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Do different types of VR influence pedestrian route choice behaviour? A comparison
study of Desktop VR and HMD VR
YAN FENG*

Department of Transport & Planning, Delft University of Technology, Delft, The Netherlands

Virtual Reality (VR) is a valuable tool for studying pedestrian behaviour in complex and realistic scenarios. However, it has remained
unknown how different VR technology would influence pedestrian behaviour. This paper presents VR experiments that were conducted
with 70 participants using a desktop VR or a HMD VR to perform four different wayfinding tasks in a multi-story building. Quantitative
analysis of pedestrian behaviour data and user experience data were performed in order to investigate the impact of the technological
differences between the two VR techniques. It was found that participants had better wayfinding task performance in the desktop group.
However, the route and exit choice and user experience were overall similar between the two groups. The findings suggest that one could
adopt more ‘simple’ VR technologies for studies featuring ‘simple’ wayfinding tasks.

CCS CONCEPTS » Human-centered computing — Virtual Reality « Human-centered computing — Empirical studies in
HCI

Additional Keywords and Phrases: Route choice, exit choice, wayfinding behaviour, desktop VR, HMD VR

1 INTRODUCTION

It is a daily activity for people choosing route and exit in large-scale and multilevel buildings, such as train stations,
hospitals, shopping malls. It can be difficult because of the complexity of the three-dimensional environment [21]. That is
the complexity of finding one’s route and exit in multi-level buildings increases by the multiple floor layouts and moving
along vertical distances [2,28].

Two traditional data collection methods have been widely applied to investigate pedestrian route and exit choice,
namely field experiments and surveys (e.g., [17,18,20,27,31,32]). Although studies have shown the usefulness of these
methods, there are restrictions concerning in terms of experimental control, cost, and data accuracy for studying pedestrian
behaviour [15,30]. Moreover, most experimental conditions featured in traditional data collection methods differ greatly
from actual reality because most pedestrian studies focused on simplified or two-dimensional environment (e.g.,
[17,18,20,27,31,32]). Furthermore, it is difficult to collect pedestrian behaviour data in dangerous and realistic situations
due to ethical concerns.

To overcome the existing constraints of traditional data collection methods, the use of Virtual Reality (VR) for
pedestrian behaviour study has become increasingly popular. With VR, it is possible to place participants in complex, or
hazardous situations that are costly, dangerous or even impossible to simulate in the real world [15]. Additionally, it
provides the possibilities of accurate recording a large variety of data pertaining to pedestrian’s movement and choice

behaviour, such as timestamp, pedestrian movement trajectory, head rotation, eye movement.
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Different VR technologies have been used to study pedestrian route and exit choice. According to the different level of
immersion, VR technologies can be categorized to the head-mounted-display (HMD) VR (e.g., [8-10,14,26,34,42,44,47]),
the desktop VR (e.g., [4,5,39,43]), and the cave automatic virtual environment (CAVE) (e.g., [2,3,24,25,35]). Using HMD
VR, participants normally interact with the virtual environment through specialist simulator control device and motion
tracking hardware. In desktop VR, the virtual environment is displayed on a monitor [13]. Different VR technologies have
different characteristics and may cause people to interact and perceive the virtual environment differently [41]. However,
only a few studies have directly compared the presentation of the same virtual environment using different VR technologies
on pedestrian behaviour (i.e., [19,35,41]) and the experimental environments were relatively simple. Consequently, there
is a strong need to compare VR technologies regarding their impact on pedestrian behaviour and user experience. This
comparison will allow us to identify best practices regarding the usage of VR technologies for pedestrian behaviour
research.

This paper aims to determine the impact of the technological difference between a HMD VR and a desktop VR on
pedestrian behaviour and user experience of participants. The current study builds on a VR research tool that was
specifically designed to collect pedestrian route and exit choice behaviour data in a complex multilevel virtual building
(see [12]). In the current study, we conducted VR experiments in which participants used an HMD or a desktop display to
perform the same set of wayfinding tasks with this VR tool. Pedestrian behaviour data (e.g., three-dimensional movement
trajectories) and participant’s experience using VR (e.g., perceived realism, usability, feeling of presence, simulation
sickness) were collected synthetically. Based on the theories and previous findings from pedestrian studies (e.g.,
[19,29,33,36,37,41]) and human-computer interaction studies (e.g., [1,6,33,38,40]), these data were analysed qualitatively
and quantitatively to test two main hypotheses, namely (H1) there are differences in the pedestrian route and exit behaviour
between the participants that used the desktop VR and the HMD VR, and (H2) there are differences in the user experience
between the participants that used desktop VR and the HMD VR.

There are three major contributions of this study, namely, we (1) investigate pedestrian route and exit choice behaviour
in a complex and multilevel building, (2) provide a direct comparison of pedestrian behaviour and user experience between
two different VR technologies and (3) recommend which VR technology to use to perform pedestrian route and exit choice
behaviour studies.

2 MATERIALS AND METHOD

The goal of this study is to investigate the impact of technological differences between two VR techniques on pedestrian’s
behaviour and user experience. To this end, empirical, comparative VR experiments with the HMD VR and the desktop
VR were carried out. The VR experiment was approved by the Human Research Ethics Committee of the Delft University
of Technology.

2.1 Participant characterization

In total, 70 participants joined the experiment in which 36 participants took part in the HMD group and 34 took part in the
desktop group. The participants were between 22 and 64 years old (M = 27.85) in the desktop group, and between 17 to
41 years old (M =28.66) in the HMD group. There were no significant differences found between the two groups regarding
gender, familiarity with the faculty building, the highest level of education, experience with VR and familiarity with

computer gaming (all p > 0.05).



2.2 The virtual environment

The virtual environment featured a virtual building that comprises four floors, each floor features two parallel hallways,
multiple intersections, four staircases and four elevators. There are five major exits located on the ground floor (see Figure
1). This virtual environment was originally developed as a VR research tool to study pedestrian route and exit choice
behaviour in a multi-level building (see [12]). The VR tool supports free navigation and collects pedestrian walking
trajectories automatically. In the virtual environment, the participants have a first-person perspective. Participants could

move in the virtual environment at a maximum constant speed of 140 cm/s.
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Figure 1: The overview of the virtual building.

The virtual environment resembles the building of the Faculty of Civil Engineering and Geoscience of the Delft
University of Technology. In addition to the overarching geometry, detailed environmental elements were also included in
the virtual environment in order to improve the accuracy of the building's representation and increase its realism. These
elements include, amongst other things, glass windows, furniture, evacuation signs, room numbers, and floor plans (see
Figure 2). Besides that, the colour and texture of objects in the virtual environment were modelled realistically to represent

the real-world experience.
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Figure 2: The screenshots of details of the virtual building.

2.3 Experimental setup

The versions of HMD VR and desktop VR of the VR research tool were developed for this study. A HTC Vive system
was employed for the HMD group. By holding the home pad of the controller, the participant moves forward; by releasing
the home pad, the participant stops moving. The direction of the movement is controlled by the participant’s head
orientation.

The participants of the desktop group view the virtual environment via a 24-inch desktop monitor (AOC G2460PF).

The participant moves forward using the keyboard key ‘w’, and changes the direction of view by rotating the mouse.

2.4 Experiment design

A single-factor between-subjects experimental design was used for this study to reduce the learning effects due to repetitive
exposure. The VR experiments featured two different experiment settings but the only difference between both setups is



the HMD VR versus the desktop VR. Each participant can only take part in the experiment once in order to prevent learning
effects.
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Figure 3: The layout of the virtual environment.

Figure 3 shows the abstract layout of the experimental environment. Participants of both groups were asked to complete
four wayfinding tasks during the experiment in the following orders. First, pedestrian route choice behaviour across the
horizontal level is investigated. Participants are initially positioned in front of Room 4.02 and are asked to find their way
from Room 4.02 to Room 4.99 (see Figure 3). Second, pedestrian route choice behaviour (including staircase choice) at
the vertical level is investigated. Participants are asked to find their way from Room 4.99 to Room 2.01. Third, pedestrian
route and exit choice across both the horizontal and vertical level are investigated. Participants are asked to find their way
from Room 2.01 to Room 4.64. The fourth task of the experiment is to investigate pedestrian route and exit choice during
an evacuation scenario. When participants arrive at Room 4.64, the evacuation alarm triggers and participants are asked to

evacuate and find an exit.

2.5 Data collection

Two types of data were collected during the experiment, namely the behavioural data pertaining to the participant’s
movement in the VR environment and questionnaire data pertaining to user experience with the VR system.

First, participant’s behaviour in the virtual environment was recorded. Participant's positions were recorded in
milliseconds within UE4. Second, the personal features and experiences of each participant regarding the virtual
experiment were collected via the questionnaire. The questionnaire contained five sections: (1) participant's information
(2) the face validity questionnaire[22], (3) the Simulator Sickness Questionnaire [23], (4) the System Usability Scale [7]

and (5) the Presence Questionnaire [45].

2.6 Experimental procedure

A consistent experimental procedure was used for the HMD group and the desktop group. This procedure included five
major stages, namely (1) participants are introduced to the purpose of the experiment, (2) participants familiarize
themselves with the HMD device, (3) conduct the formal experiment, (4) fill in the post-experiment questionnaire and (5)

health check to make sure participants experience no symptoms before they leave.



3 RESULTS

3.1 Pedestrian route and exit choice

Figure 4 shows the movement trajectories of all participants during the first task, including the usage of paths and decision
points. There are no significant differences in the usage of paths ( X? (7, N=286) = 1.56, p = 0.98)) and usage of decision

points (p = 0.63).
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Figure 4: Participants’ movement trajectories during task 1.

Figure 5 shows the movement trajectories of all participants during the second task. Fisher exact test revealed that there
were no significant differences in the usage of paths (p = 0.99), usage of decision points (p = 0.12) and usage of staircases
(p=0.99).
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Figure 5: Participants’ movement trajectories during task 2.

Figure 6 illustrates the distribution of the usage of paths, decision points and staircases during task 3. The Fisher exact
test revealed that there was no significant difference in the usage of paths (p = 0.12) between the desktop group and the
HMD group during task 3. However, there were significant differences in the usage of decision points (p = 0.02) and
staircases (p = 0.002) between the two groups during task 3. It indicated that although the usage of paths was similar, the

usage of decision points and staircases were significantly different.
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Figure 6: Participants’ movement trajectories during task 3.

Figure 7 shows the movement trajectories of all participants during the evacuation task. The Chi-square test showed
there was no significant differences in the usage of paths, X2 (1, N = 70) = 0.35, p = 0.55, and the usage of staircases, X?
(1, N=210)=0.69, p=0.98. Even though five exits were available, only the two exits near elevator C and D were chosen,
which are the nearest two exits for the participants. There was no significant difference in the exit usage between two

groups using Chi-square test, X?> (1, N = 70) = 0.24, p = 0.62.
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Figure 7: Participants’ movement trajectories during task 4.

Besides pedestrian route and exit choice behaviour, task performance is measured. The Mann-Whitney U test was
conducted which showed significant differences in total travel time (U = 185, p < 0.001), travel time of task 1 (U =215, p
<0.01), travel time of task 2 (U =203, p <0.001), travel time of task 3 (U = 164, p <0.001), and travel time for evacuation



task (U =316, p <0.001). The results showed that participants from the HMD group spent significantly more time on each
task than in the desktop group. Besides, the Mann-Whitney U test showed that there was a significant difference in travel
distance between the HMD and the desktop group (U = 185.0, p < 0.01), which indicated that participants in the HMD
group travelled significantly longer distance than the desktop group. Furthermore, the result of the Mann-Whitney U test
indicated that there was a significant difference in average travel speed between the two groups (U=217.0, p <0.01). That
is, the participants in the HMD group had significantly slower average speed than the desktop group.

3.2 Questionnaire data

Overall, the average total score of face validity in the HMD group and the desktop group was above 4 out of 5, which
suggested the virtual environment had a high level of realism. Mann-Whitney U test showed that there was no significant
difference in the average total score of face validity between the two groups (U = 587.5, p = 0.39).

The Mann-Whitney U test showed that there was no significant difference in total SSQ score between two groups (U =
559.5, p=0.27). Moreover, no significant differences in the scales of Nausea (U = 591, p = 0.40), Oculomotor (U = 536.0,
p = 0.18) and Disorientation (U = 603.5, p = 0.46) were found between two groups.

The mean score of PQ was 146.00 (SD = 13.63) for the HMD group and 148.50 (SD = 17.86) for the desktop group.
The desktop group presented a higher average presence score than the HMD group. T-test showed there was no significant
difference in the total score of PQ between the HMD group and the desktop group (t = 0.66, p = 0.51). Meanwhile, there
were also no significant differences in the four subscales between the two groups.

The average total score of SUS is 83.75 (SD =11.92) in the desktop group and 82.01 (SD = 11.10) in the HMD group,
which indicated the effective usability of both systems. The Mann-Whitney U test that there was no significant difference
in the usability score between the two groups (U =511.50, p=0.12) .

4 DISCUSSION AND CONCLUSION

This study examined how the differences of VR technology impact participant’s route and exit choice behaviour in a
complex multi-level building and the user experience of the VR technology. Pedestrian behaviour (i.e., pedestrian route
and exit choice, task performance) and user experience (i.e., realism, simulation sickness, presence, usability) were
compared between two groups of participants, where one group used the HMD VR and another group used the desktop
VR.

This study found a limited significant difference in terms of route and exit choice behaviour. Only slight differences
pertaining to the detailed behaviour (i.e., usage of staircase and decisions points in task 3) were recorded. Yet, the task
performance significantly differed between the two groups. Ultimately, the first hypothesis that there are differences in
pedestrian behaviour between the desktop VR and the HMD VR, is only partially confirmed. In particular, the task
performance during four tasks, the distribution of the number of decision points and distribution of used staircases were
significantly different in the case where the destination was not clear-cut. Regarding the questionnaire data, there were no
significant differences in terms of realism, simulation sickness, the feeling of presence and usability between the two
groups. Thus, the second hypothesis that there are differences in user experience between desktop VR and HMD VR, is
rejected in this study.

This study provides the first direct comparison of VR technologies regarding the differences in pedestrian behaviour
and user experience in a complex multilevel building. This study determines that the technological differences between the
two VR technologies did significantly impact task performance. In particular, the adoption of HMD technology decreased
pedestrians’ task performance during all tasks, increased the number of decision points, and altered staircase usage in the



task where the location of destination was not clear-cut. Furthermore, this study concludes that the technological difference
between VR technologies does not have a significant impact on the user’s experience. The results featuring the user
experience imply that both VR technologies effectively collect and investigate pedestrian behaviour. These conclusions
imply that one could adopt more ‘simple” VR technologies for studies featuring ‘simple” wayfinding tasks, for instance, to
study learning effects, the impact of environmental characteristics and route choice behaviour. However, in cases where
the experience of the environment and searching behaviour are important impacts on the resulting pedestrian behaviour,
one is advised to consider carefully the differences in behaviour between both VR technologies.

Which of these two technologies is preferred for the more complex wayfinding tasks is difficult to say based on the
results of this study, as there are no validation studies featuring the comparison of the pedestrian behaviour in real-life and
in VR. In order to clarify which of the two technologies should be preferred, future studies should directly compare
pedestrian behaviour in real and virtual environments.

ACKNOWLEDGMENTS

We thank the China Scholarship Council for their financial contribution. Meanwhile, this research is also supported by the
ALLEGRO project, which is financed by the European Research Council (Grant Agreement No. 669792).

REFERENCES

[1] Elinda Ai-Lim Lee, Kok Wai Wong, and Chun Che Fung. 2010. How does desktop virtual reality enhance learning outcomes? A structural
equation modeling approach. Comput. Educ. 55, 4 (2010), 1424-1442. DOL:https://doi.org/10.1016/j.compedu.2010.06.006

[2] Kristin Andree, Daniel Nilsson, and Joakim Eriksson. 2015. Evacuation experiments in a virtual reality high-rise building: exit a and waiting

time for evacuation elevators. FIRE Mater. (2015), 4B. DOIL:https://doi.org/10.1002/fam

[3] Dietmar Bauer, Volker Settgast, Helmut Schrom-Feiertag, and Alexandra Millonig. 2018. Making the usage of guidance systems in pedestrian
infrastructures measurable using the virtual environment DAVE. Transp. Res. Part F Traffic Psychol. Behav. 59, (2018), 298-317.
DOTl:https://doi.org/10.1016/j.trf.2018.09.012

[4] Nikolai W.F. F Bode, Armel U. Kemloh Wagoum, and Edward A. Codling. 2015. Information use by humans during dynamic route choice in
virtual crowd evacuations. R. Soc. Open Sci. 2, 1 (2015). DOILhttps://doi.org/10.1098/rs0s.140410

[5] Nikolai W.F. Bode, Armel U Kemloh Wagoum, and Edward A. Codling. 2014. Human responses to multiple sources of directional information
in virtual crowd evacuations. J. R. Soc. Interface 11, 91 (2014). DOLhttps://doi.org/10.1098/rsif.2013.0904

[6] Costas Boletsis and Jarl Erik Cedergren. 2019. VR Locomotion in the New Era of Virtual Reality: An Empirical Comparison of Prevalent
Techniques. Adv. Human-Computer Interact. 2019, (2019). DOIL:https://doi.org/10.1155/2019/7420781

[7] John Brooke. 1996. SUS - A quick and dirty usability scale. Usability Eval. Ind. 189, 194 (1996), 4-7. DOLhttps://doi.org/10.1002/hbm.20701

[8] Lijun Cao, Jing Lin, and Nan Li. 2019. A virtual reality based study of indoor fire evacuation after active or passive spatial exploration. Comput.
Human Behav. 90, (2019), 37-45. DOI:https://doi.org/10.1016/j.chb.2018.08.041

[9] Giovanni Cosma, Enrico Ronchi, and Daniel Nilsson. 2016. Way-finding lighting systems for rail tunnel evacuation: A virtual reality

experiment with Oculus Rift®. J. Transp. Saf. Secur. 8, (2016), 101-117. DOL:https://doi.org/10.1080/19439962.2015.1046621

[10] Emilia Duarte, Francisco Rebelo, Julia Teles, and Michael S. Wogalter. 2014. Behavioral compliance for dynamic versus static signs in an
immersive virtual environment. Appl. Ergon. 45,5 (2014), 1367-1375. DOL:https://doi.org/10.1016/j.apergo.2013.10.004

[11] Zhiming Fang, Weiguo Song, Jun Zhang, and Hao Wu. 2010. Experiment and modeling of exit-selecting behaviors during a building
evacuation. Physica A 389, 4 (2010), 815-824. DOL:https://doi.org/10.1016/j.physa.2009.10.019

[12] Yan Feng, Dorine C. Duives, and Serge P. Hoogendoorn. 2020. Developing a VR tool for studying pedestrian movement and choice behavior.

In 2020 IEEE Conference on Virtual Reality and 3D User Interfaces Abstracts and Workshops (VRW), 814-815.



[13]

[14]

[15]

[16]

[17]

[18]

[19]

[20]

[21]

[22]

[23]

[24]

[25]

[26]

[27]

[28]

[29]

[30]

DOTI:https://doi.org/10.1109/VRW50115.2020.00258

Yan Feng, Dorine C. Duives, and Serge P. Hoogendoorn. 2021. Using virtual reality to study pedestrian exit choice behaviour during

evacuations. Saf. Sci. 137, (2021), 105158. DOI:https://doi.org/10.1016/j.ss¢i.2021.105158

Yan Feng, Dorine Duives, Winnie Daamen, and Serge Hoogendoorn. 2019. Pedestrian exit choice behavior during an evacuation — a

comparison study between field and VR experiment. In Transportation Research Board 98th Annual Meeting Transporation Research Board.

Yan Feng, Dorine Duives, Winnie Daamen, and Serge Hoogendoorn. 2021. Data collection methods for studying pedestrian behaviour: A

systematic review. Build. Environ. 187, (2021), 107329. DOIL:https://doi.org/https://doi.org/10.1016/j.buildenv.2020.107329

Karl Fridolf, Enrico Ronchi, Daniel Nilsson, and Hakan Frantzich. 2013. Movement speed and exit choice in smoke- filled rail tunnels. Fire Saf.

J. 59, (2013), 8-21. DOLhttps://doi.org/10.1016/j.firesaf.2013.03.007

E. R. Galea, S. J. Deere, C. G. Hopkin, and H. Xie. 2017. Evacuation response behaviour of occupants in a large theatre during a live

performance. Fire Mater. 41, 5 (2017), 467-492. DOL:https://doi.org/10.1002/fam.2424

Simo Helidvaara, Juha-matti Matti Kuusinen, Tuomo Rinne, Timo Korhonen, and Harri Ehtamo. 2012. Pedestrian behavior and exit selection in

evacuation of a corridor - An experimental study. Saf. Sci. 50, 2 (2012), 221-227. DOL:https://doi.org/10.1016/j.ss¢i.2011.08.020

Tsuei-ju Tracy Hsieh, Yu-hsuan Kuo, and Chun-kai Niu. 2018. Utilizing HMD VR to Improve the Spatial Learning and Wayfinding Effects in
the Virtual Maze. In International Conference on Human-Computer Interaction, Springer International Publishing, 38—42.

DOLI:https://doi.org/10.1007/978-3-319-92285-0

Mineko Imanishi and Tomonori Sano. 2019. Route Choice and Flow Rate in Theatre Evacuation Drills : Analysis of Walking Trajectory Data-

set. Fire Technol. 55,2 (2019), 569-593. DOI:https://doi.org/10.1007/s10694-018-0783-2

Kathryn J Jeffery, Aleksandar Jovalekic, Madeleine Verriotis, and Robin Hayman. 2013. Navigating in a three-dimensional world. Behav. Brain
Sci. 36, (2013), 523-587. DOIL:https://doi.org/10.1017/S0140525X 12002476

Nico A. Kaptein, Jan Theeuwes, and Richard van der Horst. 1996. Driving simulator validity: some considerations. Transp. Res. Rec. 1550

(1996), 30-36. DOL:https://doi.org/10.3141/1550-05

Robert S Kennedy, Norman E Lane, Kevin S Berbaum, and Michael G Lilienthal. 1993. Simulator Sickness Questionnaire: An Enhanced
Method for Quantifying Simulator Sickness. Int. J. Aviat. Psychol. 3,3 (1993), 203-220. DOL:https://doi.org/10.1207/s15327108ijap0303 3

Max Kinateder, Mathias Miiller, Michael Jost, Andreas Miihlberger, and Paul Pauli. 2014. Social influence in a virtual tunnel fire - Influence of

conflicting information on evacuation behavior. Appl. Ergon. J. 45, (2014), 1649—-1659. DOL:https://doi.org/10.1016/j.apergo.2014.05.014

Max Kinateder, Enrico Ronchi, Daniel Gromer, Mathias Miiller, Michael Jost, Markus Nehfischer, Andreas Miihlberger, and Paul Pauli. 2014.
Social influence on route choice in a virtual reality tunnel fire. Transp. Res. Part F Traffic Psychol. Behav. 26, (2014), 116-125.
DOL:https://doi.org/10.1016/j.trf.2014.06.003

Max Kinateder, William H. Warren, and Karen B. Schloss. 2019. What color are emergency exit signs? Egress behavior differs from verbal

report. Appl. Ergon. 75, (2019), 155-160. DOI:https://doi.org/10.1016/j.apergo.2018.08.010

Margrethe Kobes, Ira Helsloot, Bauke de Vries, Jos G. Post, Nancy Oberijé, and Karin Groenewegen. 2010. Way finding during fire evacuation;
an analysis of unannounced fire drills in a hotel at night. Build. Environ. 45, 3 (2010), 537-548.
DOTI:https://doi.org/10.1016/j.buildenv.2009.07.004

Saskia F. Kuliga, Benjamin Nelligan, Ruth C. Dalton, Steven Marchette, Amy L. Shelton, Laura Carlson, and Christoph Holscher. 2019.
Exploring Individual Differences and Building Complexity in Wayfinding: The Case of the Seattle Central Library. Environ. Behav. 51, 5
(2019), 622-665. DOL:https://doi.org/10.1177/0013916519836149

Hengshan Li and Nicholas A. Giudice. 2013. The effects of immersion and body-based rotation on learning multi-level indoor virtual
environments. In Proceedings of the 5th ACM SIGSPATIAL International Workshop on Indoor Spatial Awareness, ISA 2013, 8-15.
DOTI:https://doi.org/10.1145/2533810.2533811

Alexandra Millonig, Norbert Brindle, Markus Ray, Dietmar Bauer, and Stefan Van der Spek. 2009. Pedestrian Behaviour Monitoring: Methods
and Experiences. In Behaviour Monitoring and Interpretation-BMI: Smart Environments, 11. DOLhttps://doi.org/10.3233/978-1-60750-048-3-



[31]

[32]

[33]

[34]

[35]

[36]

[37]

[38]

[39]

[40]

[41]

[42]

[43]

[44]

[45]

[46]

[47]

11

Daniel Nilsson and Anders Johansson. 2009. Social influence during the initial phase of a fire evacuation-Analysis of evacuation experiments in

a cinema theatre. Fire Saf. J. 44, 1 (2009), 71-79. DOLhttps://doi.org/10.1016/j.firesaf.2008.03.008

A Rahouti, R Lovreglio, S Gwynne, P Jackson, S Datoussaid, and A Hunt. 2020. Human behaviour during a healthcare facility evacuation

drills : Investigation of pre-evacuation and travel phases. Saf. Sci. 129, (2020), 104754. DOLhttps://doi.org/10.1016/j.ss¢i.2020.104754

Debbie Rand, Rachel Kizony, Uri Feintuch, Noomi Katz, Naomi Josman, Albert Rizzo, and Patrice L. Weiss. 2005. Comparison of two VR
platforms for rehabilitation: Video capture versus HMD. Presence Teleoperators Virtual Environ. 14, 2 (2005), 147-160.
DOTI:https://doi.org/10.1162/1054746053967012

Francisco Rebelo and Paulo Noriega. 2014. Indoor Human Wayfinding Performance Using Vertical and Horizontal Signage in Virtual Reality.

Hum. Factors Ergon. Manuf. Serv. Ind. 24, 6 (2014), 601-615. DOL:https://doi.org/10.1002/hfm

Enrico Ronchi, David Mayorga, Ruggiero Lovreglio, Jonathan Wahlqvist, and Daniel Nilsson. 2019. Mobile-powered head-mounted displays
versus cave automatic virtual environment experiments for evacuation research. Comput. Animat. Virtual Worlds 30, 6 (2019), e1873.

DOTI:https://doi.org/10.1002/cav.1873

Roy A. Ruddle, Stephen J. Payne, and Dylan M. Jones. 1999. Navigating large-scale virtual environments: What differences occur between
helmet-mounted and desk-top displays? Presence Teleoperators Virtual Environ. 8, 2 (1999), 157-168.
DOT:https://doi.org/10.1162/105474699566143

Roy A. Ruddle and Patrick Péruch. 2004. Effects of proprioceptive feedback and environmental characteristics on spatial learning in virtual

environments. /nt. J. Hum. Comput. Stud. 60, 3 (2004), 299-326. DOIL:https://doi.org/10.1016/j.ijhcs.2003.10.001

Jonmichael Seibert and Daniel M. Shafer. 2018. Control mapping in virtual reality: effects on spatial presence and controller naturalness. Virtual

Real. 22, 1 (2018), 79—88. DOI:https://doi.org/10.1007/s10055-017-0316-1

Jose Fernando Silva, Joao Emilio Almeida, Rosaldo J F Rossetti, and Antonio Leca Coelho. 2013. A serious game for EV Acuation training. In
IEEE 2nd International Conference on Serious Games and Applications for Health (SeGAH), 1-6.
DOTI:https://doi.org/10.1109/SeGAH.2013.6665302

José L Soler-Dominguez, Carla de Juan, Manuel Contero, and Mariano Alcaiiiz. 2020. I walk, therefore I am: a multidimensional study on the
influence of the locomotion method upon presence in virtual reality. J. Comput. Des. Eng. 7, (2020), 1-14.

DOTI:https://doi.org/10.1093/jcde/qwaa040

Beatriz Sousa Santos, Paulo Dias, Angela Pimentel, Jan Willem Baggerman, Carlos Ferreira, Samuel Silva, and Joaquim Madeira. 2009. Head-
mounted display versus desktop for 3D navigation in virtual reality: A user study. Multimed. Tools Appl. 41, 1 (2009), 161-181.
DOTI:https://doi.org/10.1007/s11042-008-0223-2

Ozge Kumoglu Suzer, Nilgun Olgunturk, and Dilek Guvenc. 2018. The effects of correlated colour temperature on wayfinding: A study in a

virtual airport environment. Displays 51, (2018), 9—19. DOT:https://doi.org/10.1016/j.displa.2018.01.003

Chieh-hsin Tang, Wu-tai Wu, and Ching-yuan Lin. 2009. Using virtual reality to determine how emergency signs facilitate way-finding. Appl.
Ergon. 40, 4 (2009), 722-730. DOI:https://doi.org/10.1016/j.apergo.2008.06.009

A Tucker, K L Marsh, T Gifford, X Lu, P B Luh, and R S Astur. 2018. The effects of information and hazard on evacuee behavior in virtual
reality. 99, (2018), 1-11. DOIL:https://doi.org/10.1016/j.firesaf.2018.04.011

Bob G. Witmer, Christian J Jerome, and Michael J. Singer. 2005. The Factor Structure of the Presence Questionnaire. Presence Teleoperators

Virtual Environ. 14, 3 (2005), 298-312.

Kong-jin Jin Zhu and Qin Shi. 2016. Experimental Study on Choice Behavior of Pedestrians during Building Evacuation. Procedia Eng. 135,
(2016), 206-215. DOI:https://doi.org/10.1016/j.proeng.2016.01.110

Runhe Zhu, Jing Lin, Burcin Becerik-Gerber, and Nan Li. 2020. Human-building-emergency interactions and their impact on emergency

response performance: A review of the state of the art. Saf. Sci. 127, (2020), 104691. DOI:https://doi.org/10.1016/j.ss¢i.2020.104691

10



	1 Introduction
	2 Materials and method
	2.1 Participant characterization
	2.2 The virtual environment
	2.3 Experimental setup
	2.4 Experiment design
	2.5 Data collection
	2.6 Experimental procedure

	3 Results
	3.1 Pedestrian route and exit choice
	3.2 Questionnaire data

	4 Discussion and conclusion

