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Impact: Emotions

Introduction

 Managing interpersonal distances Is a key aspect in
everyday social interactions

» Real-life observation: interpersonal distance preference
Influenced by emotional expressions of interactant

— Does this also apply in VR settings?
» Two-fold research objective: o |
» Use virtual agents for VR-based behavioral studies
* Improve proxemic behavior of virtual agents I

Agent’s Emotional Expressions

Take aways:

 Larger distances to angry-looking interactant
» Passive scenarios (Sample task) within Hall's social zone
» Active scenarios (PassBYy task) require smaller distances

Sample task | PassBy task

Impact: Spatial Constellations

PassBy task
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« Sample task: no significant differences | PassBy task
» PassBYy task: larger distances in CAVE "
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