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The resources at this link provide all the tools you need to implement the structured experience quality improvement process (SEQIP). SEQIP 

is a system for collecting data on  three metrics that are critical to the quality of experiences of youth in activities requiring performing a task, 

such as  competing in a sport or game, playing a musical instrument, creating a piece of art, or participating in an artistic performance.  The 

SEQIP is represented graphically in the figure on the page following this one, and a more detailed summary of the major steps in the process 

follow. 

Step  Step 
1 Define. Acknowledge that the purpose for which SEQIP is 

designed meets your needs. SEQIP is designed to help you 

evaluate activity experiences and whether participants would 

recommend those experiences to others. Resources for two types 

of activties are provided: Type I (Immersion) activities are 

performance activities, such as playing a sport or game, creating 

art, playing a musical instrment, or delivering a public 

speech.Type E (Engagement) activities are experiences in which 

attention is focused on an unfolding story or narrative. Listening 

to a presentation or lecture, watching a movie, reading a book, 

and having a deep conversation are examples of Type E activities.  

 5 Improve. Improve the experience in the activities yielding low 

proclivity to recommend scores. For improvement ideas, you might 

refer to the chart, “Activity Types and their respective structuring 

strategies” on the next page. For Type I activities, it is likely that 

adjusting the difficulty level will be helpful. For Type E activities, 

you may need to adjust the difficulty of the material, show greater 

relevance, or formulate the material into a coherent story.  

 

You may also find you need to improve your service quality. Reduce 

the time youth wait in lines. Be sure that equipment works correctly. 

Maybe a leader is too aggressive or the place of participation needs 

to be more orderly and attractive. You may also want to consider 

theming your activity, adding multi-sensory elements, and 

personalizing youth experiences. 

2 Measure. Use the questionnaire that best fits the activity type you 

want to evaluate, Type I or Type E (defined above). Copies of both 

questionnaires are included below. We recommend the Qualtrics 

application for on-line administration of your questionnaires. 

 

3 Monitor. Choose the spreadsheet appropriate to your activity 

(Type I or Type E) and copy your data into the cells indicated in 

the spreadsheet. If you use the Type I spreadsheet, two graphics 

will be produced: a K chart and a box and whisker chart. If you 

use the Type E spreadsheet, the graphics will be an E chart and a 

box and whisker chart.  

 6 Sustain. After you have found the keys to improving your activity, 

put procedures in place to sustain those improvements. Continue to 

monitor youth responses to your program. Let proclivity to 

recommend be your barometer. If scores drop below a level 

acceptable to you, change activity and explore other factors causing 

the low scores. 

4 Diagnose. The box and whisker chart and either the K-chart 

(performance activities) or the E-chart (story or narrative 

activities) provide information about how likely youth be to would 

recommend your activity, along with key information about 

structuring the activity sessions. 
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Participant ID __________ 

Activity ________________________________ 

SEQIP Questionnaire 

Activity Type I, Performance Activities 

1) How likely is it that you would recommend doing this activity to a friend, if she or he asked? 

 

I am completely sure                                                                                                                      I am completely sure 

I would not recommend                  I would recommend 

 

0%--------------------------------------------------------[ ]----------------------------------------------------------------------100% (Record the number) 

The 0%----[ ]---100% symbols indicate using a “slider scale” in the Qualtrics online survey application. 

 

2) How did you feel before you started this activity? 

[ ] I wanted to do the activity very much! I was looking forward to it and I was excited when the activity started.  (Record 5) 

[ ] I was happy to do the activity, it is something I wanted to learn more about and build my skills    (Record 4) 

[ ] I was happy to do the activity, but I did not think it would be one of my favorites      (Record 3) 

[ ] I did not expect to like this activity very much, but I felt like it was something I should do    (Record 2) 

[ ] I did not want to do this activity at all. I was wishing I did not have to do it.       (Record 1) 

 

3) For you, which of the following is true about how easy or hard the activity was?  

[ ] This activity was too easy. I felt kind of bored.           (Record 1) 

[ ] This activity was not too hard or too easy. It was just right.         (Record 2) 

[ ] This activity was too hard. I felt too stressed.           (Record 3)  

 

 

 

 

 

 



SEQP Questionnaire for Activity Type E 

Spectator Roles During Lectures, Presentations, Movies, Arts and Sp 

Participant ID __________ 

Activity ________________________________ 

 

1) How likely is it that you would recommend doing this activity to a friend, if she or he asked? 

 

I am completely sure                                                                                                                      I am completely sure 

I would not recommend                  I would recommend 

 

0%--------------------------------------------------------[ ]----------------------------------------------------------------------100% (Record the number) 

                                         The 0%----[ ]---100% graphic above indicate using a “slider scale” in the Qualtrics online survey application. 

2) For you, which of the following is true about how easy or hard it was to understand the contents of the presentation?  

[ ] The content was too easy. I felt kind of bored.           (Record 1) 

[ ] The content was not too hard or too easy. It was just right.         (Record 2) 

[ ] The content was too hard. I felt too stressed.           (Record 3)  

 

3) How did you feel before you started this activity? 

[ ] I wanted to do the activity very much! I was looking forward to it and I was excited when the activity started.  (Record 5) 

[ ] I was happy to do the activity, it is something I wanted to learn more about and build my skills    (Record 4) 

[ ] I was happy to do the activity, but I did not think it would be one of my favorites      (Record 3) 

[ ] I did not expect to like this activity very much, but I felt like it was something I should do    (Record 2) 

[ ] I did not want to do this activity at all. I was wishing I did not have to do it.       (Record 1) 

 

4) What percent of the time during the activity, if any, did you feel like a story was being told? 
 

0%---------------------------------------------------------------[ ]---------------------------------------------------------100% (Record the number) 

The graphic above suggest that you use a slider scale if you administer the questionnaire in Qualtrics 
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 The science of human behavior began to take a foot-hold toward its mission of informing human service policy and technique during the 

middle years of the 20th century. Organizational psychology emerged to apply the growing knowledge about human behavior to effective and 

efficient management of workforces. Social psychology also emerged, with potential to inform broader social needs, such as education, health, 

and development of youth. One of the eminent pioneers of both organizational and social psychology was the German-American psychologist, 

Kurt Lewin. Lewin, the “practical theorist” (Marrow, 1969), recognized the vast potential of psychology to inform human service policy and 

technique. In 1943, Lewin penned his to-become-famous maxim, “there is nothing so practical as a good theory.” Lewin proceeded to outline 

the philosophy and process of action research (1946; the “Lewinian Spiral”); inquiry directed at solving specific problems, creating efficiencies, 

or seizing opportunities in professional and applied settings. Lewin’s maxim has resonated well across many disciplines, having been repeated 

693 times in the applied behavioral science literature between 1945 and 2013 (McCain, 2016). Our study illustrates an application of the 

Lewinian spiral of action research to the process of evaluating and improving structured camp experiences. We applied experience theory and 

research to create a Structured Experience Quality Improvement Process (SEQIP) (Figure 1).  

 The Lewinian Spiral begins with theory and proceeds through data collection, analysis, action plan development, and implementation. 

Accordingly, SEQIP begins with the theory of structured experience (Ellis, Freeman, Jamal, & Jiang, 2019). We applied that theory’s concepts 

and principles to the challenge of monitoring and continuously improving the quality of camper experience journeys through structured camp 

activity sessions (e.g., structured kayaking, archery, climbing, and crafts sessions). Monitoring the quality of campers’ structured experiences 

requires using critical-to-quality metrics to gather data, and then analyzing and interpreting the data produced by those metrics. Critical-to-

quality metrics indicated by the theory of structured experience include a) the source of motivation (intrinsic, integrated, identified, introjected, 

extrinsic), b) the extent to which the demands of the activity were “leveled-up” with campers’ skills, and c) campers’ likelihood of 

recommending the activity to others. When activities requiring performing a skill follow from intrinsic motivation and are leveled-up to the 

skills of participants, highly rewarding, immersive experiences occur, and campers are more likely to recommend the activity to other people. 

Likelihood of recommending the experience to others is a key critical-to-quality metric in tourism and business. In a widely cited Harvard 

Business Review article, Reichheld (2004) argued that likelihood of recommending a product or service is the single metric businesses should 

monitor to ensure customers’ needs and expectations are met or exceeded.  

Method 

 Data were collected at a residential 4-H summer camp. Campers’ (N=153) ages ranged from 9-14, and 63% were female. Campers 

completed brief questionnaires following each of eight structured camp activity sessions: archery, riflery, kayaking, fishing, dancing, 

swimming, crafts, and climbing. The SEQIP questionnaire includes three questions. These include a question about whether the activities were 



successfully “leveled-up” (i.e., were the challenges of the activity commensurate with campers’ skill levels?), the source of campers’ 

motivation for participating in the activity (intrinsic vs. degree of extrinsic motivation), and campers’ likelihood of recommending the 

structured experience to others. The “level up” question asked campers to indicate the activity was “too easy,” “too hard,” or “just right” in 

difficulty.  The motivation question included camper-friendly descriptions of intrinsic, integrated, identified, and extrinsic motivation. Campers 

chose the description that best represented their motivation for participating. The likelihood of recommending the experience to other campers 

was rated on a scale of 0% (I am certain I would not recommend) to 100% (I am certain I would recommend).   

 We used an EXCEL spreadsheet to generate two visual displays: a box-and-whisker plot and a “K-Chart” (Figure 2). The box-and-

whisker plot shows the level and spread of campers’ likelihood of recommending responses. Quality activity experiences yield high levels 

(medians) and small spreads (interquartile ranges) of responses. A K-Chart is a combination of a line chart and a bar chart. It shows likelihood 

of recommending levels, along with the two pivotal factors activity leaders may use to increase the probability of high levels of 

recommendation: success in leveling-up and source of motivation. Thus, the box-and-whisker plot and the K-Chart inform quality 

improvement, setting the stage for subsequent phases of the Lewinian Spiral.  

Results and Discussion 

 The “Analyze” phase of SEQIP identified key strategies for quality improvement for seven of the eight activities. Swimming produced 

high recommendation levels and little spread. No changes were needed.  Riflery, though, yielded low levels of likelihood of recommending and 

a large spread of scores. Archery, also a shooting sport, produced higher scores with little spread. Archery is leveled up by moving targets close 

to novice archers. Perhaps riflery could be structured similarly? Climbing scores were also low. The K Chart revealed the challenge of the 

activity to be greater than participants’ skill levels. Instructors could improve campers’ experience by “scaffolding;” setting lower, yet still 

challenging goals for campers.  

 As these results demonstrate, after identifying activities that are not performing at desired levels in terms of proclivity to recommend, 

managers would “diagnose” those activities to identify quality improvement strategies. While leveling-up and the participant’s source of 

motivation are likely candidates for improvement, a manager should not rule out other features of the activity that may be the cause of lower 

proclivity to recommend. Perhaps, for example, campers wait in long queues to participate, or maybe equipment quality is poor. The 

monitoring phase identifies priorities for improvement while the diagnose phase identifies improvement strategies. The last two steps of SEQIP 

are to design and implement improvements and implement procedures to ensure that improvements are sustained. It is notable that SEQIP 

follows Six Sigma’s well-established process improvement process sequence: Define, Measure, Analyze, Improve, Sustain. 

 The Lewinian Spiral is a continuous application of methods of science to applied problems, such as ensuring quality structured 

experiences in camp settings. SEQIP is a science-based tool that camp managers can include in their toolboxes of quality improvement 

resources. By administering a minimally intrusive, three-question survey following structured camp experiences and entering the resulting data 

into a spreadsheet, a manager can easily acquire informative visual displays pointing to activities most in need of improvement, along with 

strategies to accomplish those improvements. We will share the SEQIP spreadsheet template with attendees. The spreadsheet contains the 

questionnaire and all other resources needed for implementation of SEQIP. 



Figure 1: The Structured Experience Quality Improvement Process (SEQIP) 

 

 

 

Figure 2:  SEQIP Visual Displays 
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