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In order to go beyond restricted tracked spaces, locomotion interfaces are used, however, some of them provide minimal 
motion cues which reduces movement fidelity and even causes motion sickness. 
We aim to investigate how translational cues affect the efficiency of a navigational search task in VR?

Comparing 4 levels of translational 

motion cues (see below)

Participants: 24 people

Experiment design: within-subjects

Display: HTC Vive

Task: find 8 balls hidden in 16 boxes

Trackpad Controller
(no translational cues)

NaviChair
(upper-body leaning)

NaviBoard
(whole-body leaning/stepping)

Walking
(full translational cues)

CONCLUSIONS
Body-based information from a leaning interface might suffice for a cost-effective 
alternative to actual walking, which is highly applicable to several VR setups.

A B C D

p = .013 p = .008

p = .001

p = .016

p = .022

p = .001

p = .006

p = .006

Ti
m

e 
To

 C
om

pl
et

e 
(N

av
ig

at
io

na
l S

ea
rc

h 
Ta

sk
)

A B C D

p = .013 p = .008

p = .001

p = .016

p = .022

p = .001

p = .006

p = .006

Di
st

an
ce

 Tr
av

el
le

d
(N

av
ig

at
io

na
l S

ea
rc

h 
Ta

sk
)

RESULTS
Participants performed 

significantly better and 

experienced significantly less 

motion sickness and task load 

in NaviBoard and Walking

conditions, compared to 

Controller. A B C D
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Stepping/leaning controlled translational VR locomotion


