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WHAT ARE 360º VIDEOS?



LINEAR STORY BUT NEW WAY OF INTERACTION
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STORYTELLING

USER STANDS IN ONE PLACE 

& CAN LOOK AROUND 

BY HEAD MOVEMENTS 21

USER FOLLOWS THE STORY

OR IGNORES IT 

BY LOOKING AROUND
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IMPACT OF STORYTELLING ON AD

A NEW APPROACH FOR PRODUCING AD IS NEEDED 

TO GUIDE USERS WITH SIGHT LOSS EFFECTIVELY.
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DYNAMIC

CLASSIC



STATIC
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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
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MEASURES

MEASURES: USABILITY & PREFERENCES

QUESTIONNAIRES:

• DEMOGRAPHIC PRE-QUESTIONNAIRE

• POST-QUESTIONNAIRE: SYSTEM USABILITY SCALE (SUS) 

AND PREFERENCES
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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
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RESULTS – SYSTEM USABILITY SCALE

SCORE: 55.9



PLUSES MINUSES

• ONLINE SOFTWARE

• LAYOUT OF THE 

INTERFACE

• RECORDING AND PREVIEW

• CUSTOMIZING THE SHORTCUTS

• PLAYING THE VIDEOS
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RESULTS – PREFERENCES



STANDARD IMMERSIVE

• WAVEFORM

• SPEECH SYNTHESIS

• PREVIEWING WITH HMD

• EXPORTING THE SCRIPT

• HEADPHOHES

• ADJUSTING THE VOLUME OF AD

• IMPROVEMENTS RELATED TO VIDEO AND 

SEGMENT CONTROL BAR

• MAP WITH ALL AD LOCATIONS 

DISPLAYED
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PROPOSED FUNCTIONALITIES
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RESULTS – SETTING THE ANGLE

• 75% PARTICIPANTS FOUND IT EASY TO USE

• SETTING THE ANGLE ONLY FOR SOME EVENTS
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CONTENT SELECTION

CHALLENGING

COOPERATION WITH CONTENT CREATORS
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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

audio 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.
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