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A Study on Gaze Movement Tendency According to GUI Type
in 360-degree VR
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Abstract

The 360 VR video has no frame boundaries and the user’s eye movement is characterized by increased
freedom. Due to these characteristics, users may miss an essential part of the 360 VR video narrative, and
their gaze may not move according to the direction of the narrative intended by the director. Therefore, a
directing technique that considers the movement of the user’s gaze in the 360 VR video is required. In
order to analyze the directing technique considering the movement of the user’s gaze in the 360 VR video,
it is necessary to analyze the user’s visual information, and in this case, eye-tracking technology is used. In
this paper, the user’s gaze movement tendency according to the type of GUI in the 360 VR video was
analyzed using the 360 VR eye tracking system. Based on the gaze tracking system, an experiment was
conducted to analyze the user’s gaze movement tendency according to the size, frequency, time, and
number of GUIL. The results were derived that the larger the GUI size, frequency, time, and number values,
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the more active gaze movements were induced, and the longer the GUI exposure time, the more subjects’
gaze movements were induced.
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[Fig. 1] GUI Examples Used for 360 VR Videos
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[Table 1] Classification of GUI Types
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[Fig. 3] 360 VR Gaze Movement Tendency Experiment
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