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A VR Research Platform that Provides Researchers Real-time Insights into User’s Perspective

PROBLEM USER SCENARIO

“How can we improve the remote research process and inspire newresearch
methodologies through technology?”’ Teague's researchers started using Video Stream
virtual reality at the beginning of the decade to advance aircraft cabin
design in commercial aviation. Over the years, they created their
ownfreeware VR prototyping tool to facilitate collaborative design with their
global customers. As their work has extended into built environments, they
began asking how they might enhance this tool for use in simulate contextu-
al research settings. They wanted to explore technology that can gather
emotional and situational data, and that was where we started our project.

SOLUTION

Using human-centered design methods, we developed an all-in-one re-
search platform that provides real-time sentiment feedback for
researchers to probe deeper at the moment when they see conflicting or
interesting emotions. Our proof-of-concept prototype aims to demonstrate
how these features come together within an enhanced VR research
environment.

Audio Transcription

Ahh...This is so annoying.

Follow-up Questions

Hi! Welcome to our testing sessic
we will begin your tasks in the VR

Now you see yourself at the entra
to find the check-in desk to get yo
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' You seem frustrated here.

Can you elaborate more?

Okay, | understand. | can see t
L) this countdown is making mg
look, let me find it.

In this platform, this sentiment data can be aligned with qualitative inquiry
notes, and researchers can organize it within our platform to generate
efficiencies in synthesis and reporting. The data serves as a layer of proof
to complement real-time observations.

Sentiment Analysis

&

Real-Time Sentiment Feedback VR Environment All-In-One Holistic Platform

D E S I G N P RO C E SS VR & Sentiment Analysis Interface

To understand the problem space, we interviewed subject matter experts in

the field of design research. We asked questions about using VR as a
research tool, emotional data that would add value to the contextual
research, and features we could add to our research platform to speed up
synthesis and reporting. We also did cognitive walkthroughs and heuristic
evaluations to examine existing qualitative research tools. Finally, we Problem Primary
triangulated our findings with 56 survey responses and card-sorting Scoping Research Signoff

sessions at Teague to prioritize key features for our design.
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