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Preliminary Results

We can see (Figure 1,2,3) that the perceptions T
of immersion and realism are about the same Figure 2: Average Ratings per Environment
for each environment, which was surprising to
us. We expected the immersion and realism

Procedure

After consenting to participate in the study, each
subject was guided to a silent and vacant room. The
participants were instructed on how to navigate the
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environments using the hand controllers. They were . L Immersion Rating 4| 5/ 5/ 5 5/ 5 47

asked to walk around and discover the worlds they Ievgls to be lower in the less reallst}c Calmness Rating 2] 1] 1] 3| 4| 1 18 1
were in. In the spooky environments, participants were e_nwron‘ment, due. to the lower quality of the Uneasiness Rati 4 55 3 25 4.1 4
asked to find the abandoned cabin. In the calm visuals In the environment. Many of the written Anxiety Rating 3 441 45 38 4
environments, they were asked to walk around the responses to these refer to the sounds in the Peace Rating 111 2 41 18 1
fields. Each participant experienced the four Figure 6: High Realism Calm Environment Figure 7: Low Realism Calm Environment environments, which indicates that it may have Realism Rating 5 4 2 5 4 5 5 4 5 5 43 5

interfered with the results of our experiment.
The calmness and uneasiness ratings are about
what we expect to see in each environment.

environments in random order, for about one and a
half minutes per environment. Participants were then
instructed to take an online survey through a computer

Figure 1: Raw High Realism Data Response

Average Ratings for Each Environment

after trying each environment. A final survey was then i i ) W Immersion Rating [ Calmness Rating Uneasiness Rating [l Realism Rating
given after trying all the environments to compare their The results of the comparisons (Figure 4, 5) fall more into what we expected to see as results when E
experiences between the four. conducting this experiment. All users felt that the highly realistic environments were the most
The study was conducted using Meta Quest headsets immersive and “realistic”. While users tended to rate all environments highly in these two categories,
and hand controllers and the environments were they still felt the more realistic environments were more immersive and realistic. The surprising point
. : . . " was that there was almost a 50/50 split between the highly realistic and low realistic scary
designed using Unity and Quick VR library. environments on which was the scariest(fig.5). Upon closer inspection of the written responses, they - N
Figure 8: High Realism Scary Environment ~ Figure 6: Low Realism Scary Environment  detail that the sounds in the less realistic environment where more impactful in evoking a feeling of £
L4 2

uneasiness. This again shows that our sound effect used might have influenced the users and thus

impacted the data. Moreover, from the tabulated raw data, we can see that there does seem to be a

trend that more realistic-looking environments have a greater impact on a user’s emotional response i

evoking higher feelings of uneasiness and calmness and a higher perception of immersion and realism.
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Figure 3: Visual Graph of Average Ratings per Environment
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Figure 4: Overall Environment Response Count

Figure 5: Visual Pie Chart of Main Tested Variables



