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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

3. Filming location: Will the filming need to take place in multiple locations (greater than walking distance)?   N
 

Protocol Length
Number of Shots: 35


Introduction

1. Introductory Interview Statements

REQUIRED:  
1.1. Jase Bernhardt: This protocol is significant, because rip currents are a leading beach hazard. We are seeking to help better convey that risk using an innovative virtual reality video game [1].

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

REQUIRED: 

1.2. Jase Bernhardt: Because of its VR format, this technique will be more memorable and engaging for users than traditional text-based rip current literature [1].

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

Ethics Title Card

1.3. Procedures involving human subjects have been approved by the Institutional Review Board (IRB) at Hofstra University.


Protocol
2. Virtual Reality (VR) Rip Current Video Game Creation: Main Menu
2.1. [bookmark: _Hlk39825601]To create a rip current video game, first open an appropriate virtual development platform [1-TXT].
2.1.1. WIDE: Talent opening platform, with monitor visible in frame Videographer: Important step TEXT: Procedure demonstrated in Unity 2018.3.1f1
2.2. Select a new 3D project entitled Rip Current [1]. In the program, open the Asset Store tab, which contain prefabs - already-created collections of 2- and 3D game objects and audio files - developed by other users that can be added to the project [2].
2.2.1. SCREEN: screenshot_1: 00:00-00:06
2.2.2. SCREEN: screenshot_1: 00:57-01:04
2.3. To create the first new scene, right click to select User Interface and Canvas to add a new canvas entitled Main Menu with a text box for the title VR (V-R) Simulation [1].
2.3.1.  SCREEN: screenshot_2: 00:00-00:07
2.4. To attach scripts written in the C-sharp language to a game object, select Main Menu and Add Component and New script and enter the desired script title [1].
2.4.1. SCREEN: screenshot_3: 00:00-00:12  
2.5. Then select User Interface and Button to add the Start, Options, About, and Quit buttons to the canvas, using the appropriate function from the Main Menu and Mouse Hover scripts when a button is selected [1].
2.5.1. SCREEN: screenshot_4 Video Editor: please speed up
3. VR Rip Current Video Game Creation: Buoy Test
3.1. To create the buoy test scene, download the Realistic Water asset from the Unity Asset Store [1] and add the Sea prefab to the scene [2].
3.1.1. WIDE: Talent downloading asset, with monitor visible in frame Videographer: Important step
3.1.2. SCREEN: screenshot_5
3.2. Add an audio file of ocean waves to the Sea prefab on loop and download the Standard Assets package from the Unity Asset Store [1].
3.2.1. SCREEN: screenshot_6
3.3. Add the Player prefab, which includes a Camera that is embedded within the Player, to the scene to create the sensation that the game participant is controlling the Player and select Assets, Create, and Animator Controller to add an animation to the Camera [1].
3.3.1. SCREEN: screenshot_7 Video Editor: please speed up
3.4. Use the Animator Window to record an animation of the Camera bobbing up and down and set the animation to loop continuously to simulate a person keeping afloat in the ocean [1].
3.4.1. SCREEN: screenshot_8 Video Editor: please speed up
3.5. Download the VR Hands and First Person Arms Pack from the Unity Asset Store and add the First Person_Character prefab as a child to the Player to allow the arms to move with the Player and to bob up and down with the Player Camera [1].
3.5.1. SCREEN: screenshot_9 Video Editor: please speed up
3.6. Download the Simple Buoy asset from Unity Asset Store and add the Buoy prefab to the scene as a child of the Checkpoint. To duplicate the Buoy prefab, right click on the prefab and select Duplicate [1].
3.6.1. SCREEN: screenshot_10 Video Editor: please speed up  
3.7. In the Inspector tab for the Checkpoint Game Object, select Add Component, Physics, and Box Collider and select Edit Collider to draw the collider between the two buoys [1].
3.7.1. SCREEN: screenshot_11 Video Editor: please speed up
3.8. Then add the Checkmark script to the Checkpoint Game Object. The script will exit the scene once the Player enters it and will transition to the next scene [1].
3.8.1. SCREEN: screenshot_12 
4. VR Rip Current Video Game Creation: Wave Test
4.1. To create the wave test scene, add a simple wooden boat to the scene [1] and download the Low Poly Animated People asset from the Unity Asset Store [2].
4.1.1. WIDE: Talent adding boat to scene, with monitor visible in frame Videographer: Important step
4.1.2. SCREEN: screenshot_13
4.2. Add the Kid prefab to the scene and duplicate the Kid prefab to add the child to the Boat prefab. Rename the Game Object to Boat with kids and place the kids onto each of the seats in the boat [1].
4.2.1. SCREEN: screenshot_14 Video Editor: please speed up
4.3. Record an animation of the boat slowly circling around the water to emulate a rowboat slowly moving around and add an Animator to the wave hand [1].
4.3.1. SCREEN: screenshot_15 Video Editor: please speed up
4.4. Then record an animation of the arm and hand moving up and down to simulate a hand wave and add the Female Animate script to the wave hand to allow the game participant to control the hand wave using the Oculus Controllers [1].
4.4.1.  SCREEN: screenshot_16 Video Editor: please speed up
4.5. Based on the Player Motor 2 script, as soon as the participant sees the boat and waves, the Unity should transition to the Rip Current scene [1].
4.5.1. SCREEN: screenshot_17: 00:00-00:12
5. VR Rip Current Video Game Creation: Rip Current
5.1. To create the rip current scene, adjust the text in Text Canvas to read “You are being pulled from shore!” [1] and record an audio file reading that text [2].
5.1.1. WIDE: Talent adjusting text, with monitor visible in frame Videographer: Important step
5.1.2. Talent recording audio file Videographer: Important step
5.2. Add the audio file to TextCanvas and set the file to play at the start of the scene [1].
5.2.1. SCREEN: screenshot_18 Video Editor: please speed up 
5.3. As demonstrated, create a new Game Object in the hierarchy named Rip Collider and add a Box Collider. The Player Motor 2 script will also simulate a rip current by constantly pulling the Player perpendicular from shore [1-TXT].
5.3.1. SCREEN: screenshot_19 Video Editor: please speed up TEXT: Rip current: constant force 1.25x > than normal player swimming motions
5.4. As demonstrated, use the Inspector tab to add the Rip Exit script to the Rip Collider Game Object. The script will record whether the Player escapes the Rip Current [1].
5.4.1. SCREEN: screenshot_20 
6. VR Rip Current Video Game Survey
6.1. To survey individuals about the VR rip current video game, open the VR software [1] and set up the hardware through the program [2].
6.1.1. WIDE: Talent opening software, with monitor visible in frame Videographer: Important step
6.1.2. SCREEN: screenshot_21: 00:10-00:17
6.2. To administer the consent form and demographic questions on a separate iPad [1], allow the Participant to proceed through the simulation [2-TXT].
6.2.1. Participant filling out survey in iPad
6.2.2. Participant putting on VR headset TEXT: Provide coaching and advice only as necessary
6.3. The Participant should complete the main rip scene on their own [1].
6.3.1. Participant completing main rip scene
6.4. After completing the game, question the Participant about their prior knowledge and experience with rip currents [1] and the efficacy of the rip current simulation at demonstrating the proper actions to take in such a way that the Participant feels comfortable answering without rushing [2].
6.4.1. Talent asking Participant questions about knowledge Videographer: Difficult step
6.4.2. Talent gesturing to game to ask about rip current simulation, with simulation in game visible in frame as possible Videographer: Difficult step
6.5. Then ask the Participant to rate the realism and immersive nature of the game [1].
6.5.1. LAB MEDIA: Table 2



Protocol Script Questions

A. Which steps from the protocol are the most important for viewers to see 
2.1., 3.1., 4.1., 5.1., 6.1.

B. What is the single most difficult aspect of this procedure and what do you do to ensure success? 
5.3., setting up the rip current properly in order to simulate being caught in one
6.4., surveying the participant, needs to be done in such a way that the participant will be comfortable answering the questions and not try to rush the survey


Results
7. Results: Representative VR Simulation Results

7.1. This representative virtual reality rip current video game survey was conducted in July and August 2019 on Long Island at the Town of Hempstead Beach in Point Lookout, New York [1]. Sixty-four individuals played the game and responded to the survey [2].

7.1.1. LAB MEDIA: Supplementary Table 2 
7.1.2. LAB MEDIA: Supplementary Table 2 Video Editor: please emphasize Male, Female, and Other data

7.2. Given that most participants waved for help as a means of escape from drowning [1], the amount of time taken in the simulation was skewed toward higher values [2], with a mean of 11.1 seconds, a median of 9.5 seconds, and a standard deviation of 6.2 seconds [3].

7.2.1. LAB MEDIA: Figure 6B
7.2.2. LAB MEDIA: Figure 6B Video Editor: please emphasize first second and third data bars
7.2.3. LAB MEDIA: Figure 6B 

7.3. Conversely, the ending stamina was skewed toward lower values [1], with a mean of 36.8, a median of 41.3, and a standard deviation of 15.3 [2].

7.3.1. LAB MEDIA: Figure 6A Video Editor: please emphasize 3-6th data bars
7.3.2. LAB MEDIA: Figure 6A 

7.4. After the game, the participants were provided with a set of six brief statements meant to capture their opinion of the virtual reality experience and asked with which they most agreed [1].

7.4.1. LAB MEDIA: Table 2

7.5. Of the 58 participants who responded to the survey [1], 38 selected the statement that said the game helped them feel better prepared because it was realistic [2] and 19 selected the statement that said it helped because it was scary or made them feel worried [3], while only 5 participants selected statements that said the game did not help [4].

7.5.1. LAB MEDIA: Table 2
7.5.2. LAB MEDIA: Table 2 Video Editor: please emphasize i) Positive statement
7.5.3. LAB MEDIA: Table 2 Video Editor: please emphasize ii) and iii) Positive statement
7.5.4. LAB MEDIA: Table 2 Video Editor: please emphasize Negative statements







Conclusion
8. [bookmark: _Hlk27388131]Conclusion Interview Statements

8.1. Jase Bernhardt: Take care to make the virtual environment as relatable as possible by including realistic water, sounds, and rip currents [1].

8.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera (3.2., 5.3.) 

8.2. Jase Bernhardt: To better evaluate the efficacy of the virtual reality, expand the survey sample to a broader audience, especially those who infrequently visit the beach [1].

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