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ABSTRACT
Ourwork investigates body-worn 360◦ camera placements for telep-
resence, to balance height and clarity of view. We conducted a user
study in a Virtual Reality (VR) simulation, using a 3x3 within-
subjects experimental design varying placement and height, with
26 participants. We found that shoulder mounted cameras were
significantly less preferable than our other conditions due to the
occlusions caused by the wearer’s head. Our results did not show a
significant effect of camera height within a range of +/- 12 inches
from the user’s natural height. As such, in the context of body-
worn 360◦ cameras, there is leeway for camera height, whereas
strategic bodily placements are more important. Based on these
results, we provide design recommendations for content creators
using wearable cameras for immersive telepresence.

CCS CONCEPTS
•Human-centered computing→User studies;Empirical stud-
ies in HCI.
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1 INTRODUCTION
Live-streamed video is an increasingly popular content medium.
In 2015, Periscope hit a 10 million account milestone [Team 2015],
and in 2017, Twitch.tv saw 2 million monthly broadcasters [Twitch
2017]. 360◦ video streaming is a new technology that is envisioned
as the “next big thing” [Bajarin 2015; Graham 2016]. Viewers often
watch these panoramic videos via social media and streaming web-
sites [Stout 2018], but there is an opportunity to create an immersive
telepresence experience by sharing live-streamed content to users
of Virtual Reality (VR) head-mounted displays (HMD). There are
a number of use cases where this might be useful. For instance, a
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geographically distributed family could reconnect with their elderly
[Wu et al. 2017]. A person suffering from social anxieties could
remotely explore the world with their friends [Rivera et al. 2015]. A
bed-bound patient could enjoy a day sight-seeing with their loved
ones [Mosadeghi et al. 2016].

We expect this kind of telepresence to become commonplace,
enabling people from around the globe to connect like never before.
The HCI community has begun to issue recommendations and best
practices regarding panoramic video, but there is still work to be
done, particularly to optimize viewpoints. In this paper, we aim to
identify how various body-worn camera placements and heights
affect user experience.While the community has developed an array
of prototypes, we are the first to specifically compare and contrast
viewer experience among exemplar camera placements. Therefore,
our research questions for this work include the following:

• RQ1: What is the optimal body-worn camera placement for
reducing visual occlusions created by the video streamer?
• RQ2: What is the optimal body-worn camera height, in rela-
tion to the viewer’s own height?
• RQ3: What is the best combination of body-worn camera
placement and height to enhance a video viewer’s overall
experience?

To help answer these questions, we conducted a 3x3 within-
subjects experiment with 26 participants in a VR simulation, vary-
ing the factors of Camera Placement and Camera Height. Our main
dependent variable was user response regarding satisfaction with
the experience. Overall, we found a significant main effect of Cam-
era Placement, such that the video viewers disliked the 360◦ camera
worn on the shoulder, since occlusion due to the surrogate’s head
was prevalent. However, we also uncovered an interesting effect
where camera placement affected perception of view height. When
the camera was placed over the head of the surrogate, even if the
height was actually shorter than normal, the participants still felt
like the view was tall. Our paper contributes the following:

• A novel user study examining the impact of camera Place-
ment and Height on a user’s viewing experience of body-
worn 360◦ video using an HMD
• An understanding of how vantage points and environmental
stimuli affect user perception of camera height
• Design recommendations for content creators, system de-
signers, and camera accessory developers whowill prototype
future body-worn telepresence experiences

2 RELATEDWORK
In this section, we provide a review of relevant literature at the
intersection of wearable panoramic video content streaming for
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Figure 1: Placements for wearable 360◦ cameras each have pros and cons. Not only does the overall view vary, but the resulting
height changes as well. In this paper, we analyze user preference of three placements - shoulder-mounted, over the head, and
on the chest - as well as three relative heights for each - natural, 12in shorter, and 12in taller - for a 3x3 within-subjects study.

telepresence. We also provide an overview of existing works around
camera placement and height.

2.1 Wearable Camera Placements
There has been much work in the HCI community to try out differ-
ent bodily camera placements, for telepresence or live-streaming.
Companies like GoPro sell a variety of mounts and straps to support
multiple placements, including backpack-based poles, head and hel-
met mounts, chest and shoulder straps, hand and wrist straps, and
more [GOP 2019; BHA 2019]. Many recent telepresence projects
used placements such as on the shoulder [Kashiwabara et al. 2012;
Kimber et al. 2014; Saraiji et al. 2018; Tsumaki et al. 2012], the chest
[Baishya and Neustaedter 2017; Ishak et al. 2016], the abdomen
[Tobita 2017], the crown of the head [Kasahara et al. 2017; Kasahara
and Rekimoto 2014, 2015; Lee et al. 2017a,b], over the head (via a
pole) [Tang et al. 2017], in a backpack behind the Streamer [Alohali
et al. 2016], and even on the Streamer’s face [Misawa and Rekimoto
2015a,b].

Every bodily camera placement has benefits and drawbacks.
Cameras worn on the chest, abdomen, or shoulder are not affected
by the streamer’s head turns, but the field of view is reduced. Cam-
eras worn on the head allow for a less occluded view, but as the
camera and head are coupled, the viewer can be affected by head
movements. To combat this, it is possible to implement image sta-
bilization, [Kasahara et al. 2017; Kopf 2016], but this can introduce
latency. An overhead vantage point via backpack, mounting pole,
and gimbal stabilizer could provide stabilization without latency
work, but that means the streamer would need to wear additional
gear.

In our study, we analyze perception towards a selection of camera
placements that are representative of prior literature - Overhead,
Chest, and Shoulder. To our knowledge, we are the first to provide
a comparison of user perception on multiple viewpoints. While
we don’t expect to find a “one-size-fits-all” solution, we do aim at
identifying what types of camera placements are more preferable
than others.

2.2 Panoramic Camera Videography
360◦ cameras are still in their infancy and are on the way to be-
coming more affordable. As such, there is a lack of definitive guide-
lines to help panoramic content creators optimize their shots. That
said, some general 360◦ camera tips have emerged, but they do

not completely converge. Many seem geared towards taking static,
stationary clips. Regarding height, some tips inform creators to
place the camera “eye-level with your subject” [Stark 2017], or “at
chest-level” [Lavigne 2016], or at “person-height” [Price 2017b]. As
far as distance from the subject is concerned, various resources
suggest keeping the camera at a balanced distance [Ergürel 2016;
Facebook 2016; Price 2017a; Samsung 2016; Sarconi 2017].

Telepresence with body-worn cameras cannot completely sub-
scribe to these tips, because there will often be more than one
subject in the scene, the surrogate will often walk around, and the
camera viewpoint is coupled with the height of the streamer. For
instance, a 6’0” streamer placing the camera over their head would
introduce an even taller view. To accommodate a more natural
height for a shorter viewer, that surrogate could place the camera
on the shoulder; but then that would affect how much of the envi-
ronment can be seen (see Figure 1). With these issues in mind, our
study analyzes the importance of these factors to help determine
what viewers prefer.

2.3 View Height in VR and Telepresence
There has been research to help understand how humans estimate
heights and distances in VR. Mohler et al. [2006] found that people
are more adept at judging distances in the real world, but to help
alleviate this, virtual avatars can provide a frame of reference for
more accurate distance judgments [Mohler et al. 2010]. Leyrer et al.
[2011] found that varying viewpoint heights for a given scene can
affect distance judgment as well, as is also implied by Kuhl et al.
[2009]. Banakou et al. [2013] studied this effect when participants
were given a child avatar body. In our work, we measure how
adept our users are at judging heights, but we additionally aim at
understanding how various levels of camera height affect the overall
user experience. A recent study suggested putting the camera at a
constant height of 4’11” (150cm), but was not in the context of body-
worn telepresence [Keskinen et al. 2019]. In a robotic telepresence
setting, it is possible to move the camera up and down [Matsuda
and Rekimoto 2016], but this is not as feasible when the camera
is worn on a person’s body, without changing other variables. As
such, we expect that camera height and bodily camera placement
must be balanced to provide optimal user experience. Our work
helps to identify how to achieve this balance.
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3 METHODS
3.1 Study Design
We designed a 3x3 within-subjects study varying Camera Place-
ment and Camera Height. We used a simulated virtual environment
(VE) for our study. VEs have been used in research for a variety
of reasons, including to provide a controlled study space, reduce
external and potentially confounding variables, and maintain study
feasibility, with little sacrifice to realism [Beidel et al. 2017; Duncan
and Murphy 2017; Ragan et al. 2009]. The use of a VE for our study
allowed us to maintain variable constancy, such as the surrogate
walking gait, level of action, camera steadiness, latency, networking
hiccups, etc.

Camera Placement had 3 levels representative of prior literature
and common action camera placements - over the head (“Overhead”)
[Tang et al. 2017], on the chest near the shirt pocket (“Pocket”)
[Baishya and Neustaedter 2017; Ishak et al. 2016], and on the shoul-
der (“Shoulder”) [Kashiwabara et al. 2012; Kimber et al. 2014; Saraiji
et al. 2018; Tsumaki et al. 2012]. For each of our conditions, there
are different ways of achieving similar levels of occlusion while
being able to manipulate height. For instance, in the Overhead con-
ditions, the surrogate’s body occludes the bottom part of the view;
similar views are commonly achieved using a hand-held selfie stick
or telescopic pole. In the Pocket conditions, the surrogate’s body
blocks the back portion of the view; similar views can be achieved
by placing the camera near the abdomen [Tobita 2017] or by using a
neck-worn camera (e.g. those used by law enforcement officers). In
the Shoulder conditions, the surrogate’s body blocks a piece of the
bottom part of the view, and the head blocks the view opposite of
the mounted shoulder. The view can be manipulated by including
actuators to adjust the camera with 6 degrees of freedom [Kimber
et al. 2014; Matsuda and Rekimoto 2016].

Camera Height had 3 levels we felt would give us a good range of
exploration - the participants’ natural eye height (“Normal”), their
eye height plus 12 inches (“Taller”), and their eye height minus
12 inches (“Shorter”). We chose 12 inches because the difference
between an average male and average female in the United States
is 6 inches, and two standard deviations of height is 6 inches [Fryar
et al. 2016]. Thus, a 12 inch step covers likely ground. We also
acknowledge that live streaming is becoming increasingly popular,
even at the extremities of average adult human height. For instance,
consider the National Basketball Association’s VR app [NBA 2019].
Currently, the app enables viewers to watch live games with a VR
HMD, from the view of a static, court-side camera. It seems plausi-
ble that the NBA would, in the future, live-stream feeds worn by
the players, whose average height in the 2018-2019 season was 6’7”
with a standard deviation of 3.3 inches [RealGM 2019]. Additionally,
while we do not advocate for minors to wear cameras, we acknowl-
edge that this is a plausible scenario [Everson et al. 2019; Kelly et al.
2012], especially as life-logging tools are becoming more readily
available. As such, our height conditions represent a wide range of
plausible use cases.

These levels totaled 9 conditions, which were randomized and
counter-balanced in a Latin Square design. Our study received IRB
approval, and we obtained informed consent from participants
before they participated in our study.

Figure 2: Sample snapshot of the environment. Stimuli were
distributed and organized in various placements.

3.2 Research Hypotheses
We expect viewers to desire a camera height that matches their own
height, but in practice this is not always feasible. Average adult
height varies significantly between men and women, and between
people from different countries [Cavelaars et al. 2000; Frankenberg
and Jones 2004; Fryar et al. 2016; Li et al. 2009; Venkaiah et al. 2002].
To compensate for a difference in height, the streamer could move
the camera to a different part of the body; but, this may result in an
unnatural or occluded view.Wewould expect an optimal experience
to have a natural viewing height while also affording the clearest
viewpoint possible. We thus conducted our study considering these
factors, hypothesizing the following:

• H1: We expect a main effect of camera placement such that
users will prefer an unoccluded view.
• H2: We expect a main effect of camera height such that users
will prefer a viewing angle similar to their natural height.

3.3 Subjects
A priori power analysis using G*Power indicated that we needed
a minimum of 22 users to detect a medium effect size [Faul et al.
2007]. We recruited 26 participants for our study from the student
body of the University of Central Florida. 21 were male and 5 were
female. Their age ranged from 18 to 29 (M = 20.8; SD = 2.74). We
measured participant height; the range was 4’9” / 1.44m to 6’3” /
1.91m (M = 5’9” / 1.75m; SD = 4.21in / 10.7cm). All participants
had normal vision, or they wore corrective lenses during the study.
We asked participants how often they watch 360◦ videos, and the
Median response was “Rarely.” Similarly, the Median response for
how often they use VR was “Rarely.”

3.4 Apparatus
We created our virtual environment using the 2017.3.0f3 version of
Unity3D. We ran the study on a laptop with Windows 10, Intel core
i7-7700HQ at 2.8GHz, with 12GB of RAM, with an Nvidia GeForce
GTX 1060. The HTC Vive HMD was used to run the scenario.
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3.5 Virtual Environment
We retooled a VE [Shade 2018] to create a virtual art museum (see
Figure 2). A museum tour is a plausible example use case, and we
were influenced by Tang et al. [2017], who performed a real-life
task in which participants needed to search for art during a virtual
tour. Our room was rectangular with a dividing wall through the
middle, lengthwise. On the walls were famous paintings. The very
center of each painting was approximately 5’10” / 1.8m off the floor.
Between paintings, there were pedestals that held sculptures. The
sculptures rested approximately 2’3” / .7m off the floor. On the floor,
ornate rugs were laid out. Scattered in the room were digital human
museum-goers who stayed in-place.

For each stimulus type, we proposed a “real” and a “counterfeit”
(see Procedure). We tried to balance subtlety with objectivity for
the counterfeits, such that the participants would need to inspect
the objects yet be able to recognize that something has changed.
For the paintings, we performed a web search with the phrase
“famous paintings” and selected a subset. To find the counterfeits, we
performed a web search for each one, including the word “parody.”
We were able to pair every real painting with a parody. For instance,
we used Starry Night, and the counterfeit featured Darth Vader
[Gilbert 2018]. For the sculptures, we first defined a list of objects
that typically have one size in the real world, in hopes of giving
visual cues for perceiving camera height. For the counterfeits, we
used properties of association. For instance, we used a soccer ball,
and the counterfeit was a basketball. For the carpets, we performed
a web search for “ornate rugs,” and found various patterns. For
the counterfeits, we inverted the color scheme but maintained the
patterns.

The stimuli weremapped symmetrically. There was a box-shaped
path that the virtual surrogate walked, and both sides of the path
were as equal as possible in terms of stimuli count and placement.
One side of the museum had a door, and the opposite side had a
large painting. All paintings and sculptures were scaled to life-size.
In total, there were 15 famous paintings, 12 sculptures, 6 rugs, and 4
museum-goers. To simulate common visual artifacts of live-stream
cameras, we constructed a virtual Camera Rig that consisted of six
90◦ cameras, each using the following Unity3D post-processing
techniques and values:

• Antialiasing (Fast Approximate Anti-Aliasing)
• Ambient Occlusion (Intensity = 1; Radius = 0.3; Sample
Count = Medium; Downsampling Enabled)
• Motion Blur (Shutter Angle = 270; Sample Count = 10;
Frame Blending = 0)
• Grain (Intensity = 0.5; Luminance Contribution = 0.8; Size
= 0.7; Colored Enabled)

We mapped the output of the camera rig to the Unity3D Skybox.
This, combined with the post-processing techniques, resulted in
the “stitching” artifact that can be found in multi-lens cameras. The
virtual surrogate was the “Ethan” model that is found in Unity3D’s
tutorials, modified to have a constant walking speed regardless of
model size. For our study, we assume camera stabilization, i.e. the
streamer’s walking gait had no effect on the camera, except for
when the model turned 90 degrees on the path.

3.6 Procedure
Recruited participants first reviewed an informed consent form. We
did not collect signatures. Users were seated in a chair inside of the
HTC Vive play area; the play area was scaled down, so participant
head translations did not have an effect on the viewing experience.
Next, we gave a demographics survey, noting the height of our
participant, and subtracting the difference between their eyes and
the top of their head (approx. 5in). Following, we described the
study to our users. We explained that the objective was to explore
the museum by inspecting all paintings, sculptures, and rugs. To
ensure the user adequately and intently explored the museum each
time, we randomly replaced one of the paintings, sculptures, and
rugs with a counterfeit - the user’s task, therefore, was to identify
these counterfeits every condition. To prevent a learning effect,
the counterfeit objects and their locations were randomized every
run. Before the user entered VR, we first showed them a simple
website with pictures of the correct stimuli, allowing as much time
as needed for them to become familiar. Following, we ran the user
through a practice trial, in which the camera floated in air (there
was no surrogate). The length of this practice run - and each trial -
was approximately 2.5 minutes.

The user was then run in the first condition with the surrogate
visible. We did not tell the user which condition was being run. Dur-
ing the task, we hand-recorded the user’s audible feedback. After
the run was complete, the user filled out a questionnaire. We then
told the user how tall the camera was, to untangle confusion which
could affect our final survey. We then loaded the next condition and
repeated these steps. After all conditions were completed, we gave
the user one final questionnaire, to rank all conditions. The time to
complete the study was approximately 50 minutes, and participants
were given 10USD in cash.

3.7 Dependent Variables
We administered a questionnaire after each condition to measure if
the user thought the view was Free from Occlusions and if it had a
Natural Height. The measures consisted of the following items, on
a 7-point Likert scale (1 = strongly disagree, 7 = strongly agree):

• Questions regarding Free-from-Occlusions (FfO):
– The camera placement allowed me to see everything I
needed to see

– Nothing blocked my view to the point where I became
disoriented

– My field of view was clear, so I could perform the task
• Questions regarding Natural Height (NH ):
– The height of the camera felt natural to me
– The camera height let me view the environment with ease
– I liked the height of the camera placement
• All things considered, please give a score to that camera
placement (1 = Terrible, 7 = Excellent)

After each condition, we also asked “Was the view shorter, taller,
or equal to your natural height?” Users were also asked to explain
what they liked or disliked about each condition. After all conditions
were complete, the user was asked to rank all of the conditions
from best to worst. They were also asked to tell us the rationale for
why they selected the best and worst conditions.
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Table 1: Descriptive Statistics of All Conditions by Dependent Variable

Placement Height Free-from-Occlusions Natural Height Overall Rating

Overhead Taller M = 5.923, SD = 1.356 M = 5.551, SD = 1.447 M = 5.846, SD = 1.084
Natural M = 6.103, SD = 1.014 M = 5.821, SD = 1.246 M = 6.000, SD = 0.849
Shorter M = 5.949, SD = 1.183 M = 5.154, SD = 1.620 M = 5.269, SD = 1.430

Pocket Taller M = 6.000, SD = 1.227 M = 5.564, SD = 1.456 M = 5.654, SD = 1.294
Natural M = 6.205, SD = 1.333 M = 6.308, SD = 0.958 M = 6.269, SD = 0.919
Shorter M = 6.013, SD = 1.222 M = 5.231, SD = 1.494 M = 5.385, SD = 1.235

Shoulder Taller M = 3.397, SD = 1.854 M = 4.551, SD = 1.649 M = 3.731, SD = 1.185
Natural M = 3.000, SD = 1.683 M = 4.538, SD = 1.633 M = 3.385, SD = 1.359
Shorter M = 3.244, SD = 1.692 M = 4.321, SD = 1.640 M = 3.423, SD = 1.419

Table 2: Repeated Measure ANOVA Results

Construct ANOVA Result

Main Effect of Camera Placement

FfO F (2, 50) = 71.50,p < .001,η2p = .741
NH F (2, 50) = 16.58,p < .001,η2p = .399

Overall F (2, 50) = 58.96,p < .001,η2p = .702

Main Effect of Camera Height

FfO F (2, 50) = 0.531,p = .591,η2p = .021
NH F (2, 50) = 5.946,p < .005,η2p = .192

Overall F (2, 50) = 2.707,p = .077,η2p = .098

Interaction Effect of Camera Height * Camera Placement

FfO F (4, 100) = 1.808,p = .133,η2p = .067
NH F (4, 100) = 1.182,p = .324,η2p = .045

Overall F (4, 100) = 1.438,p = .227,η2p = .054

Figure 3: Average Overall Rating by Condition. The Shoul-
der placement was rated poorly, and in general, participants
more preferred the Natural Height conditions.

3.8 Data Analysis Approach
In order to assess the construct validity of the dependent variables,
we first tested for internal consistency by calculating Cronbach’s
alpha [Cronbach 1951]. FfO and NH were both above the 0.7 thresh-
old for reliability (FfO: α = .889; NH : α = .824). Thus, we averaged
the values together to form an index per construct, per condition.
As a single-item measure, we did not assess Overall Rating for con-
struct validity. Since the DVs were not normally distributed, we
used non-parametric tests to test our hypotheses. We anticipated a
possible interaction effect between camera placement and height, so
we chose to use the Aligned Rank Transform (ART) tool [Wobbrock
et al. 2011], so that we could run a repeated measures ANOVA.
For our post-hoc tests, we controlled Type I errors by performing
Holm’s Sequential Bonferroni Adjustment [Holm 1979]. For qualita-
tive feedback, we used an open coding process to identify emerging
themes. We present illustrative quotes to help unpack some of the
nuance around the experimental results of our study.

4 RESULTS
We first present the descriptive characteristics of our data, followed
by the results of our hypothesis testing, and a summary of our
findings.

4.1 Descriptive Statistics
The descriptive statistics of our DVs can be found in Table 1. The fol-
lowing sections describe the results of repeated measures ANOVAs,
as shown in Table 2.

4.2 ANOVA Results
4.2.1 H1: Main Effect of Camera Placement. An ANOVA revealed
a significant effect of Camera Placement on each of our dependent
variables; see Table 2. Post-hoc t-tests revealed significant differ-
ences (see Table 3); for the FfO construct, there were differences
between Overhead and Shoulder, as well as Shoulder and Pocket.
Most of our participants indicated that the Shoulder placement was
annoying, frustrating, or generally negative because the surrogate’s
head blocked the right side. See Figure 4.

We also found a significant main effect of Camera Placement on
NH. Post-hoc t-tests again revealed differences between Overhead
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Table 3: Significant Post-hoc T-Test Results by Main Effect

Construct Condition A M SD Condition B M SD Result

Effect of Camera Placement

Free-from-Occlusions Overhead 5.991 1.190 Shoulder 3.214 1.745 t (25) = 11.35,p < .001
Free-from-Occlusions Pocket 6.073 1.260 Shoulder 3.214 1.745 t (25) = 10.13,p < .001

Natural Height Overhead 5.509 0.941 Shoulder 4.808 0.951 t (25) = 2.995,p < .001
Natural Height Pocket 5.701 0.761 Shoulder 4.808 0.951 t (25) = 5.125,p < .001

Overall Overhead 5.705 0.881 Shoulder 3.513 1.076 t (25) = 8.833,p < .001
Overall Pocket 5.769 0.873 Shoulder 3.513 1.076 t (25) = 9.730,p < .001

Effect of Camera Height

Natural Height Natural 5.556 1.502 Shorter 4.902 1.632 t (25) = 3.004,p < .05
Natural Height Taller 5.560 1.447 Shorter 4.902 1.632 t (25) = 2.756,p < .05

Figure 4: Free-from-Occlusions (FfO) Index Rating with 95%
confidence, by camera placement. The camera being worn
on the shoulder resulted in a significant portion of the scene
being occluded, detracting from user perception.

Figure 5: Natural Height (NH) Index Rating with 95% con-
fidence, by camera height. Participants naturally indicated
Medium and Taller heights as their favorites.

and Shoulder, as well as Shoulder and Pocket. We would not expect
this, as the varying levels of height were consistent between all
camera placements. Due to this unanticipated finding, we later
present a post hoc analysis of how participants’ perception of height
varied based on camera placement; see Figure 5.

We also found a significant main effect of Camera Placement on
Overall Rating. Post-hoc t-tests again revealed differences between
Overhead and Shoulder, as well as Shoulder and Pocket. This result
compounds with the previous t-tests; occluding the entire right side
(effectively 90◦ of the entire viewpoint) detracted from the overall
experience.

4.2.2 H2: Main Effect of Camera Height. An ANOVA revealed a
significant main effect on the NH construct, but not on FfO or
on Overall Rating. Post-hoc t-tests reveal significant differences
between Natural and Shorter heights, as well as Taller and Shorter
heights; see Table 3. Expectedly, participants found their natural
height to be favorable, but unexpectedly, they were unfazed by
the taller placement. They did, however, find the shorter camera
heights to be less natural. See Figure 5 for illustration.

4.2.3 Interaction Effect of Camera Placement * Camera Height. An
ANOVA did not reveal a significant interaction effect between Cam-
era Placement and Camera Height; see Table 2.

4.3 Perception of Camera Height
Due to the significant main effect of Camera Placement on the NH
construct we conducted a post hoc analysis to help understand
why this result emerged. Using our qualitative feedback, we found
an interesting result regarding how tall each condition made the
participants feel; see Figure 6. During the Overhead conditions, par-
ticipants often believed the viewpoints were taller than what they
actually were, simply because the surrogate’s head was seen under-
neath them. If we treat the results of this question as a pass/fail item,
then only 54% Overhead, 71% Pocket, and 51% Shoulder heights
were correctly perceived. Considering our VE, there are only a
handful of items with which users could really infer height - paint-
ings, sculptures / pedestals, museum-goers, and the surrogate. The
Overhead and Shoulder placements naturally forced the users to
see the avatar’s head either below or at eye-level, respectively; but
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Figure 6: Perceived Camera Height by Placement. Partici-
pants were in-tunewith height while using the Pocket place-
ment, but for the Overhead conditions, participants often
felt taller regardless of height.

Figure 7: Average Rank by condition with 95% confidence.
The Overhead and Pocket placements were well regarded
compared to the Shoulder placement. In general, users most
preferred the camera to be at their natural viewing height.

for the Pocket placement, the users had to go out of their way to see
anything other than the avatar’s legs. Supporting evidence can be
found in comments. For the Overhead placement, some participants
felt taller simply because there was a head beneath them:

• “I feel taller because I see the dude’s head below.”
• “The viewing angle was a bit high, looking down on every-
thing.”
• “I feel like the overall view is lower, but because the avatar is
under me, I still feel tall.”
• (As part of positive feedback for the Shorter condition) “Im tall
so the farther off the ground I am the more comfortable”

For the Pocket placement, the participants indicated that the
camera wearer did not affect them, and they really only needed to
look forward and to their sides, rarely commenting on anything
past their immediate view:

• “I didn’t do it, but if I looked back, I would’ve seen the avatar.”
• “The model rarely got in the way of my view...”

• “This was a great, unobscured view of almost everything.”
• “Nothing from the avatar impeded my vision...”
• “I barely noticed the avatar.”
• “The front pocket gives a very clear view of everything in the
front.”

Based on this user feedback, it is clear that the virtual streamer
was a visual cue that participants used to infer height.

4.4 Feedback from Participants
Next, we analyzed the questionnaire item regarding subjective
height perception, and we coded the open response questions in
order to determine which placements were regarded positively and
negatively, and why.

4.4.1 Ranking Data. Looking at the Ranking data (Figure 7), we
find that Shoulder was indeed the worst position of the three; Over-
head and Pocket were very positive and comparable. For all place-
ments, we find that the Natural height was viewed as best, followed
by a Taller height. This feedback compounds with the quantitative
results. Out of all twenty-six (26) users, none of them ranked the
Shoulder best, and twenty (20) thought it to be the absolute worst.
See Figure 7 for illustration.

There were a number of themes that emerged regarding factors
that influenced user satisfaction. Amajority of the participants (65%)
indicated that a field of view which was free from occlusions was
the main benefit of their favorite condition. Forty-two percent (42%)
indicated that their favorite placement felt natural to them. Only
nine (9) participants responded that height was a major detriment
in their least preferred condition. Interestingly, six (6) participants
responded that visual features of the virtual avatar was a major
drawback:

• “I didn’t like his head being so close to me.”
• “...I felt uncomfortable with the head bouncing.”
• “...I felt like the avatar was bouncing too much.”
• “The avatar’s head was extremely distracting.”
• “It feels a little odd with someone’s head right under my chin...”

In the end, however, occlusion (or lack thereof) is the main
contributor to the success of the camera placements.

4.4.2 Virtual Presence and Viewpoint Metaphors. While we often
found that our participants simply did not want to see the avatar,
some of the users did provide us with interesting feedback, reveal-
ing comments that indicate they gained some sense of immersion
or presence in the virtual environment. Others provided colorful
metaphors within their negative comments for the various camera
placements:
• Overhead:
– “It felt like I was riding a horse.”
– “...it was like piggy-backing on someone’s back.”
• Pocket:
– “It let me view my feet and legs easily...”
– “Finally know what its like to be tall...”
– “Made me feel like I was actually walking through.”
– “I felt like I was being held like a baby.”
– “This is what its like being in my girlfriend’s body.”
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• Shoulder:
– “You can see the characters face, and have kinda like a
first/third person view.”

– “I was able to view paintings as if I were really there...”
– “...I don’t like being on someones shoulder.”
– “I felt like a Siamese twin [sic].”

5 DISCUSSION
5.1 The Clearer the View, the Better
Our results indicate a strong disdain for camera placements which
block a significant portion of the front hemisphere. The Shoulder
only had approximately 90◦ of the environment blocked, and the
Pocket had 180◦ blocked; but the right side was more important to
our users than the back. Our users were able to complete inspection
before the avatar walked past stimuli, plus they were seated for the
entirety of the study (so it was difficult to turn their head around).
We would expect our finding to hold true in cases where important
stimuli enter the view from the front. For complex environments
where stimuli moves or appears from behind, we would anticipate
a placement similar to Overhead being most desirable, to provide
the most opportunity for exploration. For instance, the multi-lens
camera setup in Kasahara et al. seems to meet user needs [Kasahara
et al. 2017; Kasahara and Rekimoto 2014, 2015]. While our users
did not like the Shoulder camera placement, interestingly, prior
researchers did find a similar rig to be well-received [Kimber et al.
2014; Kratz et al. 2015, 2014]; they implemented a gimbal device
which can be directly manipulated by the viewer via a GUI system,
so perhaps it was this sense of control that helped users perceive it
positively [Kimber et al. 2014].

5.2 Users Don’t Want to See the (Virtual)
Streamer

Our participants often pointed out that the virtual streamer had
strange, unattractive, or undesirable traits, or simply didn’t want to
see the model bouncing around while walking. We acknowledge the
Ethan model looks somewhat strange, and this could have made the
participants perceive the avatar negatively. But, user comments also
indicated that camera placement affected overall perception. The
Pocket offered the most unoccluded view, and users had to go out
of the way to see the avatar’s features; but even in these conditions
we found users pointing to negative features of the avatar. This
shows that our participants, for our task and in our environment,
did not want the avatar to appear in their view; as such, our study
cannot answer to a setup where the streamer is someone that the
user knows, e.g. a friend, family member, or celebrity streamer. We
would expect users to perceive camera placementsmore positively if
a loved one was in the view [Kimber et al. 2014], but users could still
communicate with each other regardless [Baishya and Neustaedter
2017; Ishak et al. 2016].

5.3 Placement Matters More than Height
Based on these results, it seems that camera height may not be a
driving factor for success; while the Shorter height was the least
natural to our users, it didn’t seem to detract from the experience
as much as camera placement. This is contradictory to previous

research, which suggests that lower camera heights are more ac-
ceptable to higher heights [Rothe et al. 2018]. We suspect that there
are external variables not identified here which cause a difference in
height preference; for instance, culture may be such a variable. We
acknowledge that our study only analyzed 3 relative heights, but +/-
12in covers a large range. If we inspected an even wider range, we
would begin including positions alongside the extremities of adult
human height. Our results corroborate with previous findings: our
participants had trouble identifying the “correct” camera height,
which is expected - humans do not excel at judging VR heights and
distances [Asjad et al. 2018; Geuss et al. 2010; Leyrer et al. 2011;
Mohler et al. 2006]. Telepresence between taller and shorter individ-
uals may not be harmed by the disparity in user heights. A drastic
difference may result in a drop in user satisfaction, but our results
imply that it would need to be severe.

5.4 Different Placements Give Different Sense
of Story

User feedback indicated varying experiences through themetaphors
they provided in their comments. It is important to convey a sense
of presence to the user as that allows them to feel as if they were
“actually there” [Bowman et al. 2004; Heeter 1992; Schuemie et al.
2001], which is one of the goals for telepresence. Metaphors have
been used to help describe telepresence setups, such as the user
assuming the role of a parrot sitting on the shoulder [Kimber et al.
2014], or a ghost watching the world from another person’s view
[Kasahara and Rekimoto 2014], or even borrowing another person’s
body [Misawa and Rekimoto 2015b]; but our users sometimes felt
like they were taking a ride on an animal or being carried around
like a child. We find that the Pocket placement helped conveyed
a sense of active exploration because the users felt like they were
the avatar, due to the character being behind the camera, whereas
the Overhead and Shoulder conditions conveyed a sense of passive
exploration because the users felt like they were watching the avatar
from a third-person viewpoint.

Content streamers have opportunity to give two different types
of experiences, simply by wearing the camera in different spots -
one where the viewer is the “star of the show,” and one where the
viewer watches the events transpire. In a case where the streamer
and viewer are strangers, we would recommend a placement similar
to Pocket. When the streamers know each other and want to have a
communicative experience, an Overhead or even a Shoulder place-
ment could suffice, as the viewer can then clearly see non-verbal
social cues such as upper body gestures or facial features.

6 LIMITATIONS AND FUTUREWORK
While we believe our virtual environment consisted of a good num-
ber of stimuli via the paintings and sculptures, the carpets were not
too interesting, and the counterfeits were easy to spot. While car-
pets make sense for a museum environment, more complex stimuli
such as sidewalk chalk art could be better suited for an inspection
task, and therefore may have revealed a difference in preference
between Overhead and Pocket. We are confident, however, with our
results being representative for environments with much stimuli
that is “eye-level.” We also acknowledge that our virtual environ-
ment may be perceived differently than a “real-life” setup. In the
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future, we plan on taking learned outcomes from this study and ap-
plying them to a variety of real-world scenarios. For instance, 360◦
videos are commonly employed for action sports such as skiing and
skateboarding, but our test case was a milder indoor exploration
task. While our results cannot generalize to all types of telepres-
ence interaction, we plan on using the lessons learned here and
analyzing the effects of different walking gaits, speeds, and levels
of activity, as well as analyzing how these qualities are perceived
by participants. Further, while our users found the Shoulder place-
ment negative here, it may be a good placement when the surrogate
is a friend or family member, so the viewer could see their face.
Our study did not contain an aspect of verbal communication, but
we plan on taking the current findings and applying them to a
real-world task, e.g. a dyadic exploration of a remote environment
between friends. We also plan on studying different environments
and scenarios in which streamers have begun to explore, to analyze
how viewers perceive varying levels of action.

7 CONCLUSION
Telepresence is the culmination of recent technological breakthroughs
that we expect to become commonplace in the near future. Our
novel investigation contributed a study that revealed how users
of similar systems perceive various body-worn 360◦ camera place-
ments, and we found that there are both positive and negative qual-
ities which can be adjusted for optimal usage. We recommend, if
possible, that shorter streamers use an Overhead camera placement,
and taller streamers use a Pocket-esque placement, to comfortably
accommodate their audience. Our results indicate that this kind
of interaction can be used between people of varying heights, in
a variety of different cultures, communities, and environments. It
is our hope that our investigation will lead streamers onto a path
which will provide the best possible experience for their viewers.

ACKNOWLEDGMENTS
This work is supported in part by NSF Award IIS-1638060, Lockheed
Martin, Office of Naval Research Award ONRBAA15001, and Army
RDECOM Award W911QX13C0052. We also thank the anonymous
reviewers for their insightful feedback. Special thanks to Christy
LaPerriere for her graphical design of our Figure 1.

REFERENCES
2019. GoPro Camera Accessories. Retrieved April 23, 2019 from http://shop.gopro.

com/mounts-accessories
2019. Wearable & On-Body Mounts. Retrieved April 23, 2019 from https://www.

bhphotovideo.com/c/buy/body-mounts/ci/26980/N/3673516282
Albara Alohali, Kai Kunze, and Robert Earle. 2016. Run with me: designing storytelling

tools for runners. In Proceedings of the 2016 ACM International Joint Conference on
Pervasive and Ubiquitous Computing: Adjunct. ACM, 5–8.

Noorin Suhaila Asjad, Haley Adams, Richard Paris, and Bobby Bodenheimer. 2018.
Perception of height in virtual reality: a study of climbing stairs. In Proceedings of
the 15th ACM Symposium on Applied Perception. ACM, 4.

Uddipana Baishya and Carman Neustaedter. 2017. In Your Eyes: Anytime, Anywhere
Video and Audio Streaming for Couples. In Proceedings of the 2017 ACM Conference
on Computer Supported Cooperative Work and Social Computing. ACM, 84–97.

Tim Bajarin. 2015. Are 360-Degree Cameras the Next Big Thing in Video? Retrieved
September 19, 2018 from https://www.pcmag.com/article2/0,2817,2492098,00.asp

Domna Banakou, Raphaela Groten, andMel Slater. 2013. Illusory ownership of a virtual
child body causes overestimation of object sizes and implicit attitude changes.
Proceedings of the National Academy of Sciences 110, 31 (2013), 12846–12851.

Deborah C Beidel, B Christopher Frueh, Sandra M Neer, Clint A Bowers, Benjamin
Trachik, Thomas W Uhde, and Anouk Grubaugh. 2017. Trauma management

therapy with virtual-reality augmented exposure therapy for combat-related PTSD:
A randomized controlled trial. Journal of anxiety disorders (2017).

Doug Bowman, Ernst Kruijff, Joseph J LaViola Jr, and Ivan P Poupyrev. 2004. 3D User
interfaces: theory and practice, CourseSmart eTextbook. Addison-Wesley.

AEJM Cavelaars, AE Kunst, JJM Geurts, R Crialesi, L Grötvedt, U Helmert, Eero
Lahelma, Olle Lundberg, Andreas Mielck, N Kr Rasmussen, et al. 2000. Persistent
variations in average height between countries and between socio-economic groups:
an overview of 10 European countries. Annals of human biology 27, 4 (2000), 407–
421.

Lee J Cronbach. 1951. Coefficient alpha and the internal structure of tests. psychome-
trika 16, 3 (1951), 297–334.

Brittany A Duncan and Robin R Murphy. 2017. Effects of Speed, Cyclicity, and Dimen-
sionality on Distancing, Time, and Preference in Human-Aerial Vehicle Interactions.
ACM Transactions on Interactive Intelligent Systems (TiiS) 7, 3 (2017), 13.

Deniz Ergürel. 2016. 6 tips for learning how to shoot 360ř videos. Retrieved March 3,
2018 from https://ijnet.org/en/blog/6-tips-learning-how-shoot-360-videos

Bethan Everson, Kelly A Mackintosh, Melitta A McNarry, Charlotte Todd, and Gareth
Stratton. 2019. Can Wearable Cameras Be Used to Validate School-Aged ChildrenŠs
Lifestyle Behaviours? Children 6, 2 (2019), 20.

Facebook. 2016. Better Practices for 360. Retrieved September 6, 2018 from https:
//www.facebook.com/facebookmedia/blog/better-practices-for-360

Franz Faul, Edgar Erdfelder, Albert-Georg Lang, and Axel Buchner. 2007. G* Power 3: A
flexible statistical power analysis program for the social, behavioral, and biomedical
sciences. Behavior research methods 39, 2 (2007), 175–191.

Elizabeth Frankenberg and Nathan R Jones. 2004. Self-rated health and mortality:
does the relationship extend to a low income setting? Journal of health and social
behavior 45, 4 (2004), 441–452.

Cheryl D Fryar, Qiuping Gu, Cynthia L Ogden, and Katherine M Flegal. 2016. Anthro-
pometric reference data for children and adults; United States, 2011-2014. (2016).

Michael Geuss, Jeanine Stefanucci, Sarah Creem-Regehr, and William B Thompson.
2010. Can I pass?: using affordances to measure perceived size in virtual environ-
ments. In Proceedings of the 7th Symposium on Applied Perception in Graphics and
Visualization. ACM, 61–64.

Knoll Gilbert. 2018. Retrieved May 15, 2019 from https://www.etsy.com/listing/
520519597/darth-vader-death-starry-night-vincent

Jefferson Graham. 2016. Why 360 video is the next big thing in tech. Re-
trieved September 19, 2018 from https://www.usatoday.com/story/tech/2016/01/08/
why-360-video-next-big-thing-tech/78499508/

Carrie Heeter. 1992. Being there: The subjective experience of presence. Presence:
Teleoperators & Virtual Environments 1, 2 (1992), 262–271.

Sture Holm. 1979. A simple sequentially rejective multiple test procedure. Scandinavian
journal of statistics (1979), 65–70.

Clarissa Ishak, Carman Neustaedter, Dan Hawkins, Jason Procyk, and Michael Massimi.
2016. Human proxies for remote university classroom attendance. In Proceedings of
the 2016 CHI Conference on Human Factors in Computing Systems. ACM, 931–943.

Shunichi Kasahara, Shohei Nagai, and Jun Rekimoto. 2017. Jackin head: Immersive
visual telepresence systemwith omnidirectional wearable camera. IEEE transactions
on visualization and computer graphics 23, 3 (2017), 1222–1234.

Shunichi Kasahara and Jun Rekimoto. 2014. JackIn: integrating first-person view with
out-of-body vision generation for human-human augmentation. In Proceedings of
the 5th Augmented Human International Conference. ACM, 46.

Shunichi Kasahara and Jun Rekimoto. 2015. Jackin head: An immersive human-human
telepresence system. In SIGGRAPH Asia 2015 Emerging Technologies. ACM, 14.

Tadakazu Kashiwabara, Hirotaka Osawa, Kazuhiko Shinozawa, and Michita Imai. 2012.
TEROOS: a wearable avatar to enhance joint activities. In Proceedings of the SIGCHI
Conference on Human Factors in Computing Systems. ACM, 2001–2004.

Paul Kelly, Aiden R Doherty, Alex Hamilton, Anne Matthews, Alan M Batterham,
Michael Nelson, Charlie Foster, and Gill Cowburn. 2012. Evaluating the feasibility of
measuring travel to school using a wearable camera. American journal of preventive
medicine 43, 5 (2012), 546–550.

Tuuli Keskinen, Ville Mäkelä, Pekka Kallioniemi, Jaakko Hakulinen, Jussi Karhu,
Kimmo Ronkainen, John Mäkelä, and Markku Turunen. 2019. The Effect of Camera
Height, Actor Behavior, and Viewer Position on the User Experience of 360 Videos.
In 2019 IEEE Conference on Virtual Reality and 3D User Interfaces (VR). IEEE.

Don Kimber, Patrick Proppe, Sven Kratz, Jim Vaughan, Bee Liew, Don Severns, and
Weiqing Su. 2014. Polly: Telepresence from a GuideŠs Shoulder. In European
Conference on Computer Vision. Springer, 509–523.

Johannes Kopf. 2016. 360 video stabilization. ACM Transactions on Graphics (TOG) 35,
6 (2016), 195.

Sven Kratz, Daniel Avrahami, Don Kimber, Jim Vaughan, Patrick Proppe, and Don Sev-
erns. 2015. Polly Wanna Show You: Examining Viewpoint-Conveyance Techniques
for a Shoulder-Worn Telepresence System. In Proceedings of the 17th International
Conference on Human-Computer Interaction with Mobile Devices and Services Adjunct.
ACM, 567–575.

Sven Kratz, Don Kimber, Weiqing Su, Gwen Gordon, and Don Severns. 2014. Polly:
Being there through the parrot and a guide. In Proceedings of the 16th international
conference on Human-computer interaction with mobile devices & services. ACM,

http://shop.gopro.com/mounts-accessories
http://shop.gopro.com/mounts-accessories
https://www.bhphotovideo.com/c/buy/body-mounts/ci/26980/N/3673516282
https://www.bhphotovideo.com/c/buy/body-mounts/ci/26980/N/3673516282
https://www.pcmag.com/article2/0,2817,2492098,00.asp
https://ijnet.org/en/blog/6-tips-learning-how-shoot-360-videos
https://www.facebook.com/facebookmedia/blog/better-practices-for-360
https://www.facebook.com/facebookmedia/blog/better-practices-for-360
https://www.etsy.com/listing/520519597/darth-vader-death-starry-night-vincent
https://www.etsy.com/listing/520519597/darth-vader-death-starry-night-vincent
https://www.usatoday.com/story/tech/2016/01/08/why-360-video-next-big-thing-tech/78499508/
https://www.usatoday.com/story/tech/2016/01/08/why-360-video-next-big-thing-tech/78499508/


SAP ’19, September 19–20, 2019, Barcelona, Spain Kevin P. Pfeil, Pamela J. Wisniewski, and Joseph J. LaViola Jr.

625–630.
Scott A Kuhl, William B Thompson, and Sarah H Creem-Regehr. 2009. HMD calibration

and its effects on distance judgments. ACM Transactions on Applied Perception (TAP)
6, 3 (2009), 19.

Chris Lavigne. 2016. 360 Video Production Tactics: What WeŠve Learned So
Far. Retrieved March 3, 2018 from https://wistia.com/learn/production/
360-video-shooting-techniques

Gun A Lee, Theophilus Teo, Seungwon Kim, and Mark Billinghurst. 2017a. Mixed
reality collaboration through sharing a live panorama. In SIGGRAPH Asia 2017
Mobile Graphics & Interactive Applications. ACM, 14.

Gun A Lee, Theophilus Teo, Seungwon Kim, and Mark Billinghurst. 2017b. Shared-
sphere: MR collaboration through shared live panorama. In SIGGRAPH Asia 2017
Emerging Technologies. ACM, 12.

Markus Leyrer, Sally A Linkenauger, Heinrich H Bülthoff, Uwe Kloos, and Betty Mohler.
2011. The influence of eye height and avatars on egocentric distance estimates in
immersive virtual environments. In Proceedings of the ACM SIGGRAPH Symposium
on Applied Perception in Graphics and Visualization. ACM, 67–74.

Hui Li, CY Ji, XN Zong, and YQ Zhang. 2009. Height and weight standardized growth
charts for Chinese children and adolescents aged 0 to 18 years. Zhonghua er ke za
zhi= Chinese journal of pediatrics 47, 7 (2009), 487–492.

Akira Matsuda and Jun Rekimoto. 2016. Scalablebody: A telepresence robot supporting
socially acceptable interactions and human augmentation through vertical actua-
tion. In Proceedings of the 29th Annual Symposium on User Interface Software and
Technology. ACM, 103–105.

Kana Misawa and Jun Rekimoto. 2015a. Chameleonmask: Embodied physical and
social telepresence using human surrogates. In Proceedings of the 33rd Annual
ACM Conference Extended Abstracts on Human Factors in Computing Systems. ACM,
401–411.

Kana Misawa and Jun Rekimoto. 2015b. Wearing another’s personality: a human-
surrogate system with a telepresence face. In Proceedings of the 2015 ACM Interna-
tional Symposium on Wearable Computers. ACM, 125–132.

Betty J Mohler, Sarah H Creem-Regehr, and William B Thompson. 2006. The influence
of feedback on egocentric distance judgments in real and virtual environments. In
Proceedings of the 3rd symposium on Applied perception in graphics and visualization.
ACM, 9–14.

Betty J Mohler, Sarah H Creem-Regehr, William B Thompson, and Heinrich H Bülthoff.
2010. The effect of viewing a self-avatar on distance judgments in an HMD-based
virtual environment. Presence: Teleoperators and Virtual Environments 19, 3 (2010),
230–242.

Sasan Mosadeghi, Mark William Reid, Bibiana Martinez, Bradley Todd Rosen, and
Brennan Mason Ross Spiegel. 2016. Feasibility of an immersive virtual reality
intervention for hospitalized patients: an observational cohort study. JMIR mental
health 3, 2 (2016).

NBA. 2019. NBA VR and MR. Retrieved May 7, 2019 from https://www.nba.com/xr
Emily Price. 2017a. 10 Samsung Gear 360 Tips and Tricks. Retrieved March 3, 2018

from https://www.lifewire.com/tips-for-samsung-gear-360-4121408
Emily Price. 2017b. How to Shoot Amazing Pictures with a 360-Degree

Camera. Retrieved March 3, 2018 from https://lifehacker.com/
how-to-shoot-amazing-pictures-with-a-360-degree-camera-1795928246

Eric Ragan, Curtis Wilkes, Doug A Bowman, and Tobias Hollerer. 2009. Simulation
of augmented reality systems in purely virtual environments. In 2009 IEEE Virtual
Reality Conference. IEEE, 287–288.

RealGM. 2019. NBA Players. Retrieved May 7, 2019 from https://basketball.realgm.
com/nba/players

RosaM Baños Rivera, Cristina Botella Arbona, Azucena García-Palacios, Soledad Quero
Castellano, and Juana Bretón López. 2015. Treating emotional problems with virtual
and augmented reality. The handbook of the psychology of communication technology
32 (2015), 548.

Sylvia Rothe, Boris Kegeles, Mathias Allary, and Heinrich Hußmann. 2018. The
impact of camera height in cinematic virtual reality. In Proceedings of the 24th ACM
Symposium on Virtual Reality Software and Technology. ACM, 124.

Samsung. 2016. How to film the best 360ř videos? Retrieved March 3, 2018 from https:
//www.samsung.com/ae/discover/how-to/how-to-film-the-best-360-videos/

MHD Saraiji, Tomoya Sasaki, Reo Matsumura, Kouta Minamizawa, and Masahiko
Inami. 2018. Fusion: full body surrogacy for collaborative communication. In ACM
SIGGRAPH 2018 Emerging Technologies. ACM, 7.

Paul Sarconi. 2017. How to Shoot a 360 Video. Retrieved March 3, 2018 from
https://www.wired.com/2017/02/shoot-360-video/

Martijn J Schuemie, Peter Van Der Straaten, Merel Krijn, and Charles APG Van
Der Mast. 2001. Research on presence in virtual reality: A survey. CyberPsychology
& Behavior 4, 2 (2001), 183–201.

Nova Shade. 2018. Retrieved May 15, 2019 from https://assetstore.unity.com/packages/
3d/environments/showroom-environment-73740

Jamie Stark. 2017. 12 tips for shooting and editing 360-degree video for journal-
ism. Retrieved March 3, 2018 from https://medium.com/@StanfordJournalism/
12-tips-for-shooting-and-editing-360-degree-video-for-journalism-4972cf50b77d

Dustin Stout. 2018. Social Media Statistics 2018: What You Need to Know. Retrieved
September 10, 2018 from https://dustn.tv/social-media-statistics/

Anthony Tang, Omid Fakourfar, Carman Neustaedter, and Scott Bateman. 2017. Col-
laboration with 360ř Videochat: Challenges and Opportunities. In Proceedings of
the 2017 Conference on Designing Interactive Systems. ACM, 1327–1339.

Periscope Team. 2015. Periscope, by the Numbers. Retrieved September 10, 2018 from
https://medium.com/periscope/periscope-by-the-numbers-6b23dc6a1704

Hiroaki Tobita. 2017. Gutsy-Avatar: Computational Assimilation for Advanced Com-
munication and Collaboration. In Robotic Computing (IRC), IEEE International Con-
ference on. IEEE, 8–13.

Yuichi Tsumaki, Fumiaki Ono, and Taisuke Tsukuda. 2012. The 20-DOF miniature
humanoid MH-2: A wearable communication system. In Robotics and Automation
(ICRA), 2012 IEEE International Conference on. IEEE, 3930–3935.

Twitch. 2017. 2017 Year in Review. Retrieved September 10, 2018 from https:
//www.twitch.tv/year/2017/factsheet.jpg

K Venkaiah, K Damayanti, MUNayak, and K Vijayaraghavan. 2002. Diet and nutritional
status of rural adolescents in India. European journal of clinical nutrition 56, 11
(2002), 1119.

Jacob O Wobbrock, Leah Findlater, Darren Gergle, and James J Higgins. 2011. The
aligned rank transform for nonparametric factorial analyses using only anova
procedures. In Proceedings of the SIGCHI conference on human factors in computing
systems. ACM, 143–146.

Xian Wu, Rebecca Thomas, Emma Drobina, Tracy Mitzner, and Jenay Beer. 2017. An
Evaluation of a Telepresence Robot: User Testing among Older Adults with Mobility
Impairment. In Proceedings of the Companion of the 2017 ACM/IEEE International
Conference on Human-Robot Interaction. ACM, 325–326.

https://wistia.com/learn/production/360-video-shooting-techniques
https://wistia.com/learn/production/360-video-shooting-techniques
https://www.nba.com/xr
https://www.lifewire.com/tips-for-samsung-gear-360-4121408
https://lifehacker.com/how-to-shoot-amazing-pictures-with-a-360-degree-camera-1795928246
https://lifehacker.com/how-to-shoot-amazing-pictures-with-a-360-degree-camera-1795928246
https://basketball.realgm.com/nba/players
https://basketball.realgm.com/nba/players
https://www.samsung.com/ae/discover/how-to/how-to-film-the-best-360-videos/
https://www.samsung.com/ae/discover/how-to/how-to-film-the-best-360-videos/
https://www.wired.com/2017/02/shoot-360-video/
https://assetstore.unity.com/packages/3d/environments/showroom-environment-73740
https://assetstore.unity.com/packages/3d/environments/showroom-environment-73740
https://medium.com/@StanfordJournalism/12-tips-for-shooting-and-editing-360-degree-video-for-journalism-4972cf50b77d
https://medium.com/@StanfordJournalism/12-tips-for-shooting-and-editing-360-degree-video-for-journalism-4972cf50b77d
https://dustn.tv/social-media-statistics/
https://medium.com/periscope/periscope-by-the-numbers-6b23dc6a1704
https://www.twitch.tv/year/2017/factsheet.jpg
https://www.twitch.tv/year/2017/factsheet.jpg

	Abstract
	1 Introduction
	2 Related Work
	2.1 Wearable Camera Placements
	2.2 Panoramic Camera Videography
	2.3 View Height in VR and Telepresence

	3 Methods
	3.1 Study Design
	3.2 Research Hypotheses
	3.3 Subjects
	3.4 Apparatus
	3.5 Virtual Environment
	3.6 Procedure
	3.7 Dependent Variables
	3.8 Data Analysis Approach

	4 Results
	4.1 Descriptive Statistics
	4.2 ANOVA Results
	4.3 Perception of Camera Height
	4.4 Feedback from Participants

	5 Discussion
	5.1 The Clearer the View, the Better
	5.2 Users Don't Want to See the (Virtual) Streamer
	5.3 Placement Matters More than Height
	5.4 Different Placements Give Different Sense of Story

	6 Limitations and Future Work
	7 Conclusion
	Acknowledgments
	References

