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ENHANCING PLAYER EXPERIENCE IN ASYMMETRIC VR GAMEPLAY

You are being invited to take part in this research project. Before you decide to do so, please
take your time to read this information sheet carefully. Your participation is entirely voluntary.

Thank you for considering participating in this study.

What is the purpose of the study?

Due to the current pandemic context, there has been a surge in interest in technology that
allows people to connect, play, and collaborate, despite physical distance and restrictions. A
technology area that has seen growth during the pandemic is multiplayer games. Immersive
technologies such as virtual reality (VR1) and augmented reality (AR2) have also seen an
increase in adoption, as people were looking for ways to connect during the lockdowns and
beyond. Despite their immersive qualities, VR head mounted displays (HMDs) have also
received criticism for their isolating characteristics, both socially and technologically and for
the discomfort they sometimes induce. As a result of these limitations, VR research and
design has started to look more and more into leveraging different systems for the design of
novel interactions, which include bystanders and co-players. In this context, various types of
asymmetries were considered from the asymmetry of player interfaces (rooted in
cross-reality paradigms) to differences of how players interact with the game and the
information they possess.

With this study, our aim is to address some of these existing gaps by developing an
asymmetric VR game that connects remote VR, AR, and PC users in a shared virtual
environment. This study may provide important insights and provide a foundation for
developing a multi-user gaming experience that can scale and accommodate a variety of
devices and number of participants.

Why have I been invited?

This research is looking for a minimum of 30 participants to take part in this study. You were
invited because you are at least 18 years old and are able to travel to Lethbridge College.

Do I have to take part?

It is up to you to decide whether or not to take part. Your participation is entirely voluntary. If
you do decide to take a part, you would be asked to sign a consent form prior to any further
procedures.

You are free to withdraw from the research study at any time and without giving any reason.
If you withdraw from the study prior to the anonymization of the data, your personal data will
be destroyed. If you withdraw from the study after your data is anonymized, the anonymized
data will remain part of the study, as it will not be possible to identify your data to remove it.
In order to have your personal data removed from the study, you must withdraw prior to May
16, 2022.
1 VR is described as a technology that provides believable experiences in a virtual way.
2 AR is a system that superimposes computer-generated content on top of the physical world.
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Am I eligible to take part?

The following criteria need to be met in order to participate in the study:

● 18 years or older
● Fluent in English
● Have basic computer proficiency
● Have no condition or impairment that would affect your ability to participate
● Be able to attend a session at the Lethbridge College in Lethbridge, Alberta, Canada

on either May 16 or May 17, 2022

What are the possible benefits of taking part?

We cannot promise that this study will provide any immediate benefits to you, however the
information we get from this study will help to inform the research community on the effects
of various devices on collaboration in a virtual environment. Many people enjoy participation
in research, particularly expressing their views during in-depth interviews.

What are the possible disadvantages and risks of taking part?

For those participating with a VR or AR device, there may be some potential risks.

VR Risks
While participating in VR, you will be wearing a VR headset and headphones, which will
totally block your view and understanding of position in the physical world. During this time, a
facilitator will communicate to you through a microphone, which you’ll be able to hear with
your headphones. All obstructions such as cables and chairs will be cleared to minimize your
physical risk. Additionally, a facilitator will monitor your physical movement and guide you if
you’re getting too close to an obstruction such as a wall or desk.

Although rare, some participants may experience VR sickness. This occurs when exposure
to a virtual environment causes symptoms that are similar to motion sickness. The most
common symptoms are general discomfort, headache, stomach awareness, nausea,
vomiting, pallor, sweating, fatigue, drowsiness, disorientation, and apathy. If symptoms are
severe, you will be instructed to remove the VR headset and will be removed from the study.

Prior to your session, your facilitator will provide you these two suggestions if you experience
motion sickness:

● close your eyes for a few moments and then open them
● if the motion sickness is severe, take off your VR headset immediately and you will

be removed from the study

AR Risks
While you will be able to see the physical world, you may lose track of your physical
environment. This could result in walking into walls or other obstructions. All obstructions
such as cables and chairs will be cleared to minimize your physical risk. Additionally, a
facilitator will monitor your physical movement and guide you if you’re getting too close to an
obstruction such as a wall or desk.
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What will happen to me if I take part?

You will be asked to attend one session at Lethbridge College. The session will last
approximately 60 minutes.

The session will start with an Orientation Stage where instructions for the study and
hardware usage will be provided. This stage will take 5 minutes.

Following the Orientation Stage you will be randomly assigned either a VR device, AR
device, or desktop computer. You will then enter a shared virtual environment to collaborate
and solve a series of challenges. This portion will take approximately 15 minutes. You will
then be asked to complete a survey about the experience, which should take approximately
15 minutes.

At the conclusion of the survey, a short interview will be conducted about your overall
experience. The interview will take approximately 15 minutes.

Will my taking part in this project be kept confidential?

All information obtained in this study will be handled in confidence by us. As soon as the
data is collected, the data will be stored in a secured university server. We will video record
you while in the XR experience.. The camera will be placed in a position where non or
minimum identifiable info can be gathered. From the collected video-recordings we will not
be able to remove identifiable data, but these will be stored and anonymised so that no other
personal identifiable info is connected to the video. The camera will not be left unattended or
moved until the recordings have been transferred to a university server and removed from
the camera. The interviews will be transcribed, coded and the results connected to a random
ID and not personal identifiable information.. Screenshots from inside the virtual environment
or quotes from interviews may be used, but these will also be anonymous. Once the video
recordings are analyzed, they will be destroyed. All other anonymized data (observations,
surveys, interviews) will remain with the research project.

To learn more about the University of Kent Privacy Notice, visit:
https://research.kent.ac.uk/ris-operations/privacy-notice

What will happen to the results of the study?

When the study is completed, we would analyse the data we collect and report the findings.
It would be reported in an appropriate journal or presented at a conference. You will not be
identified in any report or publication. If you wish to receive a copy of any reports resulting
from the research, please ask us to include you in our mailing list.

Who are the researchers?

● Michael McCready (Chief Investigator) is a remote student in the MSc Digital Arts (by
Research) program living in Lethbridge, Alberta, Canada.

● Dr. Alexandra Covaci (Supervisor) is a lecturer in Digital Arts and Technology and a
researcher at the University of Kent.

● Dr. Luma Tabbaa (Supervisor) is a lecturer in Digital Arts and Technology and a
researcher at the University of Kent.
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Contact Details

If you have any questions about the study,
please contact the Chief Investigator:

Michael McCready
Email: mjm75@kent.ac.uk

If you have a complaint, please contact the
Head of the School of Engineering

Prof. Richard Guest
Email: r.m.guest@kent.ac.uk
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