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Reducing Perceived Waiting Time with Peripheral Visual Motion: Directional

and Device-Specific Effects

ANONYMOUS AUTHORC(S)

Waiting times during digital interactions such as application launches or web content loading can negatively impact user experience.
Although progress bars are commonly used to mitigate this effect, their visual design typically engages only the central field of
vision. This study investigates how peripheral visual stimuli presented alongside progress bars influence users’ perception of time.
A preliminary experiment was conducted to identify effective motion patterns for peripheral stimuli. A subsequent large-scale
crowdsourced experiment revealed that stimuli moving in the same direction as the progress bar, especially those with intermittent
motion, significantly reduced perceived waiting time. Furthermore, a follow-up lab-based study compared the effects across device
types and found that horizontal peripheral stimuli were more effective on PC displays, while vertical stimuli had greater impact on
smartphones. These findings suggest that peripheral visual information can modulate perceived waiting time and offer actionable

insights for designing user interfaces that improve the experience of waiting across different platforms.
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1 INTRODUCTION

Users frequently encounter waiting times when interacting with digital systems, such as during the launch of appli-
cations, the loading of web content, or the transfer of files. Even when these delays last only a few seconds, they are
often perceived as significantly longer, potentially causing psychological stress and leading to user dissatisfaction or
abandonment [29, 34, 35, 44, 48]. As such, designing user interfaces that can alleviate the subjective burden of waiting
remains an important challenge in enhancing user experience.

One widely adopted approach to mitigate perceived waiting time is the use of visual feedback, particularly in the
form of progress indicators. Prior research has shown that progress bars are more effective in reducing perceived
waiting time than textual countdowns, static icons, or the absence of feedback [18, 27, 32, 34, 44]. This effect is partly
attributed to the sense of control and predictability they provide, as users tend to experience increased anxiety when
progress is not visually represented. Moreover, this effect can be further amplified through the addition of animations
or interactive elements within the progress bar [20, 21].

In this study, we extend this line of research by incorporating findings from visual perception science, with a focus

on the distinction between central and peripheral vision. Central vision supports detailed recognition of stimuli in
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direct focus, while peripheral vision allows for coarse detection of spatial structure and motion outside the focal area
[52, 57]. Importantly, peripheral vision processes visual input in an automatic and unconscious manner, enabling users
to perceive motion and spatial patterns with minimal cognitive effort [42]. Based on these properties, we hypothesize
that presenting dynamic visual stimuli in the peripheral field can subtly influence time perception without requiring
focused attention.

By augmenting conventional progress bar feedback, which primarily engages central vision, with peripheral visual
stimuli, we aim to further reduce users’ perceived waiting time. Although previous studies have largely focused on
PC environments, it is not yet well understood whether similar effects hold across devices with differing display
characteristics. For instance, smartphones are generally used in portrait orientation and offer a narrower visual field,
which may lead to different perceptual dynamics. Therefore, a comparative investigation across device types is essential
to determine whether the efficacy of peripheral visual stimuli varies with screen layout and usage context.

This research explores strategies for shortening perceived waiting time by combining centrally and peripherally
targeted visual stimuli. In addition, it examines how the effectiveness of such stimuli may differ between PC and
smartphone platforms.

The primary contributions of this study are as follows:

e We conducted a preliminary lab experiment (Pilot Study) to identify which types of peripheral visual motion
are effective in reducing perceived waiting time. The results indicated that simple directional stimuli, such as
horizontally sliding dots, were particularly effective, especially when presented intermittently.

e We carried out a large-scale online experiment (Experiment 1) to examine the effects of motion direction
on perceived waiting time. This study showed that stimuli moving in the same direction as the progress bar
tended to shorten the perceived waiting time, while those moving in the opposite direction tended to extend it.
Intermittent stimuli were also found to be more effective than continuous ones.

e We performed a controlled device comparison experiment (Experiment 2) to investigate how the effects of
peripheral visual motion vary between PCs and smartphones. The findings revealed that horizontal motion was
more effective on PC, while vertical motion had a stronger impact on smartphones, likely due to differences in

screen orientation and user viewing behavior.

2 RELATED WORK
2.1 Visual Feedback in Progress Indicators

Many studies have focused on reducing perceived waiting time through the use of visual feedback, particularly progress
indicators. Among these, the shape and style of the progress bar itself have been shown to influence users’ perception
of time. For example, bar-type and ring-type formats can affect how long a wait feels to the user [2, 36, 38].

Li et al. [28] examined how different progress bar presentations affect subjective time perception and stress levels.
They found that clearly advancing indicators were perceived more positively than looping animations. However, looping
animations were associated with shorter perceived waiting times despite being rated less favorably overall.

The speed and acceleration of progress animations also play a critical role. Prior research has shown that progress bars
with accelerating motion or non-linear progression can reduce perceived waiting time and increase user satisfaction [6,
18, 19, 24, 26, 50, 58].

Several studies have explored the impact of embedded animations within progress bars. For instance, Harrison et
al. [20] and Nontasil et al. [36] investigated the effects of ribbed stripe animations moving across the progress bar.
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Notably, animations that move in the direction opposite to the bar’s actual progression were found to shorten perceived
time by approximately 11 percent compared to conventional animations.
These findings demonstrate that visual design choices in progress indicators, such as shape, motion, and animation

patterns, can meaningfully alter the user’s sense of elapsed time and overall experience during waiting periods.

2.2 Visual Motion and Peripheral Perception

Motion characteristics in visual stimuli have been shown to significantly affect both perceived waiting time and speed. A
consistent finding in perceptual psychology is that faster motion leads to longer subjective time estimates. For example,
studies by Brown et al. [7], Kaneko et al. [23], and Orgs et al. [39] demonstrate that visual motion speed has a strong
impact on duration judgments, even when objective durations remain constant.

Tomassini et al. [56] further reported that both the direction and speed of visual motion influence perceived waiting
time. Faster or more dynamic patterns tend to produce longer temporal estimates. Similarly, Allingham et al. [1] found
that distortions in time perception caused by motion can occur even during passive observation.

Beyond the characteristics of motion itself, spatial aspects of the visual field also play a role in modulating time
perception. The location of visual stimuli, especially whether they are presented within central or peripheral vision,
has been shown to affect attentional processing and temporal evaluation. Rosenholtz [42] pointed out that peripheral
vision, although less capable of fine detail recognition, is particularly sensitive to motion and the overall structure of a
scene. This sensitivity makes it a potent yet underutilized channel for influencing perception without requiring focused
attention.

Gavazzi et al. [17] showed that when the movement of visual stimuli aligns with natural human motor patterns,
both the accuracy and precision of time estimation improve. This finding suggests that motion consistent with intuitive
or embodied expectations may be more effective in altering subjective duration.

Despite these insights, only a limited number of studies have systematically examined how motion-based stimuli
presented in peripheral vision affect perceived waiting time in interactive environments. Because peripheral motion
tends to attract attention with minimal cognitive effort, it holds promise as an unobtrusive method of feedback in
interface design. The present study seeks to explore this possibility by investigating how the spatial location of motion

stimuli within peripheral vision influences users’ perception of time.

2.3 Time Perception Beyond Vision: Auditory, Emotional, and Tactile Cues

While visual feedback has been extensively studied in the context of time perception, auditory and tactile modalities
also play critical roles in shaping users’ sense of temporal duration. These non-visual channels influence attention and
arousal, both of which are known to modulate perceived time.

In the auditory domain, the tempo of music has been shown to significantly affect perceived waiting time, with
faster tempos leading to longer subjective estimates of time [5, 10]. Additionally, younger adults have been found
to overestimate durations more strongly in the auditory modality than in the visual one, indicating higher temporal
sensitivity to sound [9].

Emotional content further amplifies these effects. Emotionally intense auditory or audiovisual stimuli have been
reported to distort perceived time [13], with negative emotions such as fear or sadness particularly associated with
lengthened time perception [14, 25, 37].

In the domain of tactile feedback, Tomassini et al.[56] demonstrated that perceived stimulus duration increases with

stimulus speed, and that this trend is more pronounced for tactile stimuli than for visual ones. Francisco et al.[15]
Manuscript submitted to ACM
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4 Anon.

further found that the amplitude of vibratory stimuli affects perceived waiting time; specifically, increasing amplitude
makes participants more sensitive to temporal differences.
These findings suggest that in scenarios where visual attention is limited or already occupied, auditory and tactile

feedback may serve as alternative or complementary channels for shaping perceived waiting time.

2.4 Peripheral and Non-focal Feedback in Interface Design

Cognitive load is a key factor affecting usability, and its reduction has been shown to improve user satisfaction in
multiple studies [22, 43]. Recent research in human-computer interaction has increasingly focused on feedback presented
outside the user’s primary focus of attention as a means to enhance usability without increasing cognitive burden.

Ambient displays are a representative example of this approach. They convey system status or contextual information
through subtle changes in color, motion, or light. When properly designed, ambient displays can inform users without
interfering with their primary task, thus avoiding added cognitive load [46, 47]. Nagel et al. [33] conducted a systematic
analysis of existing ambient lighting systems (ALS) and proposed design guidelines to inform future development. ALS
aims to support peripheral awareness, enabling users to stay informed with minimal attentional resources.

However, several researchers have cautioned that overly dynamic or poorly designed feedback can lead to distrac-
tion [16, 49]. Furthermore, Rosenholtz [42] notes that although peripheral vision is highly sensitive to motion, it lacks
the spatial resolution of central vision, thereby increasing the risk of visual overload.

While peripheral and non-central feedback techniques have shown promise for enhancing user experience, few studies
have systematically examined their effects on perceived waiting time in interactive systems. This study investigates

how motion-based peripheral visual feedback influences time perception in both PC and smartphone contexts.

3 OVERVIEW OF THE EXPERIMENTALS

This study investigates whether visual stimuli presented in the user’s peripheral vision can shorten the perceived
waiting time of centrally displayed progress indicators. To address this question, we designed and conducted three

experiments that differ in objective, scale, and context.

e Pilot Study explores which peripheral motion patterns are most effective at reducing perceived waiting time,
using a controlled laboratory setting.

o Experiment 1 evaluates the generalizability of the findings from the Pilot Study through a large-scale online
study with diverse participants.

e Experiment 2 compares the effects of peripheral motion on time perception between PC and smartphone

environments, considering differences in device interaction and field of view.

All experiments share a common structure and interface, which are described below. Specific modifications for each

experiment are detailed in Sections 4-6.

3.1 Visual Stimuli

The goal is to examine whether the perceived waiting time of a progress bar displayed at the center of the screen can be
influenced by presenting motion-based visual stimuli in the user’s peripheral vision. Previous research has shown that
peripheral visual information is processed unconsciously, allowing users to detect motion without actively attending to
it [42]. Leveraging this characteristic, we aim to reduce perceived waiting time by introducing peripheral motion cues.

Manuscript submitted to ACM
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Fig. 1. Screen layout illustrating the central progress bar and peripheral motion patterns.

This method is designed for use during waiting or loading times in PC or smartphone interactions. As shown in
Fig. 1, the central region of the screen displays the progress bar, while moving patterns are presented in peripheral

areas. The intent is to subtly influence users’ perception of time through peripheral visual motion.

3.2 Task and Procedure

Each trial proceeded as follows. First, a start screen was presented with a central circle (Fig. 2a). When the participant
clicked on it, the display transitioned to the progress bar screen (Fig. 2b), during which peripheral motion patterns were
shown depending on the condition. After the progress bar completed, the screen switched to a response screen (Fig. 2c),
where participants reported their perceived waiting time using a slider ranging from 0 to 15 seconds in 0.1-second
increments.

To prevent motion aftereffects [55], each trial ended with an interstitial video of about 10 seconds (Fig. 2d), selected
randomly from a preset list. After the video, the system returned to the initial start screen for the next trial.

This sequence was repeated for all experimental conditions assigned to each participant. The specific conditions,

motion patterns, and device settings varied by experiment and are described in detail in the following sections.

4 PILOT STUDY: IDENTIFYING EFFECTIVE PERIPHERAL MOTION PATTERNS
4.1 Objective

The purpose of this preliminary experiment was to identify effective peripheral visual motion patterns that could
influence users’ perceived waiting time when presented alongside a centrally displayed progress bar.

Manuscript submitted to ACM
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16 trials remaining.
Click the circle to begin. ®

(@ ()

Confirm

(©) (d)

Fig. 2. Trial sequence: (a) Start screen with clickable circle; (b) Progress bar display with peripheral motion; (c) Duration estimation
screen with slider; (d) Interstitial video to prevent carryover effects.

Hypothesis. We hypothesized that simple peripheral visual stimuli would reduce perceived waiting time compared to
the baseline progress bar condition, and that directional or intermittent motion would be more effective than continuous

or non-directional stimuli.

4.2 Conditions
Stimulus Patterns. Five stimulus patterns were prepared(Fig. 3), categorized as follows:
e No stimulus (Baseline):

— A condition in which only a central progress bar was displayed.

Rotational motion:

— A light dot rotating clockwise along an elliptical path.

Horizontal motion:

— Alight dot moving from left to right and reappearing from the left edge after exiting the right (intermittent).

Sinusoidal motion:

— A smooth sinusoidal wave moving continuously from left to right.

Global luminance change:

— A background color transition stimulus that gradually changed from white to black and back.
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Fig. 3. Stimulus presentation patterns used in the Pilot Study. Arrows indicate direction of motion.

Time Conditions. Eleven time durations were used: 2 through 12 seconds in 1-second increments.

4.3 Response Method

Participants were asked to report the perceived waiting time using buttons labeled in 0.5-second increments from 0 to

15 seconds(Fig. 4). This resolution was chosen to support fine discrimination, especially for short durations.

4.4 Participants

Four participants (two male and two female) completed all stimulus and time conditions.

8
L] [
g
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] [

=]
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Fig. 4. Duration response interface in the Pilot Study. Participants selected a value in 0.5-second increments.
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4.5 Results and Refinement for Main Study

The results showed that the perceived waiting time was the shortest under the condition where a light dot moved
horizontally from left to right. This suggests that peripheral motion can indeed influence time perception. In contrast,
participants commented that the background color transition condition produced excessive visual stimulation, causing
users to shift their focus from the progress bar and leading to increased visual fatigue. Therefore, this stimulation
condition was considered inappropriate for reliable evaluation and was excluded from further analysis.

We also evaluated practical considerations for running a large-scale online experiment. A large number of experi-
mental conditions can overwhelm crowd workers and reduce data reliability. The 2-4 second conditions showed only
minor differences between stimulus types compared to other duration conditions. Based on both empirical and practical
grounds, we excluded the 2-4 second conditions from subsequent studies, as they were deemed less informative and
less reliable for evaluation.

Participant feedback further revealed that the original button-based duration input was difficult to use, particularly
for short durations. To improve precision and usability, we replaced the 0.5-second increment buttons with a slider

interface offering 0.1-second resolution for the main experiments.

5 EXPERIMENT 1: LARGE-SCALE ONLINE EVALUATION OF TIME PERCEPTION
5.1 Objective

The objective of this experiment is to examine, via crowdsourcing, how presenting visual stimuli around a centrally
displayed progress bar, either in the same direction or in the opposite direction of the bar’s movement, affects users’

perceived waiting time during short waits.

Hypothesis. We hypothesize that when visual stimuli move in the opposite direction to the progress bar, users
perceive the bar as moving faster. As a result, the overall waiting time is felt to be shorter. This hypothesis is based on

the findings of the Pilot Study and is supported by prior research on visual motion and time perception [3, 7, 23, 39].

5.2 Conditions

Stimulus Patterns. Many prior studies on directional visual stimuli have utilized sinusoidal gratings [41, 45, 51], we
opted for sinusoidal wave stimuli due to their smoother appearance and reduced visual clutter, which helps prevent

gaze shifts from the progress bar. Then, we prepared five stimulus patterns (Fig. 5) categorized as follows:

e No stimulus (Baseline):
— A condition without any peripheral visual animation.
e Rotational motion:
— Clockwise: A light dot rotating clockwise along an elliptical path (rotate_balls).
e Horizontal motion:
— Left to right: A light dot moving horizontally from left to right (slide_balls).
e Sinusoidal motion:
— Left to right: A sinusoidal wave moving from left to right (wave).
— Right to left: A sinusoidal wave moving from right to left (wave_reverse). This was added based on findings

from the Pilot Study to evaluate the influence of motion direction.

Manuscript submitted to ACM
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Fig. 5. List of stimulus presentation patterns used in the stimulus direction comparative experiment. Arrows indicate motion direction.

Stimulus Speed. The rotational speed of the elliptical stimulus was set to 2 radians per second, and the slide_balls
stimulus was matched to this speed. For the wave and wave_reverse stimuli, the speed was aligned with the progress

bar under the 8-second condition to avoid excessive visual intensity observed when matching the rotating dot’s speed.

Time Conditions. We initially considered 11 time durations ranging from 2 to 12 seconds in 1-second increments,
based on previous findings indicating that users are generally willing to wait about 2 seconds for web content to load
and that visual feedback is recommended when the wait exceeds 1 second [29, 34, 35, 48].However, for the actual
experiment, we selected eight durations—5 to 12 seconds in 1-second increments—based on the results of the Pilot

Study, which showed limited discrimination in the 2-4 second range.

Assignment of Conditions. Each participant was randomly assigned two stimulus conditions: one being the baseline
(progress bar only) and the other one of the four stimulus patterns. All participants completed 16 trials (2 conditions x 8

durations).

5.3 Crowdsourcing Implementation Strategies

In crowdsourced experiments, there is no experiment supervisor present, making it impossible to monitor participants
directly. As a result, data collected through online platforms, including those using crowdsourcing, can be affected by
inattentive or insincere responses [8, 12, 53]. To address these issues and improve data quality, various strategies have
been proposed [4, 11, 31, 40].

Participant Screening. We rejected 901 workers based on their response patterns in previous crowdsourcing tasks we

conducted on the same platform.

Instructions and Verification. Before starting the experiment, participants were shown a screen outlining procedures
and precautions (Fig. 6). Proceeding to the experiment required checking all acknowledgment boxes. After the trials,
they were directed to a follow-up questionnaire via Yahoo! Crowdsourcing, where they entered both their user ID and

Manuscript submitted to ACM



469
470
471
472
473
474
475
476
477
478
479
480
481
482
483
484
485
486
487

489
490
491
492
493
494
495
496
497
498
499

500

502
503

505

506

10 Anon.

[PC] Only - Study on Perceived Waiting Time

3 Please read each instruction and check the box on the right. Once all items are checked,
the "Start Experiment" button at the bottom will become available.

Experiment Instructions and Notes

1. Clicking on the experiment page will switch the screen to full-screen mode.
Please do not exit full mode until the i i o

2. After entering full-screen mode, a screen like the one below will appear.
Click the black circle in the center to begin the experiment. O

3. A progress bar will be displayed in the center of the screen.
Although other visual stimuli may also appear, please keep your focus on
the progress bar. Do not try to count the seconds. O
I 1

Fig. 6. Explanation screen listing procedures and precautions shown before the experiment.

the correct answer to a six-choice question shown at the end of the experiment. This step helped filter out users who

did not complete the task properly.

Response Filtering. We also tracked the response time on the duration input screen and initialized the slider to 0
seconds. Submissions without moving the slider or with excessively long response times were flagged as inattentive

and excluded from analysis.

5.4 Results

We conducted an online experiment using Yahoo! Crowdsourcing, targeting 300 male and 300 female participants
who accessed the system via PC. Prior to analysis, we excluded participants who submitted inappropriate responses.

Specifically, the following criteria were used for exclusion:

e 18 participants who entered invalid user IDs,

e 49 participants who answered “0 seconds” as the perceived waiting time,

e 28 participants whose responses in the progress-bar-only condition deviated beyond the mean plus or minus
two standard deviations,

e 107 participants whose response times on the duration input screen fell outside the mean plus or minus two

standard deviations.

After filtering, data from 398 participants (203 male, 195 female) were included in the analysis.

To understand the general tendency of erceived waiting time across different stimulus conditions, we first conducted
a holistic comparison across all presentation durations. Fig. 7a presents the average perceived waiting time (vertical
axis) for each actual waiting time (horizontal axis), separated by stimulus condition. When focusing on the wave and
wave_reverse conditions, we found that the left-to-right wave reduced perceived waiting time compared to the progress-
bar-only condition. In contrast, the right-to-left wave increased perceived waiting time. Moreover, the slide_balls
condition, in which the stimulus was presented intermittently, had a greater effect in shortening perceived waiting time

Manuscript submitted to ACM
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Fig. 7. (a) Classification based on stimulus patterns across all trials. (b) Classification based on perceived waiting time in the absence
of visual stimuli.

than the continuously presented rotate_balls and wave stimuli. Among the stimuli that moved in the same direction as
the progress bar (slide_balls and wave), both showed stronger effects than rotate_balls. A one-way ANOVA revealed a
significant difference in perceived waiting time among the stimulus patterns (F(4, 6363) = 18.686, p < .001, 7% < .008).
Pairwise comparisons with Tukey’s p-value adjustment showed that the slide_balls stimulus resulted in significantly
(a = 0.05) shorter perceived waiting times than the no_stimulate, rotate_balls, wave, and wave_reverse conditions.
Additionally, the wave_reverse condition was perceived as significantly longer than the rotate_balls condition. No other
pairwise comparisons showed significant differences.

To account for individual differences in time perception, participants were grouped based on the accuracy of their
duration estimation in the progress-bar-only condition. They were classified into three groups: high_score (highly
accurate), middle_score (moderately accurate), and low_score (less accurate).

Fig. 7b shows the perceived waiting times under the no-stimulus condition for each group. The low_score group
displayed particularly large deviations from actual waiting times in the shorter duration range (5 to 10 seconds). Contrary
to our expectation that longer durations would lead to greater errors, shorter durations showed more pronounced
deviations. The middle_score and high_score groups exhibited only minor differences for 10 to 12 seconds, though both
showed some divergence in the 5 to 10 second range, similar to the low_score group.

Fig. 8a to c display results by stimulus condition for each accuracy group. The horizontal axis represents actual
waiting time, while the vertical axis shows the average perceived waiting time.

In Fig. 8a, the high_score group appeared relatively unaffected by visual stimuli. While there was little difference
between wave and wave_reverse, the slide_balls condition notably reduced perceived waiting time. In the middle_score
group (Fig. 8b), slide_balls again consistently shortened perceived waiting time, except at the 6-second mark. The
low_score group (Fig. 8c) showed a clearer contrast between wave and wave_reverse than the high_score group. Overall,
the data suggest that participants with less accurate baseline time perception were more affected by the presence of
visual stimuli.

Interestingly, these results contradict our original hypothesis, which predicted that stimuli moving in the opposite
direction of the progress bar would shorten perceived waiting time. Instead, the opposite pattern was observed: stimuli
moving in the same direction, particularly the slide_balls condition, led to shorter perceived waiting times. This suggests
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Fig. 8. Classification results based on perceived waiting time across all data. (a) High-score group. (b) Middle-score group. (c)
Low-score group.

that visual congruency between central and peripheral motion may play a more important role than directional conflict

in shaping users’ time perception.

5.5 Discussion

From the results in Fig. 7a, we infer that visual stimuli moving in the same direction as the progress bar tend to shorten
perceived waiting time, whereas stimuli moving in the opposite direction tend to increase it. These results contradict
our initial hypothesis, indicating the need to further investigate the relationship between perceived speed and time
perception. One possible explanation is that the impression of the visual stimulus alone had a stronger influence on
perceived duration than the discrepancy between the progress bar and the stimulus speed. Alternatively, as suggested
in previous studies[56], the increased perceived speed of the progress bar may have led to a longer perceived duration.
Furthermore, intermittent stimuli had a stronger effect than continuous ones. The fact that the slide_balls condition
significantly reduced perceived waiting time compared to other conditions supports these results. However, because
certain combinations, such as intermittent stimuli presented in the opposite direction of the progress bar, have not been
tested, further investigation is necessary.Future studies could optimize the speed and intensity of these visual stimuli to
achieve greater reductions in perceived waiting time.

The results in Fig. 7b show that users with greater deviations in time estimation tend to have difficulty evaluating
waiting durations in the range of 5 to 10 seconds. Therefore, by focusing on shorter durations in future investigations,
it may be possible to effectively reduce users’ perceived waiting time.

As illustrated in Fig. 8a through 8c, the slide_balls stimulus consistently reduced perceived waiting time across all
user groups. Notably, participants in the low_score group exhibited the greatest reduction compared to other visual
stimuli, suggesting a strong effect. These findings imply that the slide_balls condition was the most effective in creating
a subjective shortening of waiting time.

Moreover, a comparison of the group-level trends indicates that the lower a user’s accuracy in the progress-bar-only
condition, the more susceptible they were to visual manipulation. In particular, participants in the low_score group
showed large shifts in perceived waiting time depending on the presence or absence of visual stimuli. This suggests that
such stimuli may not only help mitigate stress during waiting periods but could also be applied to extend perceived

waiting time in enjoyable experiences, thereby enhancing overall user satisfaction.
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6 EXPERIMENT 2: DEVICE-BASED COMPARISON BETWEEN PC AND SMARTPHONE
6.1 Objective

This experiment compares how peripheral visual stimuli presented alongside a centrally located progress bar affect
perceived waiting time on PC and smartphone devices.

Unlike the previous large-scale crowdsourcing experiment, this study was conducted in a controlled, face-to-face
setting, ensuring a uniform presentation environment across both devices. To ensure fair comparisons, all stimulus

pattern properties were standardized before testing their effects.

Hypotheses. We hypothesized that users would experience more stress during waiting on smartphones due to the
smaller screen size, and that the effectiveness of peripheral stimuli in reducing perceived waiting time would be greater
on PCs than on smartphones. We also hypothesized that horizontally moving visual stimuli would be more effective on
PCs with landscape orientation, while vertically moving stimuli would be more effective on smartphones with portrait

orientation.

6.2 Conditions

Stimulus Patterns. Six stimulus patterns were prepared: two horizontal, two vertical, and two rotational types, in
addition to a baseline condition with no stimulus. These patterns are illustrated in Fig. 9. For all conditions except
the baseline, eight light points were displayed to maintain uniform stimulus intensity across conditions. Each pattern
included three conditions: a positive direction, a negative direction, and a no-stimulus control. Specifically, rightward,
downward, and clockwise motions were categorized as positive; leftward, upward, and counterclockwise motions as

negative.

Time Conditions. Waiting durations were set from 5 to 12 seconds in 1-second increments, resulting in eight time
conditions: 5, 6, 7, 8, 9, 10, 11, and 12 seconds.

Assignment of Conditions. Each participant was randomly assigned to one of the three stimulus pattern types
(horizontal, vertical, rotational) and completed 24 trials (3 stimulus directions x 8 durations) for each device type. All
participants experienced both the PC and smartphone conditions, with the order of device usage counterbalanced. A

five-minute break was provided between the two sessions.

PC - ¥ ‘\ .
screen — —— - —

T e e . = A
— lo o
5 .
Smartphone E ‘
e e —— s
screen
o o
. . . . . .
no stimulus rightward / leftward upward / downward clockwise / counterclockwise

Fig. 9. List of stimulus presentation patterns in cross-device comparative experiment.
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6.3 Design of Visual Stimuli

Device Setup. A MacBook Pro with a 14-inch screen was used for the PC condition, and an iPhone 11 with a 6.1-inch

screen was used for the smartphone condition.

Stimulus Patterns. To examine the influence of motion direction on perceived waiting time, we designed three
categories of peripheral visual stimuli: horizontal, vertical, and rotational motion. Each category included a condition
where the motion direction was positive, another where it was negative, and a baseline condition with no peripheral
stimulus. All stimulus pattern conditions included eight moving light dots to ensure a consistent level of visual intensity.

The details of each stimulus category are as follows:

¢ Horizontal motion: In this condition, light dots moved along the horizontal axis across the screen.
- Positive direction (rightward): Dots entered from the left side of the screen and moved toward the right,
which is consistent with the direction in which progress bars usually advance.
— Negative direction (leftward): Dots entered from the right and moved toward the left, creating a motion
opposite to the progress bar’s perceived movement.
— Baseline: Only the progress bar was presented, with no peripheral motion.
e Vertical motion: In this condition, dots moved vertically across the screen.
— Positive direction (downward): Dots appeared at the top and moved downward, resembling natural
gravitational movement.
— Negative direction (upward): Dots rose from the bottom of the screen toward the top.
— Baseline: No peripheral stimulus pattern was presented.
¢ Rotational motion: Light dots moved along an elliptical path centered around the progress bar.
- Positive direction (clockwise): Dots rotated clockwise along the elliptical trajectory.
- Negative direction (counterclockwise): Dots rotated counterclockwise.

— Baseline: The progress bar was presented by itself.

This structure allowed us to systematically compare the effects of motion direction across different stimulus patterns

and device environments, while keeping the visual load consistent across conditions.

Stimulus Density Control. Perceptual psychology studies on the filled-duration illusion suggest that higher stimulus
pattern density tends to increase perceived waiting time [30, 54, 59, 60]. To equalize the stimulus pattern load across
devices with different screen sizes and resolutions, we did not match pixel speeds. Instead, we adjusted the number of
stimuli passing through the screen per second. In both the horizontal and vertical stimulus conditions, 28 light dots
passed through each side of the screen over a 12-second period, resulting in a total of 56 dots. In the elliptical motion
condition, 28 light dots passed through a specific angular position during the same duration. These settings correspond
to a speed of 7d/12 cm/s in the horizontal and vertical conditions (assuming the stimulus travels a distance d), and

approximately 1.8 radians per second in the elliptical motion condition.

6.4 Participants

A face-to-face experiment was conducted with 30 participants (22 males, 8 females). Participants were evenly assigned
to one of the three stimulus categories: horizontal, vertical, and rotational motion, with each category having 10
participants. Within each category, five participants started the experiment on a PC and five on a smartphone. To reduce
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individual differences in baseline time perception, the data were normalized so that the average perceived waiting time

for each participant matched the actual waiting time.

6.5 Results

Fig. 10 presents the average perceived waiting times for each stimulus condition, comparing PC and smartphone
environments. The horizontal axis represents the actual waiting time, while the vertical axis indicates the perceived
waiting time. A gray reference line shows where the perceived waiting time equals the actual waiting time. Fig. 10a
shows results under the no-stimulus condition. Across both devices, there was no significant difference in perceived
waiting time. In shorter durations from 5 to 9 seconds, participants tended to overestimate the wait. In contrast, for
durations from 10 to 12 seconds, their perception closely matched the actual duration. On average, perceived waiting
time was 0.15 seconds longer on the PC and 0.19 seconds longer on the smartphone compared to the actual waiting
time. Fig. 10b and 10c display results under horizontal motion conditions. perceived waiting times were similar between
devices, with both showing a slight underestimation of duration for 10 to 12 second trials. Fig. 10d and 10e focus on
vertical motion stimuli. On smartphones, perceived waiting time was consistently shorter than actual time for both
upward and downward motions. On PCs, downward motion also reduced perceived waiting time, but upward motion
had little effect. Fig.s 10f and 10g show the results for rotational stimuli. In the 10 to 12 second range, perceived waiting
time was shorter than the actual duration regardless of device or rotation direction. For clockwise motion, this effect
was more pronounced on the PC. For counterclockwise motion, it was stronger on the smartphone. Separate two-way
repeated-measures ANOVAs were conducted for each motion condition (horizontal, vertical, and rotational), with
stimulus pattern (stimulus A, stimulus B, no stimulation) and device type (PC vs. smartphone) as within-subjects factors.
Across all motion conditions, no significant main effects of stimulus pattern were found (all F(2,474) < 1.26, all p > .29,
all 52 < .005), nor were there significant main effects of device type (all F(1,474) < 0.71, all p > .40, all »? < .001).
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Fig. 10. Classification results based on device type across seven stimulus patterns. (a) no stimulus group. (b) rightward group. (c)
leftward group. (d) upward group.(e) downward group. (f) clockwise group. (g) counterclockwise group.
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Table 1. Proportion of perceived waiting time relative to the actual waiting time for short and long durations on each device.

rightward leftward upward downward clockwise counterclockwise average
PC (short durations) 1.059 1.039 1.021 1.021 1.058 1.035 1.039
PC (long durations) 0.957 0.951 0.964 0.990 0.954 0.974 0.965
Smartphone (short durations) 1.063 1.044 1.025 1.037 1.041 1.037 1.041
Smartphone (long durations) 0.964 0.972 0.958 0.953 0.979 0.946 0.962

Table 2. Proportion relative to the perceived waiting time under the no-stimulus condition for each device.

rightward leftward downward wupward clockwise counterclockwise average

PC 0.966 0.953 0.971 0.983 0.977 0.975 0.971
Smartphone 0.991 0.986 0.943 0.947 0.978 0.959 0.968

Table 3. Proportion relative to the perceived waiting time under the no-stimulus condition for the first and second trials.

rightward leftward downward upward clockwise counterclockwise average

PC (1st trial) 0.948 0.941 1.001 1.026 0.983 0.982 0.980
PC (2nd trial) 0.994 0.972 0.951 0.955 0.970 0.968 0.969
Smartphone (1st trial) 0.992 0.988 0.960 0.942 0.997 0.991 0.978
Smartphone (2nd trial) 0.991 0.984 0.972 0.985 0.959 0.929 0.970

Interaction effects between stimulus pattern and device type were also non-significant in all cases (all F(2,474) < 0.26,
all p > .77, all % < .001).

Table 1 summarizes the ratio of perceived waiting time to actual waiting time, separated into short durations (5 to 8
seconds) and long durations (9 to 12 seconds). These results indicate that short waits are typically overestimated and
long waits underestimated. While short-duration perception was consistent across devices, longer durations showed
device-dependent differences: the PC yielded shorter perceived waiting times for leftward and clockwise motions, while
the smartphone showed stronger effects for upward and counterclockwise motions.

Table 2 compares the perceived waiting times under each stimulus condition to those under the no-stimulus condition.
In all cases, perceived waiting times were shorter than the baseline. Specifically, horizontal motion reduced perceived
waiting time by 2.5 to 3.3 percent more on PCs. Vertical motion was more effective on smartphones, reducing duration
by 2.8 to 3.6 percent compared to PCs. These results support the hypothesis that horizontal motion is more effective
on PCs and vertical motion more effective on smartphones. Paired-sample #-tests were conducted to compare the
difference scores (stimulus — no_stimulate) between PC and smartphone conditions for each stimulus pattern. However,
no significant differences were observed in any condition (all #(9) < 1.30, all p > .23, all d < .44).

In the case of rotational stimuli, no difference was found between devices for clockwise motion. However, counter-
clockwise motion was 1.6 percent more effective in reducing perceived waiting time on the smartphone.

To examine the effect of trial order, participants were grouped by whether they used a PC or smartphone first. Table 3
shows the ratios of perceived to actual duration for each group. For participants who used the PC first, horizontal stimuli
had a stronger time-reducing effect. For those who used the smartphone first, vertical stimuli were more effective.
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Fig. 11. perceived waiting times on the first trial of the upward stimulus pattern condition, shown separately for PC and smartphone
devices.

Fig. 11 shows that, in the upward motion condition, perceived waiting time was shorter on smartphones in the first trial,

but this effect weakened in the second trial. In contrast, other stimulus patterns gained effectiveness in the second trial.

6.6 Discussion

Fig. 10a shows that the perceived waiting times across time conditions were similar between the PC and smartphone.
On average, perceived waiting time was 0.15 seconds longer than the actual time on the PC and 0.19 seconds longer on
the smartphone. These results indicate that, in the absence of visual stimuli, the device type alone does not substantially
affect users’ perception of waiting time.

Furthermore, as illustrated in Fig. 10 and summarized in Table 1, a consistent pattern emerged across all stimulus
conditions. For shorter waiting times between 5 and 8 seconds, participants tended to overestimate the duration, while
for longer waiting times between 9 and 12 seconds, they generally underestimated it. This suggests that breaking down
time conditions into finer increments enables a more detailed investigation of perceived waiting time.

Table 2 indicates that all stimulus pattern conditions resulted in shorter perceived waiting times than the no-stimulus
baseline. This supports the conclusion that peripheral visual stimuli around a central progress bar can effectively reduce
perceived waiting time on both PCs and smartphones, regardless of the specific stimulus pattern. When comparing
devices, horizontal motion stimuli such as rightward and leftward movement were particularly effective on PCs, reducing
perceived waiting time by approximately 2.5 to 3.3 percent relative to the no-stimulus condition. This corresponds
to a reduction of about 0.21 to 0.28 seconds. On smartphones, vertical motion stimuli such as downward and upward
movement produced stronger effects, reducing perceived waiting time by approximately 2.8 to 3.6 percent, or roughly
0.23 to 0.30 seconds. These results support the hypothesis that horizontal stimuli are more effective on PCs, while
vertical stimuli are more effective on smartphones. However, since Tukey’s post-hoc multiple comparisons revealed no
significant differences between any of the stimulus patterns, caution is needed in interpreting these results. In addition,
Table 2 reveals that the direction of motion, such as left versus right or up versus down, had only a small impact on the
effectiveness of the stimulus. The differences in perceived waiting time between positive and negative directions were
relatively minor, ranging from 0.03 to 0.16 seconds. This suggests that the orientation of motion, rather than its polarity,
plays a more critical role in modulating perceived waiting time.

Analysis of trial order effects in Table 3 indicates that the effectiveness of visual stimuli was influenced by whether
the PC or smartphone was used first. On PCs, the horizontal motion condition led to the largest reduction in perceived
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waiting time during the first session, but this effect weakened in the second session, where other stimulus conditions
had a stronger impact. On smartphones, vertical motion was the most effective in the first session, with a similar trend
of reduced effect in the second session. These results suggest that exposure to the first set of conditions may influence
participants’ perception in the second session, possibly due to the formation of duration expectations.

To mitigate such carryover effects in future experiments, it may be beneficial to conduct both sessions on the same
device or to assign different sets of waiting time conditions to the first and second sessions. This would help control for

memory-based bias and isolate the true impact of stimulus direction and device type on perceived waiting time.

7 GENERAL DISCUSSION

This section discusses how peripheral visual motion influences users’ perception of waiting time, based on three
experiments that examined motion type, direction, and device context. Building on these findings, we consider their

theoretical implications, practical applications, and limitations, and propose directions for future research.

7.1 Interpretation and Integration

Together, the three experiments indicate that peripheral visual motion can serve as a subtle but effective means of
modulating perceived wait time. While the effectiveness of such stimuli may depend on the alignment of motion
direction and display format (e.g., screen aspect ratio or orientation), the presence of motion alone—regardless of its
direction—generally contributes to a reduction in perceived waiting time compared to no-stimulus conditions.
Moreover, the results from Experiment 2 suggest that users’ perception adapts over repeated exposure, as the effects
of certain stimuli diminished during the second trial. This finding implies a potential habituation effect, where the
novelty of the stimulus wears off, thus reducing its influence on perceived time. Designers should therefore consider

introducing variability or adaptive features in visual feedback to maintain its effectiveness over time.

7.2 Implications for Design

Our findings offer several practical implications for interface and UX designers. First, incorporating peripheral visual
motion can improve user experience during short waiting periods by making time feel shorter. Second, designers should
consider aligning the direction of motion with the orientation of the device, such as using horizontal motion for PCs
and vertical motion for smartphones. Lastly, the diminishing effect observed in repeated exposures highlights the need

for dynamic or varied feedback mechanisms in longer-term or multi-step interactions.

7.3 Limitations

Although we employed both controlled laboratory settings and large-scale crowdsourcing, several limitations should be
acknowledged.

First, gaze direction was not verified despite instructions to fixate on the central progress bar. Since visual attention
plays a critical role in time perception, it remains unclear whether participants truly processed the peripheral stimuli as
intended. Future experiments should integrate eye-tracking to confirm whether participants are maintaining central
fixation or being drawn toward peripheral motion.

Second, while outlier responses were excluded, the reliability of the high_score and low_score groups remains
uncertain. The middle_score group, less likely to include extreme behaviors, may offer the most stable data. In addition,
our participant samples may have been subject to demographic or behavioral biases. For example, the lab-based

experiments involved a relatively small and homogeneous group, while the crowdsourced sample was limited to users
Manuscript submitted to ACM
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of a specific platform. These factors may affect the generalizability of the findings. Future studies should consider
recruiting more diverse populations and accounting for individual traits such as age, visual sensitivity, or cultural
background.

Third, stimulus speed was designed based on the filled-duration illusion, but actual perceived motion intensity
may have varied across devices due to differences in resolution and display size. Refining stimulus design to equalize
perceived speed across platforms remains a challenge.

Finally, device affordances may have influenced attentional focus. On PCs, multitasking is common, whereas
smartphones typically constrain user attention. To improve ecological validity, future experiments should simulate

concurrent activities that reflect real-world usage.

7.4 Future Directions

Future studies should explore multimodal stimuli by combining visual motion with auditory or haptic feedback. It
is also important to investigate stimulus habituation over time, perhaps through longitudinal designs. Moreover, the
integration of peripheral motion with changes in the progress bar itself, including modifications to its speed, shape, or
path, could reveal novel ways of modulating perceived wait time. Cultural and demographic factors may also play a

role and merit further exploration.

8 CONCLUSION

This study investigated how peripheral visual stimuli presented alongside centrally displayed progress bars influence
users’ perceived waiting time. Through a series of experiments conducted in both online and controlled environments,
we explored the effects of stimulus pattern, motion direction, and device type on temporal perception.

In the Pilot Study, we found that intermittent motion stimuli—such as discrete moving light dots—were more effective
in reducing perceived waiting time than continuous motion stimuli, such as rotating or wave-based motion.

Experiment 1, conducted as a large-scale online study, demonstrated that the direction of motion plays an important
role in shaping perceived time. Visual stimuli moving in the same direction as the progress bar had a greater impact in
shortening perceived waiting time. This experiment also confirmed that intermittent motion stimuli were effective in
reducing perceived waiting time.

In Experiment 2, we compared the effects of identical visual stimuli across two device types: PCs and smartphones.
Results indicated that the effectiveness of peripheral visual stimuli varies depending on screen orientation and form
factor. Horizontal motion was more effective on PCs, while vertical motion was more effective on smartphones.
Furthermore, repeated exposure to the stimuli diminished their effects, suggesting that adaptation or expectation may
influence user perception over time.

Taken together, our findings highlight the potential of combining peripheral visual motion with progress indicators
to modulate users’ perception of time during waiting periods. These insights can inform the design of user interfaces

aimed at reducing perceived delays and enhancing overall user experience.

ACKNOWLEDGE

The authors used ChatGPT solely for improving the clarity and readability of the English text. All scientific content,

including the research design, analysis, and conclusions, was created independently by the authors.

Manuscript submitted to ACM



989

990

991

992

993

994

995

996

997

998

999

1000
1001
1002
1003
1004
1005
1006
1007
1008
1009
1010
1011
1012
1013
1014
1015
1016
1017
1018
1019
1020
1021
1022
1023
1024
1025
1026
1027
1028
1029
1030
1031
1032
1033
1034
1035
1036
1037
1038
1039
1040

20

Anon.

REFERENCES

(1]

(2]

(3]

(4]

[13]

[14]
[15]

[16]

[17]

(18]

[19]

[20]

[21]

[22]

[23]
[24]

oo
&

[26]

[27]

Emma Allingham, David Hammerschmidt, and Clemens Wéllner. 2021. Time perception in human movement: Effects of speed and agency on
duration estimation. Quarterly Journal of Experimental Psychology 74, 3 (2021), 559-572.

TS Amer and Todd L Johnson. 2014. IT progress indicators: Sense of progress, subjective sense of time, user preference and the perception of
process duration. International Journal of Technology and Human Interaction (IJTHI) 10, 3 (2014), 58-71.

Daniel H Baker and Erich W Graf. 2010. Contextual effects in speed perception may occur at an early stage of processing. Vision research 50, 2
(2010), 193-201.

Prosanta Barai, Gondy Leroy, Prakash Bisht, Joshua M Rothman, Sumi Lee, Jennifer Andrews, Sydney A Rice, and Arif Ahmed. 2024. Crowdsourcing
with enhanced data quality assurance: An efficient approach to mitigate resource scarcity challenges in training large language models for healthcare.
AMIA Summits on Translational Science Proceedings 2024 (2024), 75.

Marian Boltz. 1998. Tempo discrimination and perceived duration. Psychological Research 61, 2 (1998), 107-119. https://doi.org/10.1007/s004260050019
Russell J Branaghan and Christopher A Sanchez. 2009. Feedback preferences and impressions of waiting. Human factors 51, 4 (2009), 528-538.
Scott W Brown. 1995. Time, change, and motion: The effects of stimulus movement on temporal perception. Perception & psychophysics 57 (1995),
105-116.

Florian Brithlmann, Serge Petralito, Lena F Aeschbach, and Klaus Opwis. 2020. The quality of data collected online: An investigation of careless
responding in a crowdsourced sample. Methods in Psychology 2 (2020), 100022.

Giovanni Cantarella, Giovanna Mioni, and Patrizia Silvia Bisiacchi. 2024. Young adults and multisensory time perception: Visual and auditory
pathways in comparison. Attention, Perception, & Psychophysics 86, 4 (2024), 1386-1399.

Yuan-Ho Chen and Shu-Fen Yeh. 2011. Tempo and mode in music: Do they affect time perception? Perceptual and Motor Skills 112, 3 (2011), 839-844.
https://doi.org/10.2466/06.10.PMS.112.3.839-844

Florian Daniel, Pavel Kucherbaev, Cinzia Cappiello, Boualem Benatallah, and Mohammad Allahbakhsh. 2018. Quality control in crowdsourcing: A
survey of quality attributes, assessment techniques, and assurance actions. ACM Computing Surveys (CSUR) 51, 1 (2018), 1-40.

Benjamin D Douglas, Patrick J Ewell, and Markus Brauer. 2023. Data quality in online human-subjects research: Comparisons between MTurk,
Prolific, CloudResearch, Qualtrics, and SONA. Plos one 18, 3 (2023), €0279720.

Sylvie Droit-Volet and Sandrine Gil. 2009. The time—emotion paradox. Philosophical Transactions of the Royal Society B: Biological Sciences 364, 1525
(2009), 1943-1953.

Sylvie Droit-Volet and Sandrine Gil. 2016. The emotional body and time perception. Cognition and Emotion 30, 4 (2016), 687-699.

Eric M Francisco, Jameson K Holden, Richard H Nguyen, Oleg V Favorov, and Mark Tommerdahl. 2015. Percept of the duration of a vibrotactile
stimulus is altered by changing its amplitude. Frontiers in systems neuroscience 9 (2015), 77.

Golnessa Galyani Moghaddam and Mostafa Moballeghi. 2006. Human-computer interaction: guidelines for web animation. East/West Interaction:
An Online English Chinese Journal (2006).

Gioele Gavazzi, Ambra Bisio, and Thierry Pozzo. 2013. Time perception of visual motion is tuned by the motor representation of human actions.
Scientific reports 3, 1 (2013), 1168.

Guillaume Gronier and Salim Gomri. 2008. Etude des métaphores temporelles sur la perception du temps d’attente. In Proceedings of the 20th
Conference on I'Interaction Homme-Machine (Metz, France) (IHM °08). Association for Computing Machinery, New York, NY, USA, 205-208.
https://doi.org/10.1145/1512714.1512754

Chris Harrison, Brian Amento, Stacey Kuznetsov, and Robert Bell. 2007. Rethinking the progress bar. In Proceedings of the 20th annual ACM
symposium on User interface software and technology. 115-118.

Chris Harrison, Zhiquan Yeo, and Scott E Hudson. 2010. Faster progress bars: manipulating perceived duration with visual augmentations. In
Proceedings of the SIGCHI conference on human factors in computing systems. 1545-1548.

Jess Hohenstein, Hani Khan, Kramer Canfield, Samuel Tung, and Rocio Perez Cano. 2016. Shorter wait times: The effects of various loading screens
on perceived performance. In Proceedings of the 2016 CHI Conference Extended Abstracts on Human Factors in Computing Systems. 3084-3090.

Paul Jen-Hwa Hu, Han-fen Hu, and Xiao Fang. 2017. Examining the mediating roles of cognitive load and performance outcomes in user satisfaction
with a website. MIS quarterly 41, 3 (2017), 975-A11.

Sae Kaneko and Tkuya Murakami. 2009. Perceived duration of visual motion increases with speed. Journal of vision 9, 7 (2009), 14-14.

Yuma Kuroki and Makio Ishihara. 2015. Manipulating Animation Speed of Progress Bars to Shorten Time Perception. In HCI International 2015 -
Posters’ Extended Abstracts, Constantine Stephanidis (Ed.). Springer International Publishing, Cham, 670-673.

Jessica I Lake, Kevin S LaBar, and Warren H Meck. 2016. Emotional modulation of interval timing and time perception. Neuroscience & Biobehavioral
Reviews 64 (2016), 403-420.

Shasha Li and Chien-Hsiung Chen. 2019. The effect of progress indicator speeds on users’ time perceptions and experience of a smartphone user
interface. In Human-Computer Interaction. Recognition and Interaction Technologies: Thematic Area, HCI 2019, Held as Part of the 21st HCI International
Conference, HCII 2019, Orlando, FL, USA, July 26-31, 2019, Proceedings, Part II 21. Springer, 28-36.

Shasha Li and Chien-Hsiung Chen. 2019. The effects of visual feedback designs on long wait time of mobile application user interface. Interacting
with Computers 31, 1 (2019), 1-12.

Manuscript submitted to ACM


https://doi.org/10.1007/s004260050019
https://doi.org/10.2466/06.10.PMS.112.3.839-844
https://doi.org/10.1145/1512714.1512754

1041
1042
1043
1044
1045
1046
1047
1048
1049
1050
1051
1052
1053
1054
1055
1056
1057
1058
1059
1060
1061
1062
1063
1064
1065
1066
1067
1068
1069
1070
1071
1072
1073
1074
1075
1076
1077
1078
1079
1080
1081
1082
1083
1084
1085
1086
1087
1088
1089
1090
1091

1092

Reducing Perceived Waiting Time with Peripheral Visual Motion: Directional and Device-Specific Effects 21

[28]
[29]
[30]
[31]
[32]
(33]

[34]

[35]
[36]

(371
[38]
[39]
[40]
[41]
[42]

[43]

[44]
[45]

[46

[47]

(48]

[49]

[50]

[51]

[52]

(53]

[54]
[55]

[56]

(571

[58]

Ying Li, Chunyu Liu, Ming Ji, and Xuqun You. 2021. Shape of progress bar effect on subjective evaluation, duration perception and physiological
reaction. International Journal of Industrial Ergonomics 81 (2021), 103031.

Robert B Miller. 1968. Response time in man-computer conversational transactions. In Proceedings of the December 9-11, 1968, fall joint computer
conference, part I. 267-277.

Takako Mitsudo, Caroline Gagnon, Hiroshige Takeichi, and Simon Grondin. 2012. An electroencephalographic investigation of the filled-duration
illusion. Frontiers in integrative neuroscience 5 (2012), 84.

Marek Muszyniski. 2023. Attention checks and how to use them: Review and practical recommendations. (2023).

Brad A Myers. 1985. The importance of percent-done progress indicators for computer-human interfaces. ACM SIGCHI Bulletin 16, 4 (1985), 11-17.
Thomas Nagel, Jennifer G. Sheridan, and Alan Dix. 2014. Peripheral Displays for Ambient Awareness. In Proceedings of the International Working
Conference on Advanced Visual Interfaces (AVI '14). ACM, 221-224. https://doi.org/10.1145/2598153.2598182

Fiona Fui-Hoon Nah. 2004. A study on tolerable waiting time: how long are web users willing to wait? Behaviour & Information Technology 23, 3
(2004), 153-163.

Jakob Nielsen. 2010. Response Times: The 3 Important Limits. Available at: https://www.nngroup.com/articles/response-times-3-important-limits/.
Pawarat Nontasil and Chatpong Tangmanee. 2024. Investigating the Impact of Progress Indicator Design on User Perception of Delay. Journal of
System and Management Sciences 14 (03 2024), 333-344. https://doi.org/10.33168/JSMS.2024.0421

Marion Noulhiane, Nathalie Mella, Séverine Samson, Richard Ragot, and Viviane Pouthas. 2007. How emotional auditory stimuli modulate time
perception. Emotion 7, 4 (2007), 697.

Masakazu Ohtsubo and Kaori Yoshida. 2014. How does shape of progress bar effect on time evaluation. In 2014 International Conference on Intelligent
Networking and Collaborative Systems. IEEE, 316-319.

Guido Orgs, Sven Bestmann, Friederike Schuur, and Patrick Haggard. 2011. From body form to biological motion: the apparent velocity of human
movement biases subjective time. Psychological science 22, 6 (2011), 712-717.

Koken Ozaki. 2024. Detecting inattentive respondents by machine learning: A generic technique that substitutes for the directed questions scale
and compensates for its shortcomings. Behavior Research Methods 56, 7 (2024), 7059-7078.

Allan Pantle. 1973. Visual effects of sinusoidal components of complex gratings: independent or additive? Vision Research 13, 12 (1973), 2195-IN5.
Ruth Rosenholtz. 2016. Capabilities and limitations of peripheral vision. Annual review of vision science 2, 1 (2016), 437-457.

Peter Schmutz, Silvia Heinz, Yolanda Métrailler, and Klaus Opwis. 2009. Cognitive load in eCommerce applications—Measurement and effects on
user satisfaction. Advances in Human-Computer Interaction 2009, 1 (2009), 121494.

Steven C Seow. 2008. Designing and engineering time: The psychology of time perception in software. Addison-Wesley Professional.

BM Sheliga, EJ FitzGibbon, and FA Miles. 2008. Human ocular following: evidence that responses to large-field stimuli are limited by local and
global inhibitory influences. Progress in Brain Research 171 (2008), 237-243.

Ben Shelton, Keith Nesbitt, Alexander Thorpe, and Ami Eidels. 2021. Gauging the utility of ambient displays by measuring cognitive load. Cognition,
Technology & Work 23, 3 (2021), 459-480.

Ben Shelton, Keith Nesbitt, Alexander Thorpe, and Ami Eidels. 2022. Assessing the cognitive load associated with ambient displays. Personal and
Ubiquitous Computing 26, 1 (2022), 185-204.

Ben Shneiderman. 1984. Response time and display rate in human performance with computers. ACM Computing Surveys (CSUR) 16, 3 (1984),
265-285.

Anton Sigitov, Ernst Kruijff, Christina Trepkowski, Oliver Staadt, and André Hinkenjann. 2016. The effect of visual distractors in peripheral vision
on user performance in large display wall systems. In Proceedings of the 2016 ACM International Conference on Interactive Surfaces and Spaces.
241-249.

Yuanming Song, Shuang Liang, Baolin Li, Guojie Ma, and Xiangling Zhuang. 2025. Duration and Speed Perception of Loading Processes: Influence
of Progress Bar’s Physical and Symbolic Speed. International Journal of Human-Computer Interaction (2025), 1-11.

George Sperling, Peng Sun, Dantian Liu, and Ling Lin. 2020. Theory of the perceived motion direction of equal-spatial-frequency plaid stimuli.
Psychological review 127, 3 (2020), 305.

Hans Strasburger, Ingo Rentschler, and Martin Jiittner. 2011. Peripheral vision and pattern recognition: A review. Journal of vision 11, 5 (2011),
13-13.

John Ternovski and Lilla Orr. 2022. A note on increases in inattentive online survey-takers since 2020. Journal of Quantitative Description: Digital
Media 2 (2022).

Ewarta C Thomas and Irvin Brown. 1974. Time perception and the filled-duration illusion. Perception & Psychophysics 16 (1974), 449-458.

Peter Thompson. 1981. Velocity after-effects: The effects of adaptation to moving stimuli on the perception of subsequently seen moving stimuli.
Vision research 21, 3 (1981), 337-345.

Alice Tomassini, Vincenzo Morrone, and David Burr. 2011. Perceived duration of visual and tactile stimuli depends on perceived speed. Frontiers in
Integrative Neuroscience 5 (2011), 51. https://doi.org/10.3389/fnint.2011.00051

Panqu Wang and Garrison W Cottrell. 2017. Central and peripheral vision for scene recognition: A neurocomputational modeling exploration.
Journal of vision 17, 4 (2017), 9-9.

Qihan Wang, Xinyue Kang, and Pei-Luen Patrick Rau. 2022. The Magic of Slow-to-Fast and Constant: Evaluating Time Perception of Progress Bars
by Bayesian Model. arXiv preprint arXiv:2211.13909 (2022).

Manuscript submitted to ACM


https://doi.org/10.1145/2598153.2598182
https://doi.org/10.33168/JSMS.2024.0421
https://doi.org/10.3389/fnint.2011.00051

1093
1094
1095
1096
1097
1098
1099
1100
1101
1102
1103
1104
1105
1106
1107
1108
1109
1110
1111
1112
1113
1114
1115
1116
1117
1118
1119
1120
1121
1122
1123
1124
1125
1126
1127
1128
1129
1130
1131
1132
1133
1134
1135
1136
1137
1138
1139
1140
1141
1142
1143
1144

22 Anon.

[59] John H Wearden, Roger Norton, Simon Martin, and Oliver Montford-Bebb. 2007. Internal clock processes and the filled-duration illusion. Journal of
Experimental Psychology: Human Perception and Performance 33, 3 (2007), 716.
[60] John H Wearden and Ruth S Ogden. 2021. Filled-duration illusions. Timing & Time Perception 10, 2 (2021), 97-121.

Manuscript submitted to ACM



	Abstract
	1 Introduction
	2 Related Work
	2.1 Visual Feedback in Progress Indicators
	2.2 Visual Motion and Peripheral Perception
	2.3 Time Perception Beyond Vision: Auditory, Emotional, and Tactile Cues
	2.4 Peripheral and Non-focal Feedback in Interface Design

	3 Overview of the Experimentals
	3.1 Visual Stimuli
	3.2 Task and Procedure

	4 Pilot Study: Identifying Effective Peripheral Motion Patterns
	4.1 Objective
	4.2 Conditions
	4.3 Response Method
	4.4 Participants
	4.5 Results and Refinement for Main Study

	5 Experiment 1: Large-scale Online Evaluation of Time Perception
	5.1 Objective
	5.2 Conditions
	5.3 Crowdsourcing Implementation Strategies
	5.4 Results
	5.5 Discussion

	6 Experiment 2: Device-based Comparison Between PC and Smartphone
	6.1 Objective
	6.2 Conditions
	6.3 Design of Visual Stimuli
	6.4 Participants
	6.5 Results
	6.6 Discussion

	7 General Discussion
	7.1 Interpretation and Integration
	7.2 Implications for Design
	7.3 Limitations
	7.4 Future Directions

	8 Conclusion
	References

