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Introduction

ÅCBT for treatment of social phobia

ÅNeed for virtual character realism

ïRepresentation

ïBehavior

ÅResponsive to eye contact

ïAttentive when looked at

ïBored when not

ÅIncrease of immersion
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Related Work

ÅObject selection and movement

ïHutchinson et al. [1989], Jacob [1990], 

Starker and Bolt [1990], Colombo et al. 

[1995], Tanriverdi and Jacob [2000], Zhu 

and Ji [2004]

ÅCharacter feedback

ïCassel and Thorisson [1999], Wang et al. 

[2006]
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Experimental Setup - Apparatus

ÅISCAN RK-726PCI 

pupil/corneal reflection 

tracking system

ÅAscension Flock of 

Birds

Å3.2m x 2.4m back-

projection screen 

(1024x768 pixels)
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Experimental Setup - Architecture

ÅTexture-based color picking technique 

Herbelin et al. [2007]

Å2 animation pools

ïAttentive

ïBored

ÅUse of eye-tracking 

ÅLatency in behavior modification
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Experimental Protocol

ÅHypotheses 

ïA character that changes behavior is 

more realistic

ïWith respect to eye-tracking data is even 

more realistic

ÅSubjects

ïBackground

ïAge
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Experimental Protocol
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Experimental Protocol

Å5 point Likert scale evaluation of:

ïInterest/Indifference

ïEngagement/Distraction

ïFriendliness/Unfriendliness

ïNormality/Abnormality

ïOther
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Results - Interest
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Results - Engagement
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Results - Normality
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Results ïCase Study - Attentive


