Results
	In considering our results, one must recall exactly what the purpose of the experiment was.  We wanted to see if augmented reality can be used to measure the decision making process.  It was therefore important to find out how factors such as navigation, confusion, and enjoyment of the experience are affected by one domain (specifically augmented reality) are different from those same factors in other domains.  And, it is important to note that because we want this type of AR system to eventually be used to track the decision making process in different types of situations that we do not necessarily expect major differences due to the domain as they may indicate difficulties in using the system to measure the decision process.  
	That being said, we did find significant differences on a few of the survey questions that indicated differences in the usability of different domains.  For example, one question was how easy was it to navigate in this domain and we found a difference of .9 in the quantified Likert scale values from 3.55 in the paper and pencil to 4.45 in the 2D domain (p  = .0420). We found similarly significant results when we asked participants about how much fun they had using a particular domain to make a decision.  We found a difference between paper and pencil (µ = 2.6667) and augmented reality (µ= 4.000) of 1.3333 (p =  .0262).  On the other hand, people were more comfortable making the decision with paper and pencil than in augmented reality (µ = 2.666667 compared to µ = 2.000, p = .1004).  This is perhaps the most important result as it indicates a potential difference in the decisions that people make in different domains.  
Indeed, we found that, interestingly enough, the predominant choice in the paper and pencil and 2D domains was the green car while the yellow car was the one chosen an overwhelming majority of the time in the AR domain.  The reasons why this occurred may have to do with how comfortable people felt in the domain.  Considering all evaluation dimensions equally (which many participants likely did not do) the green car was the best car in terms of the sum of its numerical values of its column in the decision matrix (sum = +5), the yellow car was second best based on the same criteria (sum = 0).  It is reasonable to think that maybe people’s comfort in making a decision led them to make a poorer choice.  Although we acknowledge that it is possible that people in AR simply held different criteria when selecting a car.
Although we did have significant differences in previously mentioned areas, there were some places where there was little difference and that is also important to know.  Because we were trying to find out if AR can be used to measure the decision making process, too many significantly different responses would have indicated that augmented reality is too different from domains already in use to be considered a viable option to use in other experiments.  It is therefore good that many of the survey questions indicated very little difference between the experience of making a decision in AR and making a decision in other domains.  This means that this technology can still potentially be used to measure the actual decision making process, perhaps even in simulated high risk scenarios.

