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Do You Experience Time Differently in VR?
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(1) While Grayson Mullen was playing a virtual reality game at a friend’s
house | 2 & &S [5]
1. he had to stop playing every ten minutes so other people could play.
2. there were so many people taking turns he couldn’t recall his game.

3. he couldn’t even guess how many times he had taken turns playing.

4. everybody complained that he was taking too long to finish his game.

5. he became aware he no longer knew how long he had been playing.

(2) "Time compression" is a phenomenon where
1. game players feel they haven’t had enough time to enjoy VR games.
2. a person’s sense of time before and after playing games is different.
3. it feels as though time passes more quickly than it does in reality.
4. time seems to speed up in reality after taking your headphones off.
5. game players try to do as much as possible in a fixed period time.



(3) The purpose of Mullen’s study was to m
1. design new types monitor that can overcome effects of time compression.
2. test what difference each type of monitor had on a player’s sense of time.
3. compare how CM and VR affect a player’s ability to get a high score.
4. see how long it would take to publish their results in Timing & Time Perception.

5. demonstrate that VR monitors make the game experience more enjoyable.

(4) The results of Mullen’s experiment showed that | f2& &S [8]
1. participants using VR first played on average for almost 30% longer.
2. participants using CM first played on average for almost 30% longer.
3. 39% of players using VR played significantly longer than five minutes.
4. 39% of players using CM played significantly longer than five minutes.
5. only the two outliers were able to judge when five minutes had passed.

(5) A problem with Mullen’s experiment was that | fB&&ES[9] |

1. some participants preferred the VR format and didn’t want to play using CM.

2. limits of time-keeping methodology made it impossible to compare VR and CM.
3. playing with different formats twice in a row caused participants to break down.
4. playing with CM first gave participants an advantage in judging VR play time.

5. students often play computer games so it is easy for them to estimate five minutes.
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(D He learned that there have been a number of researches showing that video games can
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of time,
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@ Since VR often | @EES13] | | BEFES14] |
| @& %&E15] | from sight, it is possible that the inability to see one's own body in VR

keeps the players away from these bodily rhythms,
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(%) he wanted the participants to keep the time-keeping task in their mind.
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(Ly)  The game is made in two formats which are identical to each other in their content and
mode of control but only different in their display type:
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(3) this research leaves many open questions about time compression:
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