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Appendix
Appendix 1. Animation questionnaire (translated version)

We would like to know what kind of impression the animation you just saw made on you. Please indicate how strongly you agree 
with the following statements. The scale ranges from  “do not agree at all” to  “strongly agree.” 

There are no “true” or “false” answers. We are only interested in your personal opinion.
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1. I think the animation was lively.      

2. The animation was realistic.      

3. The presentation was too fast.      

4. The animation stood out.      

5. The presented objects were comprehensible.      

6. The animation was dynamic.      

7. The animation was entertaining.      

8. It was hard to follow the animation to get an understanding of the 
represented objects.      

9. The animation was dreary.      

10. The animation was ordinary, like lots of other animations.      

11. I had the impression that the animation was not entirely truthful.      

12. It was easy to understand the presented situation.      

13. The animation was varied.      

14. The animation was something special.      

15. The animation did not impress me.      

16. The animation was enthralling.      
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Appendix 1. Animation questionnaire (translated version) (continued)

17. Please rate how interesting the animation was to you in 
general.

18. Please rate how creative the animation was to you in general.

 very uninteresting
 mostly uninteresting
 rather uninteresting
 rather interesting
 mostly interesting
 very interesting

 very uninspired
 mostly uninspired
 rather uninspired
 rather creative
 mostly creative
 very creative

19. How do you rate the technical quality of the animation? 20. How do you rate the quality of the content in the animation?

 very bad
 bad
 rather bad
 rather good
 good
 very good

 very bad
 bad
 rather bad
 rather good
 good
 very good

Appendix 2. Sample animations representative for those used in this study. All animations presented here can be accessed with 
the hyperlinks on Youtube.com.

Animation Screenshot Title and Link

Fehrbelliner
(This Animation was not used in the study, but is representative of the 
material used in this study.)

Neuer Bahnhofplatz Bern 2008, Part I  
(This Animation was used in the study.)

Virtual Walkthrough  
(This Animation was not used in the study, but is representative of the 
material used in this study.)

3D Max Interior
(This Animation was not used in the study, but is representative of the 
material used in this study.) 

Mise en Scene – Office Culture
Animation by Medea Willimann 
(This Animation was not used in the study, but is representative of the 
material used in this study.)

http://www.youtube.com/watch?v=WmeW7g2541E
http://www.youtube.com/watch?v=o8srqrbSKj0
http://www.youtube.com/watch?v=y-pgInUALP4
http://www.youtube.com/watch?v=0Pye_NPFUuQ
http://www.youtube.com/watch?v=X123EG59OW0



