CHAPTER 3: Survey

This thesis contains public survey that is going to be the main content on this third chapter. This chapter is very important in order to understand and to research on audience behavior and knowledge towards this topic. Audiences are the particular group of people that will be the end users who will receive the benefits and they are the ones who will determine whether it is interesting or bored, beautiful or worst, good or bad. For example a CD manufacturer conducts a survey to find out what interests audiences the most and by producing a product based on the survey, the manufacturer gains a lot of money from the sales of the particular product. This is the reason for giving the users or the public a way to contribute and speak up to reveal their opinion and interests especially towards Interactivity and Stereoscopic 3D.

This entire chapter will cover on the perception, interest and the knowledge of the public towards stereoscopic 3D, which will be discussed in details in Methodology of this chapter. This thesis will discover rather that the perception towards Stereoscopic 3D is going to enhance the interactivity in a digital environment or the vice versa. It will also discover the center of interest of the audience towards interactivity in a CD-ROM presentation or product from the audience point of view. 

3.1 Methodology

For the research of this chapter, questionnaire distribution is the best way doing the survey to the most number of respondents. To make the survey foundation through methodology, it is very important to maintain the precision of the research in every method used. To increase the persistence of the survey, large number of respondents has to be involved. For this survey alone, 500 sets of questionnaires are distributed randomly around Klang Valley area.

To make the survey involving all levels of people in the public, the questions have to be simple and precise. A set of question is developed to fulfill this purpose and will be able to be answered by all levels of people. The first move is to list down all the things required or to be gained from this survey and from there a set of questions was formed. Then the questions is refined to minimize the number of questions and in order to make it simpler easier to understand by everyone. The final draft of the questionnaire is done.

In order to distribute the questionnaire throughout the whole area of Klang Valley, a team was formed spreading the questionnaire to the respondents and collecting it back. Questionnaires are much cost effective when compared to face-to-face interviews. This is especially true for studies involving large sample sizes and large geographic areas. Besides that, there are no verbal or visual clues from anyone to influence the respondent. Questionnaires are familiar to most people. Nearly everyone has had some experience completing questionnaires and they generally do not make people apprehensive. These are some of the reasons for using this method as a methodology to conduct the research. The survey is done using this method because it is the most effective and efficient way to conduct the research. A discussion had to be conducted to modify and improve the questions according to the needs of the research (refer to the appendix for the final survey form).

 3.2 Survey and Analysis

3.2.1 Overview of respondents

The very first question of the questionnaire questions about the respondent’s knowledge about Stereoscopic 3D.  This is in order to know rather that the respondent has an idea what is Stereoscopic 3D is. Based upon this question, (questionnaire is enclosed in the appendix) the founding shows that 90 percent from the 500 respondents, or to be exact 450 from 500 respondents has no knowledge at all about stereoscopic 3D. Only 10 percent, which is 50 respondents, has some idea what is stereoscopic 3D is. 

The next question asks about how the respondents got to know about Stereoscopic 3D. In this question, the respondent has to state how he or she got to know about stereoscopic 3D. From the 50 respondents that have some idea about stereoscopic 3D, 25 of them, approximately 5 percent responded from Entertainment Theater at Genting theme park, followed by 15 of them from books and comic, approximately 3 percent and the last 10 of them from Internet, approximately 2 percent. This followed by third questions asking rather the respondent enjoys watching these stereoscopic images. All 50 respondents answered they enjoyed watching the stereoscopic images and presentation. Figure 2 is the analysis from the information gathered from the survey.
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Figure 2: The chart of percentage of people knows about stereoscopic 3D and how does they know about it.

Based upon the above response by the respondents, it clearly shows that the audiences have no knowledge or any idea at all about stereoscopic 3D and it’s function. From the survey, it is found that 90 percent has no knowledge about stereoscopic 3D followed by 5 percent knew about it from entertainment theater, 3 percent from books and comic and 2 percent from internet. From this founding, it could be concluded that the majority of the audience has no knowledge at all about stereoscopic 3D. This gives a reason to promote the technology by producing products that uses the technology. All 10 percent that knew about stereoscopic 3D from Entertainment Theater stated that they really enjoyed viewing the stereoscopic images and presentation very much. This proves clearly that the stereoscopic technology captures the interest of the audience. 

In summary, from their points of views are that the stereoscopic 3D has only been seen as presentation or a movie or a static 2 Dimensional images without any interactivity where the user will be able to communicate and response to the image seen. Lastly, for the unsure answer, in summary, nobody has actually seen Interactivity is added along with the stereoscopic technology thus creating a new technique in the interface and the interactivity development itself.

3.2.2 Value of the stereoscopic technology.

The next questions are set to research on the value of the stereoscopic technology in the market along with the finding rather the weakness of wearing the specs effects the respondents from viewing the stereoscopic images. For these sets of questions, the respondents are given options of answer between yes and no. From the results collected from survey, it revealed that 372 respondent from the 500 said yes and willing to buy a product this uses the stereoscopic technology. Filtered from that 43 respondents agree that they have better perception of depth when viewing an image stereoscopically. From this founding, it shows that the stereoscopic technology has the interest among the respondents because they are willing to buy the product that uses stereoscopic technology. The number of respondent increased to 384 when the next questions asked rather are they willing to buy the product if the 3D glass is provided along with the product. The survey shows that the public has the interest towards the stereoscopic technology. This shows that the user prefer if the glasses is provided along with the product to view the stereoscopic images. Although 384 respondents answered they would buy the product which uses the stereoscopic technology but 86.4% which is about 432 respondents answered that the 3D glasses causes irritation and finds it a burden to wear the 3D specs. This is the major weakness of the stereoscopic technology. The findings clearly show that the audiences prefer seeing the images without requiring them to wear any special devices. Although they are interested in the stereoscopic technology but the requirement for them to wear the 3D specs to view the images causes them to hesitate using the technology. Figure 3 shows the percentage between respondents prefer wearing 3D specs and not.
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Figure 3: The percentage between people prefer wearing 3D specs and not.

This clearly shows the major weakness of the stereoscopic technology, which is the requirement of wearing special devices to view the stereoscopic images. The 3D specs are also very hard to be found and this also reduces the number of audiences interested in viewing these stereoscopic images. It can be concluded that the 3D specs have to be provided along with the product in order for the audience to view the stereoscopic images.

3.2.3 The ratings of Stereoscopic 3D 

For this section, the question requires the respondent to rate the stereoscopic images. Besides that, the respondents is also required to rate if interactivity is added along with the stereoscopic images, the question are set that they will only have to choose the rating they prefer. Figure 4 shows the graph bar of the ratings of the audience point of view of these stereoscopic images.
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Figure 4: The Rating by the respondents towards the stereoscopic images.

Derived from the questionnaire analysis, the research found that 53.6 percent that is about 268 of the total 500 respondents rated the stereoscopic 3D as fantastic via fantastic covers the highest bar among the rest in the graph. The rating of good covering about 5 percent states the lowest bar approximately 25 respondents. Meanwhile the enjoyable rating in this survey collected about 22 percent, which are about 110 respondents. 9.8 percent or 49 respondents rated the stereoscopic images as excellent. Stereoscopic images are rated awful by 9.6 percent that is about 48 respondents. 

And about 52.8 percent of the respondents or 264 respondents rated fantastic if interactivity is added along with the stereoscopic images followed by 32.4 said it would be enjoyable, which is about 162 respondents. 9.6 percent or 48 respondents rated as awful. 5 Percent that is about 25 respondents rated as excellent. 0.2 percent, which stands for 1 person rated that it, would just look good if interactivity is added along with the stereoscopic 3D.

3.2.4 Comparison of stereoscopic 3D with other types of 3D

This part is making the survey analysis about the choice of the respondent between three types of given 3D, which are rendered 3D, Virtual Reality and Stereoscopic 3D when it comes to interactivity. Figure 5 is the data that has been collected from the questionnaire that have been analyzed and summarized in pie chart form.
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Figure 5: Comparison pie chart between Stereoscopic 3D and other types of 3D

Derived from the question analysis, the research found that 65 percent or 325 respondents chooses virtual reality compared to other 3D thus this cover the majority portion of the pie chart. This followed by the 28.8 percent, which is about 144 respondents chooses stereoscopic 3D. The least choice is for the rendered 3D, which covers about 6.2 percent, which is about only 31 respondents. The survey clearly reveals that majority pupil prefer to have virtual reality especially when it comes to interactivity.

3.2.5 Audience perception towards stereoscopic technology in Malaysia

This part makes the analysis towards the perceptions of the audience towards the stereoscopic technology in Malaysia. The audience is required to state rather “yes or no” to several questions asked concerning stereoscopic technology in Malaysia. Figure 6 shows the analysis from the findings based upon the questionnaire.
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Figure 6: The availability of stereoscopic technology in Malaysia.

The research found that 99 percent or 495 respondents finds it extremely hard to get stereoscopic technology in Malaysia thus this covers the majority portion of the pie chart. Only 1 percent, which is about 5 respondents finds it easy to get the stereoscopic technology in Malaysia. This clearly reveals how difficult is it to get the stereoscopic technology in Malaysia.

3.3 Summary

Based upon this survey, it revealed that only 10 percent from the 500 respondents have knowledge or a basic idea about stereoscopic 3D. The survey also shows that 53.6 percent of the respondents rated the stereoscopic technology as fantastic and only 9.6 percent voted as awful. 372 respondents from the 500 are willing to buy the product made from this technology. This clearly reveals that audiences are less exposed to this technology but they have the interest towards the technology. This followed by 52.8 percent of the respondents or 264 respondents rated fantastic if interactivity is added along with stereoscopic technology. Only 28.8 percent is interested towards stereoscopic technology if it is compared along with virtual reality which 65 percent of the respondents and rendered 3D, which covers around 6.2 percent only. From these findings it is clear that major audiences prefer virtual reality when it comes to options of choosing between types of 3 Dimensional images. 86.4 percent of the audiences find it an irritation to wear the 3D specs to view the stereoscopic images and they would prefer to view the images without having to wear any special devices. Lastly, only 1 percent of the 500 respondents agrees that it is easy to gain the stereoscopic technology in Malaysia. From this question, The thesis found that stereoscopic technology is very difficult to be found in Malaysia and the pupils are less exposed about this technology.
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