

Respondent 7:	Could you explain exactly what that means?

Interviewer:	It's kind of up to you how you would define that. Any kind of smartphone app that would use your location in a narrative way. So I would say a locative app could be something like Google Maps, but this would be something that used your location in a non-kind of simply utilitarian way. 

Respondent 7:	Then no. No, I haven't. 

Interviewer:	Okay. 
END AUDIO
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