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Az előadás kivonata:


Addressing Psychological and Cognitive Tasks Using Virtual Faces 

To mimic the quality of everyday human communication and underlying processes, future research tools for psychology and cognitive research will need to go beyond photographs, Ekman faces and simple, cartoon-like drawings, by combining the /benefits of high visual fidelity animated digital faces /with /conversational intelligence/ and the ability to /modulate the emotions/ of their users in a personalized manner. Virtual human technology, computer graphics and digital perception have made considerable advancements during the past decades leading the way to create a humanoid interface that works by utilizing the natural means of interaction, e.g. words, gestures, glances and body language instead of traditional computer devices, such as the keyboard and mouse. 

From a psychological and cognitive perspective digitally animated faces require the ability to create believable digital humans capable of expressing the finest shades of emotions in a controllable manner. In addition, the same system must also be able to /read the users’ emotional reactions/ and adapt the behavior of the digital human accordingly in real-time. We implemented this concept as a step towards creating a novel solution called the /Virtual Human Interface (VHI)/. The /VHI/ builds upon many years of interdisciplinary research to create a /closed-loop model of interaction/ whereas the user’s internal state (emotion, level of attention, etc.) is constantly monitored and driven directly by the animated character with the purpose of creating emotional bonding. This emotional bonding then acts as a catalyst to help turning information into knowledge. In other words, our advanced user interface draws on emotions to help its users in the interaction process by intelligently tailoring its workload and constantly adapting its presentation strategies, hence the name /affective intelligence/. 
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