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Author Questionnaire 

1. Microscopy: Does your protocol involve video microscopy, such as filming a complex dissection or microinjection technique?  N  

2. Software: Does the part of your protocol being filmed demonstrate software usage?  Y
If Yes, we will need you to record using screen recording software to capture the steps. If you use a Mac, QuickTime X also has the ability to record the steps. Please upload all screen captured video files to your project page by the script return deadline

3. Filming location: Will the filming need to take place in multiple locations (greater than walking distance)?   Enter Yes or No.
If Yes, how far apart are the locations? Click to enter distance between locations.
 

Introduction

1. Introductory Interview Statements

Your answers to these questions will become author interview statements, which will be incorporated into the script. Authors will memorize the statements and then deliver them on camera.
· Enter the full name of the author who will deliver the statement on camera.
· Each author should deliver no more than two statements.
· Please answer in full sentences, in a style suitable for being spoken aloud. 
· Limit the length of each statement to 30 words or fewer.
· Answers will be edited for length, clarity, and consistency with journal style guidelines.

REQUIRED: Why is your protocol significant? OR What key questions can this method help answer? 
1.1. Enter author name.: Click here to answer question. Please write in a style that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.[1].

1.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera	

REQUIRED: What is the main advantage of this technique?

1.2. Enter author name: Click here to answer question. Please write in a style that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.[1].

1.2.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera

OPTIONAL: Do the implications of this technique extend toward the therapy (or diagnosis) of a particular disease, disability, or challenge? How so?
1.3. Enter author name: Click here if you choose this question. Please write in a style that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.[1].

1.3.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera
OPTIONAL: Are there any specific areas of research that this method could provide insight into? OR Can this method be applied to any other systems?

1.4. Enter author name: Click here if you choose this question. Please write in a style that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.[1].

1.4.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera

OPTIONAL: How would you expect an individual who has never performed this technique to struggle? Do you have any advice to offer to somebody who is trying this technique for the first time?

1.5. Enter author name: Click here if you choose this question. Please write in a style that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.[1].

1.5.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera

OPTIONAL: Why is visual demonstration of this method critical?

1.6. Enter author name: Click here if you choose this question. Please write in a style that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.[1].

1.6.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera

Introduction of Demonstrator on Camera

Complete this statement ONLY if any of the individuals who will be demonstrating the procedure on camera will not be delivering an Introductory Interview Statement.

1.7. Enter name of author who will introduce demonstrator: Demonstrating the procedure will be Click here to enter name of demonstrator(s)., a Click here to enter demonstrator job title. from my laboratory. Include additional demonstrators as needed.[1][2].

1.7.1. INTERVIEW: Author saying the above
1.7.2. The named demonstrator(s) looks up from workbench or desk or microscope and acknowledges the camera

Ethics Title Card

1.8. Procedures involving animal subjects have been approved by the Institutional Animal Care and Use Committee (IACUC) or equivalent body at (insert Institutional Name).
OR
Procedures involving human subjects have been approved by the Institutional Review Board (IRB) or equivalent body at (insert Institutional Name).

Protocol
Please review this section to make sure that it accurately describes your protocol. Use Track Changes when making edits or revisions.
· The one-digit numbers represent sections of the video. The text will appear onscreen.
· The two-digit numbers (e.g. 2.1., 2.2.) represent steps of your protocol. The text will be recorded by a professional voiceover talent. 
· The three-digit numbers (e.g. 2.1.1., 2.2.2.) represent the shots that our videographer will capture at your lab. 
· To ensure that your protocol can be filmed in one day, the protocol is restricted to 30 steps and/or 60 shots. Current script of protocol: 29 steps, 34 shots.

Please use this draft script to help you prepare for filming day.
· Filming should take no more than 10 minutes per step. If a step will take more than 10 minutes, prepare the product from that step in advance.
2. [bookmark: _GoBack]Processing Data Files and Exporting Objects from Matlab
2.1. To generate the isosurfaces, after downloading the scripts as indicated [1-TXT], open the scripts in Matlab and customize the path File Directory to the folder where scripts and data files are saved [2].
2.1.1. WIDE: Talent downloading scripts TEXT: i.e., create_obj.m and write_wobj.m
2.1.2. SCREEN: To be provided by Authors: Scripts being opened in Matlab, then path being customized
2.2. Create a new folder called Full Set OBJ (O-B-J) and customize the path of GridDir.vTo make this code compatible with user data, making sure the grid information is in a folder that is a child of File Directory [1].
2.2.1. SCREEN: To be provided by Authors: Folder being created, path being customized, then shot of grid information in folder
2.3. Then customize the path variable File Name in which the data files of all 24 time steps will be located and run the script [1].
2.3.1. SCREEN: To be provided by Authors: Path variable being customized, then script being run
3. Surface Rendering 
3.1. For scaling and export of the objects, download the appropriate Blender scripts [1-TXT] and click on the export XVel Blender script as indicated to open Blender version 2.79 and customize the path of file_path to be directed to where the .obj files are located [2].	Comment by Bridget Colvin: Authors: Do you say “X-vell”?
3.1.1. WIDE: Talent downloading scripts, with monitor visible in frame TEXT: Scripts provided in supplementary files for script details
3.1.2. SCREEN: To be provided by Authors: Script being clicked/Blender being opened, path being customized
3.2. In File Explorer, where file_path is directed and under the Full Set OBJ folder, create a new folder called FBX (F-B-X) and click Run Script [1].
3.2.1. SCREEN: To be provided by Authors: New folder being created and Run Script being clicked
3.3. Next, open the export YVel Blender script, customize the file_path, and click Run Script [1].	Comment by Bridget Colvin: Authors: Do you say “Y-vell”?
3.3.1. SCREEN: To be provided by Authors: Script being opened, file path being customized, then Run Script being clicked
3.4. Then open the export ZVort Blender script, customize the file_path, and click Run Script [1].	Comment by Bridget Colvin: Authors: Do you say “V-zort”?
3.4.1. SCREEN: To be provided by Authors: Script being opened, path being customized, then run script being clicked
4. Unity, Steam Virtual Reality (SteamVR) Plugin, and Virtual Reality Tool (VRTK) Configuration
4.1. To create a new 3D scene, open Unity version 2018.3.7 [1] and select the 3D template option and click Create Project [2].
4.1.1. WIDE: Talent opening Unity, with monitor visible in frame
4.1.2. SCREEN: To be provided by Authors: 3D template being selected and Create Project being clicked
4.2. [bookmark: _heading=h.gjdgxs]Once downloaded, drag the SteamVR (steam V-R) folder into Assets on the Unity user interface and drag the folder containing the .fbx files into Assets on the Unity user interface [1]. 
4.2.1. SCREEN: To be provided by Authors: Folders being dragged
4.3. Open the Asset Store and enter simple color picker. Click the given option and import. A pop-up screen will appear showing everything that will be imported. Check all of the boxes except the box labeled Draggable.cs and click import again [1].
4.3.1. SCREEN: To be provided by Authors: Store being opened, simple color picker being entered, Import being clicked, window opening, boxes being checked, then Import being clicked
4.4. Then, in the Project tab, create a folder called Scripts, download the scripts labeled as indicated along with their associated meta files, and transfer the files to the Scripts folder [1-TXT].
4.4.1. SCREEN: To be provided by Authors: Folder being created, scripts and meta files being downloaded, then file being transferred to script folder TEXT: Scripts provided in supplementary data
5. Data Visualization Game Creation
5.1. After successfully configuring Unity, disable the Main Camera in the Sample Scene section within the Hierarchy tab [1] and uncheck Main Camera box in the Inspector [2].
5.1.1. WIDE: Talent disabling camera, with monitor visible in frame
5.1.2. SCREEN: To be provided by Authors: Box being unchecked
5.2. Under the Project tab, open the SteamVR folder in Assets. In Prefabs, drag the SteamVR and CameraRig prefabs into the SampleScene. Click CameraRig, Add Component, Scripts, and GameBuild script [1].
5.2.1. SCREEN: To be provided by Authors: Folder being opened, then prefabs being dragged into sample scene, then CameraRig, AddComponent, Scripts, and GameBuild being clicked
5.3. In the Project tab, open fbx file folder and drag each file into the SampleScene section. To add a Plante, select GameObjects, 3D Object, and Plane. To add a Canvas, select Component, Layout, and Canvas [1].
5.3.1. SCREEN: To be provided by Authors: File being opened, then files being dragged, then GameObjects, 3D Object, and Plane being selected, then Component, Layout, and Canvas being selected
5.4. Highlight each .fbx file in the Hierarchy and click Component, Physics, and Rigidbody. Confirm that Use Gravity and Is Kinematic are not checked and click Component, Physics, and Box Collider. Make sure Is Trigger is checked [1].
5.4.1. SCREEN: To be provided by Authors: File(s) being highlighted, then Component, Physics, and Rigidbody being clicked, Shot of unchecked Use Gravity and Is Kinematic boes, then Component, Physics, and Box Collider being clicked, then shot of checked Is Trigger box/box being checked
5.5. Under SampleScene, open the CameraRig and Controller right menus and select Controller right. Click Add Component, Mesh, and Mesh Renderer and Add Component, Scripts, and Right_Controller [1].
5.5.1. SCREEN: To be provided by Authors: CameraRig and Controller right menus being opened, then Controller right being select, then Add Component, Mesh, and Mesh Renderer being clicked then Add Component, Scripts, and Right_Controller being clicked
5.6. Under SampleScene, open CameraRig and Controller left and click Controller left. Click Add Component, Physics, and Rigidbody, uncheck Use Gravity, and check Is Kinematic [1].
5.6.1. SCREEN: To be provided by Authors: CameraRig and Controller left being opened, then Controller left being clicked, then Add Component, Physics, and Rigidboy being clicked, Use Gravity being unchecked, and Is Kinematic being clicked 
5.7. Click Add Component, Mesh, and Mesh Renderer and Add Component, Physics, and Sphere Collider. Check Is Trigger and change the Radius to Infinity. Click Add Component, Scripts, and Left_Controller and Add Component, Scripts, and Steam VR_Laser Pointer [1].
5.7.1. SCREEN: To be provided by Authors: Add Component, Mesh, and Mesh Renderer and Add Component, Physics, and Sphere Collider being clicked, Is Trigger being checked, then radius being changed to infinity, then Add Component, Scripts, and Left_Controller being clicked then Add Component, Scripts, and Steam VR_Laser Pointer being clicked
5.8. Next, click Assets and drag the ColorPicker into the SampleScene. Click the ColorPicker in the SampleScene and the Inspector and change the scale to X = Y = Z = 0.003 and the positions to X = 0, Y = 1, Z = 1.4  [1].
5.8.1. SCREEN: To be provided by Authors: Assets being being clicked, then ColorPicker being dragged into SampleScence, then ColorPicker being clicked in both sections, then scale and positions being changed
5.9. To add an empty game object, right click in the SampleScene Hierarchy and click create new object. Rename this object “DrawLineManager”. In the Inspector for the DrawLineManager object, select Add Component and Scripts and add the DrawLineManager script [1].
5.9.1. SCREEN: To be provided by Authors: Mouse right-clicking, then create new object being clicked and object being renamed, then Add Component and Scripts being clicked, then DrawLineManager script being added
5.10.  Then drag Controller right into the Tracked Object space in the Draggable Script section [1].
5.10.1. SCREEN: To be provided by Authors: Controller being dragged
5.11. Under the ColorPicker object, select ColorHuePicker and drag Controller left into the Tracked Object space and select ColorSaturationBrightnessPicker and drag Controller left into the Tracked Object space [1].
5.11.1. SCREEN: To be provided by Authors: ColorHuePicker being selected and Controller left being dragged into Tracked Object space, then ColorSaturationBrightnessPicker and drag Controller left into Tracked Object space
5.12. In the Project section, click Materials [1].
5.12.1. SCREEN: To be provided by Authors: Materials being clicked
5.13. To create a new material, click Create and Material and rename the material “DrawingMaterial”. Click the white box under the Opaque option and change A = B = G = R = 0  [1].
5.13.1. SCREEN: To be provided by Authors: Create and Material being clicked, the material being renamed, then box being clicked and letters being changed
5.14. Drag this material into the L Mat position of the DrawLineManager object in the Hierarchy and highlight each fbx file, UI, and TextMeshPro Text. Under each TextMeshPro Text, change the position to Pos X = Pos Y = Pos Z = 0.5, the Width to 10, the Height to 1, and the scale to X = Y = Z = 0.1  [1-TXT].
5.14.1. SCREEN: To be provided by Authors: Material being dragged, files, UI, and TextMeshPro text being highlighted, then positions being changed TEXT: If prompted, add TestMesh Essentials and close window
5.15. Then delete any text in the Text box, change the font size to 14, and change the vertex color to R = G = B = 0 and A = 255 [1].
5.15.1. SCREEN: To be provided by Authors: Text being deleted, font size being changed, and vertex color being changed 
5.16. To add a Mesh Renderer, select Add Component, Mesh, and Mesh Renderer [1].
5.16.1. SCREEN: To be provided by Authors: Add Component, Mesh, and Mesh Rendered being selected
5.17. In the Virtual Reality Toolkit, under the Project tab, open the Prefabs and ControllerTooltips folders and drag the ControllerTooltips prefab onto Controller left and Controller right in the Hierarchy [1].
5.17.1. SCREEN: To be provided by Authors: Folders being opened, then prefab being dragged into Hierarchy
5.18. Then, for each controller, click ControllerTooltips [1] and change the Button Text Settings to the controller scheme as indicated [2].
5.18.1. SCREEN: To be provided by Authors: ControllerTooltips being clicked
5.18.2. SCRENE: To be provided by Authors: Controller scheme being changed OR LAB MEDIA: Figure 4



Protocol Script Questions
Authors: Please use the step numbers from the script above (not step numbers from the manuscript) when answering the questions below. Please do not include steps that will be screen-captured and do not list entire sections.

A. Which steps from the protocol are the most important for viewers to see? Please list 4 to 6 individual steps. 
Click here to list 4 to 6 individual steps, using the step numbers from the protocol section of the video script.

B. What is the single most difficult aspect of this procedure and what do you do to ensure success? Please list 1 or 2 individual steps from the script above.
Click here to list 1 or 2 individual steps, using the step numbers from the protocol section of the video script.

If answered, your answers to C and D will become interview-style shots, which may be incorporated into the script after the relevant step in the protocol. Authors will memorize the statements and then deliver them on camera. 

C. OPTIONAL: If there is no single most critical step in the filmed portion of the protocol, do not answer this question. What is the best way to perform the required technique for the most critical step in the protocol? 
Enter author name.: (Enter step numbers from script.) Click here to answer. Please use language that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.
D. OPTIONAL: If there are no hazardous reagents or instruments in the filmed portion of the protocol, do not answer this question. Which of the reagents or instruments are uniquely hazardous? What precautions should viewers take?
Enter author name.: (Enter step numbers from script.) Click here to answer. Please use language that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.

Results
Please review this section to make sure that it accurately reflects your findings.
· Use Track Changes when making edits or revisions.
· If you would like the video to include different results, please revise this section.
· When revising, please keep the length of the voiceover below 200 words. Current word count: 131. (Voiceover is the text that follows the two-digit numbers.)
· Please note that the video cannot include voiceover without an accompanying visual. 

6. Results: Representative Isosurface Visualization
6.1. Here representative isosurfaces that have been trimmed in the Matlab code to exclude noise at the domain boundaries that were the results of edge effects are shown [1].
6.1.1. LAB MEDIA: Figure 3 Video Editor: please sequentially add/emphasize images from top left to bottom right
6.2. This simple, 3D drawing was made in Unity superimposed on the data objects [1].
6.2.1. LAB MEDIA: Figure 4
6.3. The color picker [1] and the saturation picker can be observed [2].
6.3.1. LAB MEDIA: Figure 4 Video Editor: please emphasize horizontal spectrum bar
6.3.2. LAB MEDIA: Figure 4 Video Editor: please emphasize left square box
6.4. This box shows what color the ribbon will be once the drawing function is engaged [1].
6.4.1. LAB MEDIA: Figure 4 Video Editor: please emphasize right box
6.5. This image illustrates how the scene should appear in Unity when the isosurfaces are properly imported and the controllers have been properly read into the program [1].
6.5.1. LAB MEDIA: Figure 3A
6.6. When Unity is not able to properly sense the controllers, the scene may appear as illustrated [1], because the cameras used for HTC (H-T-C) Vive do not see the controllers or because the scene was started before the user turned on the controllers [2-TXT].
6.6.1. LAB MEDIA: Figure 6
6.6.2. LAB MEDIA: Figure 6 TEXT: Restart Unity to fix issue





Conclusion
7. [bookmark: _Hlk27388131]Conclusion Interview Statements

Below are prompts for interview statements that can be used to further emphasize the significance of your protocol. 
· At least one statement is required.
· Each statement is limited to 30 words.
· Answer the questions in full sentences; you will need to memorize and deliver the sentences as spoken interview statements during filming. 
· Indicate the full name of the author who will give each statement. 

What is the most important thing to remember when attempting this procedure? Please indicate the steps (e.g., 2.4., 2.5.) in the Protocol section of the script that this advice applies to.
7.1. Enter author name: Click here to answer. Please use language that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.[1].

7.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera (Enter step numbers referred to.) 
Following this procedure, what other methods can be performed? What questions would these additional methods answer?
7.2. Enter author name: Click here to answer. Please use language that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words. [1].

7.2.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera  
After its development, did this technique pave the way for researchers to explore new questions within a specific scientific field? If so, how?
7.3. Enter author name: Click here to answer. Please use language that you will be comfortable memorizing and speaking aloud. Limit length to 30 or fewer words.

Thank you for addressing our questions. We will incorporate your answers and suggestions and send you the final script before your filming day. You will also receive detailed preparation instructions in the email accompanying the final script.
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