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Research Objective
�‡��Are conversing groups effective for indirectly guiding users to
 points of interest (POIs) as a social wayfinding technique and
 how do they impact gained scene knowledge?

Requirements
�‡��Conversational groups distributed over entire IVE
�‡��User-aware groups inferring user interest in their conversation

Locomotion-Related Behavior of Social Groups
�‡�� �,�Q�W�H�O�O�L�J�H�Q�W���G�L�V�W�U�L�E�X�W�L�R�Q���R�I���V�W�D�W�L�F���V�R�F�L�D�O���J�U�R�X�S�V���L�Q���,�9�(
�‡�� �(�T�X�D�O�O�\���D�V�V�L�J�Q���J�U�R�X�S�V���W�R���W�R�S���W�K�U�H�H���X�Q�Y�L�V�L�W�H�G���3�2�,�V
�‡�� �8�V�H�U�V���D�S�S�U�R�D�F�K�L�Q�J���J�U�R�X�S���W�U�L�J�J�H�U�V���V�W�D�U�W���R�I���F�R�Q�Y�H�U�V�D�W�L�R�Q����
 allowing users to overhear it, sharing knowledge about POI 
 as well as directional information

Within-Subjects Design (�:��randomized order)
�‡�� �&������ �1�R�Q���W�D�O�N�D�W�L�Y�H���V�R�F�L�D�O���J�U�R�X�S�V
�‡�� �&������ �%�D�E�E�O�L�Q�J���V�R�F�L�D�O���J�U�R�X�S�V�����3�2�,���X�Q�U�H�O�D�W�H�G��
�‡�� �&������ �&�R�Q�Y�H�U�V�L�Q�J���V�R�F�L�D�O���J�U�R�X�S�V�����3�2�,���U�H�O�D�W�H�G��

Participants
�‡�� ���������������P�D�O�H�V���������I�H�P�D�O�H�V�����D�J�H�����0��� ���������������6�'��� ����������

Study Task Per Condition
�‡�� �(�[�S�O�R�U�L�Q�J���X�Q�N�Q�R�Z�Q���,�9�(���I�R�U�������P�L�Q���W�R���I�L�Q�G���D�O�O���3�2�,�V
�‡�� �6�R�F�L�D�O���J�U�R�X�S�V���R�Q�O�\���G�L�I�I�H�U���L�Q���F�R�Q�Y�H�U�V�D�W�L�R�Q���E�H�K�D�Y�L�R�U

Results
�‡���2�Q�H���Z�D�\���U�H�S�H�D�W�H�G���P�H�D�V�X�U�H�V���$�1�2�9�$���R�Q���I�R�X�Q�G���3�2�,�V��
�������)��������������� ���������������L�Q�G�L�F�D�W�H�G��
  �:���&�����S�H�U�I�R�U�P�H�G���Z�R�U�V�H���F�R�P�S�D�U�H�G���W�R���&�����&�������S������������������
  �:���1�R���G�L�I�I�H�U�H�Q�F�H���E�H�W�Z�H�H�Q���&�����D�Q�G���&�������S��� ������

�)�L�J�����������8�V�H�U�����8�Q�U�H�D�O���P�D�Q�Q�H�T�X�L�Q�����I�R�O�O�R�Z�L�Q�J���D���P�R�E�L�O�H���F�R�Q�Y�H�U�V�L�Q�J���J�U�R�X�S���W�R���I�L�Q�G���D���3�2�,�����Z�K�L�O�H���S�D�V�V�L�Q�J���Y�D�U�L�R�X�V���V�W�D�W�L�F���F�R�Q�Y�H�U�V�L�Q�J���J�U�R�X�S�V��

Background
�‡�� �6�F�H�Q�H���H�[�S�O�R�U�D�W�L�R�Q���L�Q���O�D�U�J�H���V�F�D�O�H���L�P�P�H�U�V�L�Y�H���Y�L�U�W�X�D�O��
   environments (IVEs) is non-trivial and needs to be supported
�‡�� �:�D�\�I�L�Q�G�L�Q�J���L�V���D���V�R�F�L�D�O���D�F�W�L�Y�L�W�\���>�'�D�O�W�R�Q���������@
  �: Using virtual pedestrians as social cues and 
�� �� �� �� �I�R�O�O�R�Z�L�Q�J���W�K�H�P���>�%�|�Q�V�F�K���������@
  �:�� �&�K�D�O�O�H�Q�J�H�����1�D�Y�L�J�D�W�L�R�Q���J�R�D�O���U�H�P�D�L�Q�V���X�Q�N�Q�R�Z�Q
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�‡�� �$�Q�D�O�\�]�L�Q�J���X�V�H�U�¶�V���L�Q�W�H�U�H�V�W���L�Q���F�R�Q�Y�H�U�V�D�W�L�R�Q
�‡�� �,�Q�I�H�U�U�H�G���L�Q�W�H�U�H�V�W���W�U�L�J�J�H�U�V���J�U�R�X�S���V�R�F�L�D�O�O�\���F�R�P�S�O�L�D�Q�W���Z�D�O�N�L�Q�J��
 towards goal  while continuing conversation
�‡�� �2�Q���X�V�H�U���G�L�Y�H�U�V�L�R�Q�����J�U�R�X�S���S�D�X�V�H�V���W�R���U�H�J�D�L�Q���D�W�W�H�Q�W�L�R�Q���E�H�I�R�U�H��
 resuming navigation

�‡�� �*�D�L�Q�H�G���V�S�D�W�L�D�O���N�Q�R�Z�O�H�G�J�H���Z�D�V���K�L�J�K�H�V�W���L�Q���&������
�� �I�R�O�O�R�Z�H�G���E�\���&�����D�Q�G���W�K�H�Q���&��
�‡�� �3�U�H�I�H�U�H�Q�F�H���I�R�U���&�����L�Q���I�U�H�H���W�H�[�W���I�L�H�O�G�V��
  �: Enhanced realism and perceived intelligence of 
     pedestrians
  �: Conversations linked to behavior led to increased 
     credibility and engagement
  �:���'�L�U�H�F�W�L�R�Q�D�O���L�Q�I�R�U�P�D�W�L�R�Q���D�O�O�R�Z�H�G���D���V�H�Q�V�H���R�I���V�K�D�U�H�G��
�� �� �� �����H�[�S�O�R�U�D�W�L�R�Q�����L�P�S�U�R�Y�L�Q�J���D�J�D�L�Q���F�U�H�G�L�E�L�O�L�W�\
�‡�� �6�R�P�H���S�D�U�W�L�F�L�S�D�Q�W�V���X�V�H�G���F�R�Q�Y�H�U�V�D�W�L�R�Q�D�O���K�L�Q�W�V���I�R�U���L�Q�G�H�S�H�Q��
�� �G�H�Q�W���H�[�S�O�R�U�D�W�L�R�Q�����U�D�W�K�H�U���W�K�D�Q���G�L�U�H�F�W�O�\���I�R�O�O�R�Z�L�Q�J���J�U�R�X�S�V

Lessons Learned
�‡��User preference for goal-oriented conversations
�‡�� �%�D�E�E�O�L�Q�J���G�L�V�W�U�D�F�W�V���I�U�R�P���R�U���P�D�V�N�V���W�K�H���S�H�G�H�V�W�U�L�D�Q�¶�V��
 movement cues
�‡�� �6�S�D�W�L�D�O���N�Q�R�Z�O�H�G�J�H���E�H�V�W���Z�K�H�Q���I�R�F�X�V�L�Q�J���V�R�O�H�O�\���R�Q���R�Z�Q���U�R�X�W�H


