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outlines a general idea of the factors that need to be con-
sidered when designing Social VR experiences, such as
enjoyment and interactivity. More studies will need to be
performed to obtain more detailed requirements for spe-
cific application contexts. We plan to follow up on this study
by performing experiments both related to use-cases and
technical choices in Social VR, such as different user repre-
sentation types in VR, and image processing to remove the
HMD within the user representation.

Acknowledgements
This paper was partly funded by the European Commission
as part of the H2020 program, under the grant agreement
762111, "VRTogether" (http://vrtogether.eu/).

REFERENCES
1. Steve Benford, Chris Greenhalgh, Tom Rodden, and

James Pycock. 2001. Collaborative virtual
environments. Commun. ACM 44, 7 (2001), 79–85.

2. Azadeh Forghani, Gina Venolia, and Kori Inkpen. 2014.
Media2gether: Sharing media during a call. In
Proceedings of the 18th International Conference on
Supporting Group Work. ACM, 142–151.

3. Maia Garau, Mel Slater, Vinoba Vinayagamoorthy,
Andrea Brogni, Anthony Steed, and M Angela Sasse.
2003. The impact of avatar realism and eye gaze
control on perceived quality of communication in a
shared immersive virtual environment. In Proceedings
of the SIGCHI conference on Human factors in
computing systems. ACM, 529–536.

4. Simon Gunkel, Martin Prins, Hans Stokking, and Omar
Niamut. 2017a. WebVR meets WebRTC: Towards
360-degree social VR experiences. In Virtual Reality
(VR), 2017 IEEE. IEEE, 457–458.

5. Simon NB Gunkel, Martin Prins, Hans Stokking, and
Omar Niamut. 2017b. Social VR Platform: Building
360-degree Shared VR Spaces. In Adjunct Publication
of the 2017 ACM International Conference on
Interactive Experiences for TV and Online Video. ACM,
83–84.

6. Peter Kauff and Oliver Schreer. 2002. An immersive 3D
video-conferencing system using shared virtual team
user environments. In Proceedings of the 4th
international conference on Collaborative virtual
environments. ACM, 105–112.

7. Jason Leigh, Andrew E Johnson, Thomas A DeFanti,
Maxine Brown, M Dastagir Ali, Stuart Bailey, Andy
Banerjee, P Benerjee, Jim Chen, Kevin Curry, and
others. 1999. A review of tele-immersive applications in
the CAVE research network. In Virtual Reality, 1999.
Proceedings., IEEE. IEEE, 180–187.

8. Rufael Mekuria, Kees Blom, and Pablo Cesar. 2017.
Design, Implementation, and Evaluation of a Point
Cloud Codec for Tele-Immersive Video. IEEE
Transactions on Circuits and Systems for Video
Technology 27, 4 (2017), 828–842.

9. J. Outlaw and B. Duckles. 2017. Why Woman Don’t
Like Social Virtual Reality. (2017).
https://extendedmind.io/social-vr

10. Tekla S Perry. 2016. Virtual reality goes social. IEEE
Spectrum 53, 1 (2016), 56–57.

11. Ralph Schroeder. 2012. The social life of avatars:
Presence and interaction in shared virtual
environments. Springer Science & Business Media.

12. Harrison Jesse Smith and Michael Neff. 2018.
Communication Behavior in Embodied Virtual Reality.
(2018).

Work-in-Progress  TVX 2018, June 26–28, 2018, Seoul, Republic of Korea

238

http://vrtogether.eu/
https://extendedmind.io/social-vr

	Introduction
	Related Work
	Requirements Gathering
	Method
	Technology Setup

	Results
	Discussion & Future Work
	Conclusion
	Acknowledgements
	REFERENCES 



