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Abstract

With continued technology innovation in the fields of computer graphics (CG) and virtual reality
(VR), digital animated avatars (or virtual humans) are evolving into ones that are more interactive at
a suitable location such as museum, airport, and shopping mall. Specially, the form of the avatar (or
the virtual human) realistically need to be expressed in a way that matches the users’ physical space.
In recent many researches, the form of virtual human has been expressed as mixed-reality human
(MRH)-the virtual human combines with the physicality as the real part. In this paper, we propose to
carry out a study comparing various MRH on co-presence and emotional response in two-typed
virtual humans depending on how many actual parts are included: (1) (Level 1) small parts in the
virtual human combined virtual components (e.g., the head only) and (2) (Level 2) large parts in the
virtual human with the physicality as the real part such as head, arms, and upper body). We report
on the implemented results of our virtual humans and experimental results on co-presence and

emotional response.
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V. Experiment
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Table 1. Examples of questions in our experiment

Number Conversation contents

Hello. Nice to meet you. What is your name?

You can come a little closer.

| am sorry, but can you come back a little bit?

SO

| just ate, but did you eat?

| think today’s weather is good. Your clothes fit
well in today’s weather.

Fig. 5. LipSync control 6 See you next time. Nice to talk to you.




70  Journal of The Korea Society of Computer and Information

He F 209 IAEAT ZF condition

T 1084 I3l E= between—subject measurementE I
A31elar, AgoAE 7MY Fol FARAA taskE HFoIdt
of AFES EolH1, operator?] ZFOR 7MY Fel oy
| AojE=s &3ict. Ao ol A= active

7V7F B
table 20 AT A
& SAE = FH
Zall Ui el thE
2= co-presence, 7M FH

emotional response® S48t (Table 2 %),

Table 2. Subject questionnaire

Item Value

Co—presence The sense of “being together with me”

Did the virtual human influence the emotional

Emotional response ) .
response (surprise, anger, joy, etc)?

V. Results and Discussions

Co-presence
Emotional Response

Level 1 Level 2

Fig. 7. Effects of two—typed virtual human’s configurations
on co-presence and emotional response
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