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Evaluating digital avatars in VR



Uncanny Valley

• The uncanny valley (Japanese: 不気味の谷, Hepburn: bukimi
no tani) effect is a hypothesized psychological and aesthetic
relation between an object's degree of resemblance to a
human being and the emotional response to the object.

• Used to refer to the unpleasant feeling that some people have
when they see robots (= machines that can carry out actions
automatically), or pictures of a human being created by a
computer, that appear very similar to a living human.

Source: Uncanny valley - Wikipedia
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ABOT Database
• 251 different Anthropomorphic robots

• Many different sources

• Large survey with mTurk
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Avatar Datebase
• Gender

• Male

• Female

• Diverse

• Age

• Elderly

• Adult

• Child

• Art style

• Realistic

• Cartoonish

• Low fidelity

• Anime

• Special features

• Default

• Caricature

• Occupation

• Costume

Source: cgtrader.com
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Case Study

Source: prolific.com

2 question types with one question each:

How uncanny do you think the Avatar is?

How human-like do you think the Avatar
is?

8 groups with 50 avatars each and one
question type

10 Prolific's Attention and Comprehension
Check Policy compliant questions

A total of 60 questions per respondent

over 200 participants with an Average age
of 29 years

Worldwide participation, with England,
Spain and Poland in the lead

Median duration was 6 minutes

After exclusion criteria, 143 probands were
paid out and we had 15 - 20 evaluations
per avatar
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We could observe the Uncanny Valley in certain categories of avatars
but not in the whole spectrum.

We suspect it is due to the noise that occurs when the individual
categories overlap.

An even larger study with a planned 1000 avatars and a
correspondingly large number of participants.

Conclusion

Future


