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Effects of emotional feedback on children, using different modalities
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Abstract:

The potential for involving emotions in human—technology interaction has received considerable
attention in many fields of design, as it has many implications in the design of educational applications to
improve learner—computer interaction. This study attempted to create emotionally supportive learning
environments by adding emotional feedback through cues from vocal and facial expression. Faces and
voices are powerful sources of emotional information through visual and auditory modalities, the two
main components of multimedia. Two quasi-experiments were conducted to investigate the impact of
visual and auditory emotional feedback on the instruction of school-age children with regard to their
perceived social presence, intrinsic motivation, and performance during the learning process. The
independent variables in the first experiment were speech and static facial expression. A total of 173
sixth graders participated in the experiments. Results of the first experiment demonstrated that children
preferred the auditory modality of speech to the visual modality of facial expression. In the second
experiment, the independent variables were speech and dynamic facial expression. The findings revealed
no significant differences between speech and dynamic facial expression, indicating that emotional
feedback through audio displays or visual displays could function equally in the social perceptions of
children, and help to motivate them in learning activities. Dynamic facial expression and speech work
alternately. The findings of this study may help designers to create emotionally supportive learning

environments for children, using emotional feedback through speech and facial expression.
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Abstract:

The study introduced in this paper examines some of the issues involved in the design and
implementation of serious games that make use of tangible AR environments. Our motivation is to
understand how augmented reality serious games (ARSG) can be applied to some very difficult
problems in the real gaming world. Emphasis is given on the interface and the interactions between
the players and the serious games themselves. In particular, two case studies are presented, ARPuzzle
and ARBreakout. Results from both case studies indicate that AR gaming has the potential of
revolutionizing the way that current games are played and used as well as that it can help educate

players while playing.
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