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Aim -
The main aim for my project is to provide more accurately updated information to the people and families who are attending Wa lt Disney World on any given day. Information is provided by people 
attending the park and any Cast Members on or off property that have an update for the visitors.
This information can be provided for ride wait times, Quick Service or sit down restaurant wait times, informing visitors of any delays or temporary closes of rides and fact files/information on all parks, 
rides, transport, places and resorts.  "Technology can improve theme parks visitors’ satisfaction by reducing wait time." [5] The app that already exists for Walt Disney World, is not very accurate. From 
personal experience and the experience and feedback of others, the app can be delayed severely. When creating a video explain ing how the My Disney Experience App works, the creator, Gladys, 
said that the app "can and will glitch." [6]. This further shows the unreliability of the service. 

Objectives -
1. Improve accuracy of wait times – Visitors and Cast Members will be able to update the app with the most accurate information on wait times for rides, experiences, transport, entertainment and food. 

2. Develop an outline of the application – Creating this will assist with understanding how the app is intended to work.

3. Outlining the usability of the app – After creating an outline of the application, I indent to show why this app is needed and how helpful this can be for the users. Also, discuss how this could improve the users 
understanding of how the park works for those who have attended the park and also those who have never been. 

u
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The research philosophy that I will be using for this project will be a mixture of Critical realism and Pragmatism. With service, each person may have a different opinion of what is good or bad 
service. "Perceptions of good service quality are based on personal experiences and beliefs" [7] so it is not the simplest task to provide a service that every user will 100% be happy with 
consistently. The app will include an option for feedback, but while creating the base of the application, my research will stem from opinion and multiple points of view. Feedback from users will be 
vital to the success of the application, if it ever went forward, to understand what people actually want from the app. 

The research philosophy will become applicable when researching questions and feedback that have been provided to a Walt Disney World Facebook group. Being a part of these groups, I am able 
to see many times it is the same type of question asked repeatedly. Being able to have multiple answers to generally asked questions in one location will be incredibly convenient for the users. The 
easier the process is for them, the more likely they are to return. 

Research Philosophy
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The appropriate search tools and databases that I will use to collect the data will include primary and secondary resources including 
information based on subjective experience [8]. Primary sources will be Disney World Facebook Groups and experiences from Disney World 
Youtubers including Brogan Tate and Sam & Keira for real-life experiences. Secondary information will include sources from Google Scholar 
to understand ideal service quality. All of these research tools will be applicable to this project as opinions from attendees of Disney World will 
be considered along with research papers that have been completed on the topic. This project focusses in understanding the opinions of 
people who want to make their Disney World experience easier and to make future trips easier also. 

Search Strategies and Relevant Databases
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Validity – Throughout the research that I will be completing, a majority of the validation will be understanding the genuine experiencesof 
attendees of Walt Disney World and the most common questions that they are asking. Since so many people attend Disney World per year 
(approximately over 50 million tourists [1]), and with many of them being first time visitors, there is usually a lot of commonly asked questions 
about how the park works, tips & tricks and what to wear for the upmost comfortability for example. 

Reliability – I will be relying mainly on each person's experience of using the My Disney World Experience App and the queries they have about 
attending any of the 4 main parks. An in-depth interview would be conducted to analyse each participants experience. [10] Using the Facebook 
Groups that already have months of data collected, I can filter commonly asked questions and research further into what they most commonly 
need help with. 

Generalizability – All research will come from users and attendees that have no connection to the research or project idea. There will be no bia s 
in this research as it will all be based on general questions that visitors ask and their wants of the app. The queries may c ome from people from 
all over the world with different experiences and knowledge of the Disney Park. 

Ethical Considerations – No personally identifiable information will be collected, only opinions and 
experiences will be discussed. 

Validity, reliability, generalizability and ethical 
considerations
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My data collection methods will include having interviews with people who have attended Walt Disney 
World and have used the My Disney Experience App, analysis of vlogs from Youtubers who attended 
Disney world for primary sources and literature completed on Disney World and on service for 
secondary sources. I was hoping to have more attendees complete feedback forms through Facebook 
Groups, but was unable to send them through due to permissions set by group admins. 

In the appendix of the assignment, there is an outline of a data collection method that I would use to 
collect data. Discussing with people who are visitors of Disney World, first-time or regular attendees, we 
will be able to get a fully-rounded idea of what people think about the app and if they believed that the 
data shown was accurate. 

Data collection Methods and Research Strategies 
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The quantitative analysis that I will be compiling is reviewing the My Disney Experience App and 
comparing the wait times shown to how long visitors actually has to wait. I will also be reviewing the 
app and the services that it has, and discuss what other services I believe would be helpful that are 
not already included. 

The qualitative analysis that I will be compiling will include; feedback that the app has received from 
users via Facebook Groups and a specific case study from a vlog by Sam & Keira. I will be aiming to 
fully explain why the app needs to improve and how it can be improved, and my suggestions. Being 
able to understand the issues with the app in a real-life scenario will be helpful to fully understand 
the need for improvement. 

Quantitative and Qualitative Analysis 
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Please note – I did not screenshot every topic, just a collection of completion. 

Completion of Online Learning 
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Purpose: This data collection methods purpose is to understand if getting real-life and real-time 
feedback for the application will be useful when it comes to generating ideas for new aspects of the app 
and how to improve it. Will reviewing qualitative as well as quantitative data be useful for improving the 
focus of this project? 

Objectives: 
Identify recurring themes and gaps within the project to refine the focus. 1.
Clarify the feasibility of using in-app services to verify real-time services (e.g. wait times.)2.

Ethics: All participants will be anonymous and will require to provide consent upon completing any 
surveys they are provided. 

Procedure:
A select group of 8 participants are provided with a log to fill in through a park day. •
> 2 participants will attend each of the four parks (Magic Kingdom, Animal Kingdom, EPCOT and 
Hollywood Studios. This group of participants will be mixed between first-time attendees and 
regular visitors.)
The participants are required to fill out their log with one chosen ride at four different times in the 
day (10 AM, 12PM, 2PM and 4PM) and will note the wait time listed on the My Disney Experience 
App. They will then begin a stop watch once they walk into the queue and once they mount the 
ride, they are to stop the stopwatch and log the accurate time that it took them to wait. 

•

> They are not to use any Lightning Lanes or DAS (Disability Access Service) to speed up their wait 
times. 
They will be provided with a notes section where they can list any delays, stops to rides or long 
wait times for food. 

•

One their log is complete, we will conduct a short interview with the participants and discuss their 
experience with the app, any feedback they may have and anything that they wish was additional 
to the application. 

•

Pilot Data Collection
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