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The Development of Socially Interactive AR Agents in Edutainment SystemsJ
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Abstract = In this paper, we present a socially interactive augmented reality (AR) agent that
shows appropriate social behaviors during interaction with a user in an edutainment system.
The agent perceives contextual cues generated by a user's action in learning tasks, and then
appraises the cues based on its own belief, desire, and intention, Based on the appraisal
results, the agent generates companion-—like social responses relevant to the situation, To
show the effectiveness of our agent, we apply it to an animated bluebird that shows
anthropomorphic visual and verbal expressions, We also make the bluebird collaborate with a
user to achieve learning tasks in an AR edutainment system, Through usability tests, we
subsequently observed that participants preferred to interact with the bluebird as a social
partner, Therefore, we expect that a socially interactive AR agent could be one of factors to
motivate a user's participation in educational systems.
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