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AIMS AND OUTCOMES

USER-CENTERED SERIES OF USER
DESIGN FOCUS GROUPS REQUIREMENTS




WHAT ARE 360° VIDEOS®




STORYTELLING

LINEAR STORY BUT NEW WAY OF INTERACTION

| | |
USER STANDS IN ONE PLACE USER FOLLOWS THE STORY

& CAN LOOK AROUND OR IGNORES IT
BY HEAD MOVEMENTS BY LOOKING AROUND




IMPACT OF STORYTELLING ON AD

A NEW APPROACH FOR PRODUCING AD IS NEEDED
TO GUIDE USERS WITH SIGHT LOSS EFFECTIVELY.
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AD EDITOR
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USABILITY TEST

ONLINE TEST

24 SEPTEMBER - 19 OCTOBER 2018

24 PARTICIPANTS FROM DIFFERENT COUNTIES
SOUND OPTION TESTED: DYNAMIC

QUESTIONNAIRES IN ENGLISH




MEASURES

MEASURES: USABILITY & PREFERENCES

QUESTIONNAIRES:
« DEMOGRAPHIC PRE-QUESTIONNAIRE

* POST-QUESTIONNAIRE: SYSTEM USABILITY SCALE (SUS)
AND PREFERENCES




PROCEDURE - SUBSEQUENT STEPS

TASKS IN THE EDITOR:
 ADD AD INSTANCES AND CORRECT TIMECODES
« SET AN ANGLE FOR EACH AD SEGMENT
« RECORD THE AD
* PREVIEW THE VIDEO IN FREE AND FORCED PREVIEW



RESULTS = SYSTEM USABILITY SCALE

SCORE: 55.9
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RESULTS — PREFERENCES

PLUSES MINUSES
» ONLINE SOFTWARE + RECORDING AND PREVIEW
+ LAYOUT OF THE + CUSTOMIZING THE SHORTCUTS

INTERFACE « PLAYING THE VIDEOS



PROPOSED FUNCTIONALITIES

STANDARD IMMERSIVE
+ WAVEFORM * MAP WITH ALL AD LOCATIONS
»  SPEECH SYNTHESIS DISPLAYED

PREVIEWING WITH HMD

EXPORTING THE SCRIPT

HEADPHOHES

ADJUSTING THE VOLUME OF AD
IMPROVEMENTS RELATED TO VIDEO AND
SEGMENT CONTROL BAR



RESULTS — SETTING THE ANGLE

« 75% PARTICIPANTS FOUND IT EASY TO USE
* SETTING THE ANGLE ONLY FOR SOME EVENTS




CONTENT SELECTION

CHALLENGING
COOPERATION WITH CONTENT CREATORS




AUDIO DESCRIPTION IN 360° VIDEOS
CONCLUSIONS



The study allowed us to assess the progress made

in the development of the tool.

It also allowed us to better understand the needs of professional

auvdio describers.



Further studies could include:
« measuring presence of participants when presented with
AD/AST and spatial sound

 more studies on AD in more complex VR types.



; TRANS
Immersive MEDIA

Accessibility |-

https://imac.gpac-licensing.com/player/

http://www.imac-project.eu/

Anita Fidyka
anita.fidyka@uab.cat

anita.fidyka@gmail.com

UNB

Universitat Autbnoma
de Barcelona

Funded by the Horizon 2020
Framework Programme of the @ ® @ @
European Union



https://imac.gpac-licensing.com/player/
http://www.imac-project.eu/

Immersive ey
Accessibility

CATALONIA

TransMedia Catalonia is a research group funded by Secretaria d'Universitats i Recerca del Departament d’Empresa i Coneixement de la Generalitat
de Catalunyaq, reference code 2017SGR113.

The project ImAc has received funding from the European Union’s Horizon 2020 Research and Innovation Programme, grant agreement No 761974.

Texts, marks, logos, names, graphics, images, photographs, illustrations, artwork, audio clips, video clips, and software copyrighted by their respective
owners are used on these slides for personal, educational and non-commercial purposes only. Use of any copyrighted material is not authorized
without the written consent of the copyright holder. Every effort has been made to respect the copyrights of other parties. If you believe that your

copyright has been misused, please direct your correspondence to: anita.fidyka@uab.cat stating your position and we shall endeavour to correct any
misuse as early as possible.

This document and its contents reflect the views only of the authors. TransMedia Catalonia and the European Union H2020 Research and Innovation
Programme cannot be held responsible for any use which may be made of the information contained therein.

This work is licensed under a Creative Commons Attribution-NonCommercial-NoDerivatives 4.0 International License.

UNB

Universitat Autonoma
de Barcelona

Funded by the Horizon 2020
Framework Programme of the @ ® @ @
European Union




REFERENCES

Allen, C., & Tucker, D. (2018). Immersive Content Formats for Future Audiences. Retrieved February 14, 2019, from Digital Catapult:
Q\’r’rgs:/ /osse’rsdclg’rfosse’rs.ne’r/ Nnubxhjiwc091/5WypbBxFEQQS8I6WaKUQgg/ca25eb800e9f88a740079dbcaé23ca2c/Immersive_Content_Formats_for_Future_
udiences.p

Braun, S., & Orero, P.CJQOIO). Audio Description with Audio Subtitling: An Emergent Modality of Audiovisual Localization. Studies in Translatology, 18(3), pp.
173-188. doi:https://doi.org/10.1080/0907676x.2010.485687

Dooley, K. (201 7&. Storytelling with Virtual Reality in 360-degrees: A New Screen Grammar. Studies in Australasian Cinema, 11(3), pp. 161-171.
doi:10.1080/17503175.2017.1387357

Fidyka, Anita, and Anna Matamala. 2018. “Audio Description in 360° Videos: Results from Focus Groups in Barcelona and Krakdéw.” Translation Spaces 7
(2):285-303. doi: 10.1075/15.18018.fid

Godde, M., Gabler, F., Siegmund, D., & Braun, A. (2018). Cinematic Narration in VR — Rethinking Film Conventions for 360 Degrees. Virtual, Augmented
and Mixed Reality. 10th Infernational Conference, VAMR 2018. (pp. 184-201). Las Vegas: Springer. doi:10.1007/978-3-319-91584-5_15

Greco, G. M. (2016). On AccessibiIiTY as a Human Ri%h’r, with an Application to Media Accessibility. In A. Matamala i P. Orero (Eds.), Researching Audio
Description: New Approaches (pp. 11-34). London: Palgrave.

Jerald, J. (2015). The VR Book: Human-centered Design for Virtual Reality. Sant Rafael, CA: Morgan & Claypool. doi:10.1145/2792790.2792827

Johansson, M. (2019). VR for Your Ears: Dynamic 3D Audio Is Coming Soon. Retrieved, February 19, from |EEE Spetrum:
https://spectrum.ieee.org/consumer-electronics/audiovideo/vr-for-your-ears-dynamic-3d-audio-is-coming-soon

Jones, S. (2017). Disru ’ring/’rhe Narrative: Immersive Journalism in Virtual Reality. Journal of Media Practice, 18(2-3), pp. 171-185.
doi:10.1080/14682753.2017.1374677

Lopez, M., Kearney, G., & Hofstadter, K. (2016). Enhancing Audio Description; Sound Design, Spatialisation and Accessibility in Film and Television.
Proceedings of the Institute of Acoustics, 38(2). Retrieved December 16, 2016, from: http://enhancingaudiodescription.com/wp-
content/uploads/2016/11/RS201é-paper-Lopez-et-al.pdf

Sauro, J., & Lewis, J. (2016). Quantifying the User Experience: Practical Statfistics for User Research. Amsterdam: Morgan Kaufmann.

%Trei;r., '?AA' %Vic’rorio, J. M. (2017). Guiding Viewer's Attention in 360 video and VR through Audio. Paper presented at the 4th International Conference on
patial Audio.


http://enhancingaudiodescription.com/wp-content/uploads/2016/11/RS2016-paper-Lopez-et-al.pdf

