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1.2 Visual information and communication
go0oooooocoooooooooooooooooooonooboonoo

e Daft and Lengel(1986)
0O -rich mediad ex. face to faced O leaner medial ex. eemaild 00000000 OO00OO
goooooood

e Rutter(1987)

0-0000000000social cuelessness0 00 0000000000000 OOOOOOO
goooO0oo0ooooooooobooooooa

e Short(1976)
O-000doobooooooboooooooooooooooooboooooooon
gooooooo

e Boyle(1994)
O-000000o00o0ooooon O
O-000000000000000n 00
O-000000000000000 oooooooao

gbooooooooboo
ooooooooboo
oooooooooboo
oboooobooboooooboooobooboooboobooon

g-0gobgoobgoobooboobooboobooboobooboobooboobo
oo

1.3 Tasks and methodology
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1.4 Hypotheses
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2 Method

oo
g-3000b0400b000b0obooa
gboooo
u-30b0obo100bo0booooag
g-ggoboboooooooo
g-oboooob

ogooog

O-FiglODOOOoOOOd
O-Fig20OOoOOOd

go

0 -BT Conference Call PresenceTM(O O OO O)

2.1 Design

oood

0-20000000/0000x%x 400001,23400000000000
go0-00obobobooomuobooboonog

g-oboboboobobom400000000000DO0O00O0O0DO0O0O0 20000

2.2 Participants
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2.5.1 Task 1: no focus (social exchange)
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2.6 Questionnaires
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3 Analysis of eye-tracking data
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4 Results
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1.3 Task 3. No focus (social exchange): gaze behaviour
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4.1.4 Gaze behaviour over time
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4.2.1 Task 1. No focus (social exchange): communication
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4.2.4 Communication over time
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4.4 Questionnaire results
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5 Discussion
5.1 Discussion of the findings on behavioral data
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5.2 Discussion of the findings on user ' s attitudes
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Tahle 1

e Y

Fig 1 Vidso condition Task *

Fig. 2. Avatr condiion (BT Confenence Call Prewence™) Task 4.

Mean percentages of gaze directed on screen 1o representations and task feature/rest of screen for each task by condition

Task N Condition Avatar /video representations Rest of screen/task feature Total % on screen
1:Social exchange 5 Video 826 8.4 910

Avatar 69.2 19.8 890
2:Map task 9 Video 207 61.4 911

Avatar 20 91.2 932
3:Social exchange 5 Video 836 13.2 96.8

Avatar 67.8 7 84.8
4:Business meeting 14 Video 36.6 EER) 90.5

Avatar 153 64.8 80.1

Tahle 2

Task I—number and % ol interruptions (standard deviations) by role and
representation

Condition-avatarvideo Person 1 Person 2 Person 3

N Interruptions (avatar) 12.25(9.91) SO0 (R.34) 662 {3.7)
N Interruptions {video) 7.50 {6.04) 437 (4.30) 5.50 {3.50)
% Interruptions (avatar)  22.09(11.07) 1908 {12.53) 158.42 (8.52)
% Interruptions (video)  13.35(7.4) 11214§7.2Ty 1402 (6.53)

Table 3
Task 2—number and % of interruptions (standard deviations) by role and
representation

Condition-avatarvideo Person 1 Person 2 Person 3
N Interruptions {avatar) 81246 10) 15.25 (16.67) TAT (4.01)
N Interruptions (videa) $.12(7.21)  10.25 (4.59) 712 (5.19)

% Interruptions (avatar)
% Interruptions (video)

16.02(11.58) 2314 (I2.81)  20.11 (8.29)
14.04(7.44) 1764 (8.23) 1443 (5.75)

Table 4
Task 3—number and % of interruptions (standard deviations) by role and
representation

Condition Person 1 Person 2 Person 3
N Interruptions (avatar) 875 (13.13) T7.00 (6.27) .62 (£.10)
N Interruptions (video) 212 (2.03) 1.75 (1.28) 187 (1.64)

% Interruptions (avatar)
%% Interruptionsbh (video)

2090 (13.61)
8.89 (8.12)

19.01 (8.15) 2393 (10.55)
10.72(6.99) 1274 (12.16)

Table 5
Questionnaire responses by task and condition for Questions ¥ and 12

Task 1 Task 2 Task 3 Task 4 Averape

How sociable would vou rate the medium of communication? 0 = very
unsociable, 100 = wery sociable

Avatar 642 6l.y 649.0 641 6.1

Video 620 58.6 9.2 6.7 641

How sensitive did you find this medium ol communication? 0 = very
insensitive, 100 = very sensitive
Avatar 620 546 557 .4 U4
Video 578 570 634 64,7 621
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