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Abstract. To explore methods that are currently used by professional
virtual reality (VR) filmmakers to tell their stories and guide users, we
analyze how end-users view 360◦ video in the presence of directional
cues and evaluate if they are able to follow the actual story of narrative
360◦ films. In this context, we first collected data from five professional
VR filmmakers. The data contains eight 360◦ videos, the directors cut,
which is the intended viewing direction of the director, plot points and
directional cues used for user guidance. Then, we performed a subjective
experiment with 20 test subjects viewing the videos while their head orientation was recorded. Finally, we present and discuss the experimental
results and show, among others, that visual discomfort and disorientation on part of the viewer not only lessen the immersive quality of the
films but also cause difficulties in the viewer gaining a full understanding
of the narrative that the director wished them to view.
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Introduction

The ability to create a visual narrative in a film has seen over a century of
professional experimentation and developments. In cinema, the development of
a visual narrative can be seen with the start of continuity editing, where the
film is cut from one scene to another to tell the story [22, 23] effectively. This
allows for the viewer to create a mental model of the scene and the position of
the characters and objects in it, which allows the viewer to orientate themselves
within the scene as the camera moves to different locations after cuts happen.
There are a number of methods used by directors in order to direct viewers
attention [10]. The effectiveness of these can be seen in traditional cinema in the
‘tyranny of film’ effect that a Hollywood style of film-making has [15]. In 360◦
film-making, however, these conventions must be adapted as this new format has
intrinsic features that differ from traditional cinema, such as the viewer being
free to explore the entire scene. This also causes difficulties in cutting from scene
to scene as the director cannot be sure of where a person may be looking in the
360◦ film, i.e., it puts an increased importance on the ability of the director to
guide attention.

