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Abstract

The Impact of Interactive Artifacts to Ground the Social Interactions and

Titl . L
the its Applications

(800 words)

The contents of this thesis is containing three interactive media (Table Talk Plus, Nexus+
and Sociable Spotlight) and two social agents (Sociable Spotlight designed with CG
animation and Talking-Ally) for exploring how participants utilize those interactive artifacts
and are persuaded by them in human-human/human-robot social interaction.

Table Talk Plus (Chapter 2) is an artifact for promoting mutuality and social bonding
among dialogue participants. As it 1s widely known, spoken utterances can be regarded as an
‘artifact’ that constrains and drives our utterance and thought. In our everyday conversation,
spoken utterances and social displays of dialogue participants become important ‘artifact’ as
a resource to organize conversational sequences in talk-in-interaction. In this chapter, we are
focusing on how to visualize “conversational field” as an artifact in organizing multi-party
conversation. So our research question here is how to model and visualize the conversational
field that is spontaneously emerged from interactions between dialogue participants. And we
propose Table Talk Plus system, which can displays conversational dynamics in a
participation frame using simple CG animations. And some research findings from dialogue
experiments with the Table Talk Plus are discussed.

Nexus+ (Chapter 3) is an interface for creating field of promoted social interaction on the
network. In general, we have three kind of interaction which motivates to swing their body:
“physical interaction” which moves the body by applying physical power from someone,
“informational interaction” elicits to do their actions from useful information, including
language etc., and there is an interaction through a ‘field’ which is people's action is urged
involuntarily according to context. Reed is exploring “field of promoted action” according to
the Ecological Psychology, but still difficult to find out how it's evoke or born in social
interactions among the people. We have motivated to develop artificial filed to empathize the
“field of promoted action” in social interaction on the network among the users and also
investigate the technology and how to utilize (handle and promote) it in “field of promoted
action”.

Sociable Spotlight (Chapter 4 and Chapter 5) is cognitive artifact to enhance engagement in
conversation. The idea is here that understanding why people treat simple geometric
animations like real agent which has intention to interact with people even if its geometry is
artificial thing will aid the ‘agency’ problems of human-agent interaction. In this chapter, we
explore effects of treating simple geometric animations as a real participant to facilitate
multi-party conversation in social interaction. Observational study was conducted with
groups of two or three persons using simple circle (sociable spotlight) which moves based on
dynamic information in the current multi-party conversation, with the goal of discovering
how participants are utilizing the behaviors of sociable spotlight as other party for organizing
the conversational sequences in talk-in-interaction. In addition, we motivated to explore how
the sociable spotlight is embedded within the organization of conversation and how the user's
behaviors are changed according to the sociable spotlight's behaviors by investigate through
conversation analysis of a video-recording. Finally, we conclude how the agency of artificial
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things constructed in multi-party conversation from minimal designing point of view.

Talking-Ally (Chapter 6) is a system for organizing utterances with hearer's ‘hearership’. In
this chapter, we mention a social robot that considers the concepts of ‘addressivity’,
‘dialogicality’ and ‘hearership’ which are considering hearer's attitude and responses; (1)
recognize the eye gaze of the hearer by the eye mark recorder, and (2) state of the hearer to
adjust the utterance strategy. As a result, the utterance organized with the hearer is original
utterances. In the experiment, we conducted a survey to explore effectiveness of the utterance
generation system (social robot). The utterance generated by the proposed approach was able to
get a high commendation for most of the questions. It is suggested that, the utterance of the
robot is considered to be equipped with ‘address’. Because the robot was uttered while
consciously aware of the eye gaze of the hearer and hearer thinks, “I have been conscious as
the hearer”. We got the knowledge that utterance with ‘address’ inspire “intentional stance”
from hearer.
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