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Experimental Protocol
Study title
Virtual Reality and Charitable Giving–The Influence of Space, Presence, and Attention
Aim
To investigate the influence of Virtual Reality on charitable attitudes and behavior, specifically focusing on spatial presence, attention allocation, spatial situation model building, empathy, and donation behavior. 
Research questions and hypotheses
1. Does VR usage lead to higher levels of spatial presence compared to desktop computer usage?
H1: Participants exposed to content via VR are more likely to perceive the spatial presence within the virtual realm than the ones exposed to the same content via desktop computer. 
2. Do VR users exhibit greater attention allocation to the virtual environment than desktop computer users?
H2: Participants exposed to content via VR will exhibit higher attention allocation to the virtual realm than the ones exposed to the same content via desktop computer. 
3. Are VR users more effective in spatial situation model building than desktop computer users?
H3: Participants exposed to content via VR are more successful in forming the spatial situation model of the virtual realm than the ones exposed to the same content via desktop computer. 
4. Do VR users demonstrate higher levels of empathy towards disadvantaged groups than desktop computer users?
H4: Participants exposed to content via VR will exhibit higher empathy towards victims than the ones exposed to the same content via desktop computer. 
5. Does the more of content delivery (VR vs. desktop computer) influence donation behavior?
H5: Participants exposed to content via VR will exhibit higher donation behavior towards victims than the ones exposed to the same content via desktop computer.
Materials and methods
Participants and procedure
1. Participants
One hundred individuals comprising students and employees of the university in Southwest Finland.
2. Sampling
Participants will be selected based on practical considerations, resource constraints, and the available participant pool.
3. Experimental groups
Group 1 (VR): Participants in this group will use VR glasses (Oculus Quest 2) to watch the video.
Group 2 (2D): Participants in this group will use a 27” Lenovo Desktop PC screen to watch the video.
4. Instructions
Dear participant, 
Thank you very much for your interest in participating in a study, where the purpose is to understand decision-making.
During the study, you will be asked to watch a video and fill out a questionnaire regarding beliefs, behaviors, and demographics. 
The entire study will take approximately 30 minutes. 
Participation is voluntary and you may withdraw from the study at any stage (even after the data collection). Your answers are anonymous.
You can move and look around while watching the video but make sure you read the subtitles. Please do not discuss the video or questions with the research. This same information will be shown on the first page of the survey.
5. Experimental manipulation
The documentary “The Displaced,” by New York Times. 
Link to the video: https://www.youtube.com/watch?v=ecavbpCuvkI
6. Post-Viewing questionnaire
Will be built in SurveyMonkey.

	Variables and items

	Attention allocation
(Vorderer et al., 2004)

	I devoted my whole attention to the virtual environment.

	I concentrated on the virtual environment.

	My attention was claimed by the virtual environment.

	I directed my attention to the virtual environment.

	The virtual environment captured my senses.

	I dedicated myself completely to the virtual environment.

	My perception focused on the virtual environment almost automatically.

	Spatial situation model
(Vorderer et al., 2004)

	I was able to imagine the arrangement of the spaces presented in the virtual environment very well.

	I had a precise idea of the spatial surroundings presented in the virtual environment.

	In my mind´s eye, I was able to clearly see the arrangement of the objects presented.

	I was able to make a good estimate of the size of the presented space.

	I was able to make a good estimate of how far apart things were from each other.

	Even now, I still have a concrete mental image of the spatial environment.

	Even now, I could still draw a plan of the spatial environment in the presentation.

	Even now, I could still find my way around the spatial environment in the presentation.

	Spatial presence
(Vorderer et al., 2004)

	I had the feeling that I was in the middle of the action rather than merely observing.

	I felt like I was a part of the environment in the presentation.

	I felt like I was actually there in the environment of the presentation.

	I felt like the objects in the presentation surrounded me.

	It was as though my true location had shifted into the environment in the presentation.

	It seemed as though I was present in the environment of the presentation.

	I felt as though I was physically present in the environment of the presentation.

	It seemed as though I actually took part in the action of the presentation.

	Empathy 
(Batson, 1991)

	To what degree do you feel the following emotions toward the children in the video?

	Sympathetic

	Warm

	Compassionate

	Softhearted

	Tender

	Moved

	Visual-spatial imagery (Covariate)
(Vorderer et al., 2004)


	When someone shows me a blueprint, I am able to imagine the space easily.

	It’s easy for me to negotiate a space in my mind without actually being there.

	When I read, I often have a precisely detailed image of the described surroundings in my mind‘s eye.

	When I read a text, I can usually easily imagine the arrangement of the objects described.

	When someone gives me directions to a place, I can picture the route as though I were watching a film.

	I can vividly imagine how small I would seem at the foot of a high mountain.

	When a picture shows only part of a space, I can clearly imagine the rest of the space.



7. Donation behavior measurement
Participants will be asked the following
You are now done with the first part of this study. Thank you for your participation!
As a ‘Thank You’ we will give a bonus voucher of €50 to five randomly chosen participants. Each participant regardless of their answers has an equal chance of winning the bonus. 
You can keep the voucher for yourself or donate all or part of it to one of our partner child protection charitable organizations or an organization of your own choice. If you were to win, would you like to donate?
Please specify your preferences regarding the amount and/ or charitable organization below.
8. Open-Ended Question
   Participants will be invited to respond to an open-ended question, allowing them to provide more details about their feelings and thoughts while watching the video.
Tell us what you felt while watching the video.
Ethical considerations
1. Informed consent and voluntariness: Participants should provide informed consent willingly, understanding the nature and purpose of the study.
Mitigating Actions:
· Clear Instructions: The will be provided instructions emphasize the voluntary nature of participation.
· Withdrawal Option: Participants will be explicitly informed that they can withdraw from the study at any stage without consequences. This option is added to the survey as well. 
· Anonymity Assurance: Participants will be assured that their responses will remain anonymous, reducing potential concerns about privacy.

2. Emotional impact and sensitivity: Viewing content related to disadvantaged groups may evoke strong emotions, potentially causing distress.
Mitigating Actions:
· Pre-Experiment Information: Participants will be informed about the nature of the content before participation.
· Open Communication: Participants will be encouraged to reach out if they feel distressed during or after the study.
· Debriefing: A debriefing session will be offered to discuss emotions and provide support if needed.

3. Ensuring participant safety: The use of VR may involve physical movement; ensuring participants' physical safety is crucial.
Mitigating Actions:
· Clear Instructions: Participants will receive explicit instructions on moving safely while using VR to prevent accidents.
· Monitoring during VR Use: The researcher will monitor participants during VR usage to ensure safety.
· Physical Comfort: Participants will be given the option to sit or stand comfortably during the VR experience.

4. Handling sensitive data: Gathering personal information and emotions may pose privacy concerns.
Mitigating Actions:
· Anonymity: Anonymity of responses and the confidentiality of personal information will be emphasized.
· Secure Data Handling: Secure data storage and restricted access will be implemented. 

5. Fair treatment and equity: Ensure fair treatment of participants and equitable chances in winning incentives.
Mitigating Actions:
· Random Selection: Bonus voucher winners will be selected randomly, ensuring equal chances for all participants.

