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Abe, Kenji, 378
ABPM (Agent Behavior Planning Module),
96
Accompaniment status, 259
Action
body, see Body actions
human, see Human action
homeward, see Homeward action
outward, see Outward action
representation
symbol-based, see Symbol-based action
representation
symbolized, see Symbolized action
symbolization, 286
Action-to-action mapping, 327
Active communicator, see also Sender, 357
Adaptation
mutual, see Mutual adaptation
Addressee, 309
Adibi, Jafar, 371
Affect, 53
Affective Computing, 24-44, 50
Affective feeling, 24
Affective interaction, 26
Affective markers, 42
Affective states, 26
Affordance, 367
Agents
artificial, see Artificial agents
Embodied Conversational, see ECAs
pedagogical, see Pedagogical agents
presentation, see Presentation agents
virtual humanoid, see Virtual humanoid
agents
AIML (Artificial Intelligence Mark-up
Language), 36
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Aizuchi, 312
ALICE, 44
Ambient sound collage, 252
Ambient Sound Shower, 258-9, 265, 266
Ambiguity, 22, 33-7
Anaphor, 22, 32-7
Anaphora resolution, 22, 33-7
Animacy, 399
Annotation, 40-2, 241
Antecedent, 33-6
Anthropomorphic interface, 52
Antonyms, 33
AP (Attention Prosody), 390-8, 401
APML (Affective Presentation Markup
Language), 41, 77-8
Appearance generation, 280
Appraisal, 51, 53, 55
conscious, see Conscious appraisal
non-conscious, see Non-conscious appraisal
theory, 21, 43
Argyle, M., 104
Arousal, 51
Arrangement styles, 195
Artifacts
conversational, see Conversational artifacts
autonomous, see Autonomous artifacts
one and only, see One and only artifact
Artificial agents, 384
Atmosphere
communication, see Communication
atmosphere
Attention
joint, see Joint attention
prosody, see AP
social, see Social attention
Attentional behaviors, 85
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Audio Aura, 266
Audio features, 358, 359
Auto customizing, 384, 398, 401
Automatic abstraction, 202
Automatic slide generation, 209
Automatic text presentation, 201
Automatic video shooting system,
302

Autonomous artifacts, 383
Autonomous robotics, 384
Avatar, 269

generation, 277
Avatar-based communication, 272
Avatar-based interaction, 270
Aware emotions, 61
AwareHome, 265
Awareness likelihoods, 54, 58-61

Barnes, Susan B., 372
Basic emotions, 51, 58
Bayesian network, 42-3
BDI (Belief-Desire-Intention), 53
BEAT, 78, 153
Beat gestures, 105
Beenen, Gerard, 379
Behavior
generation engine, 77-8
model, 271, 278
Behavior-based Al, 326
Belief-Desire-Intention , see BDI
Believability, 51-2
Believable-agent motive, 52
Biometrical data, 65
Body
actions, 270
movements, 333, 335-6
stance, 114
Boredom, 57
Breathing, 334
Brown, Penelope, 69-70, 73—4
Bust shot, 220

Camera
module, 219-222
contents capturing, 220-2
environmental, 222
switching, 223
Camerawork, 218, 228-9
Canned joke, 29, 31
Capture, 16

CASA (Computers Are Social Actors)
paradigm, 22, 37, 44, 52
Case frame, 203
alignment, 209
CAST, 98
Chatbot, 35-6, 44
Clark, Herbert, 103, 308
Classroom
situation, 289, 293
virtual, see Virtual classroom
Clause unit, 312
Climate of a meeting, 353
C-MAP, 265
Coding scheme, 73—4
Coexistence, 253 (Fig.), 254
Cognitive analysis, 382
Cognitive architecture, 54
Cognitive emotion theories, 51
Cognitive empathy, 337
Cognitive environment
mutual, see Mutual cognitive environment
Cognitive map, 195
Cognitive Science, 53
Cognitively plausible emotions, 61
Coherence relations, 205
Collaborative communication, 371
Collagen, 105, 120, 126
Combinational optimization problem, 238
Common ground, 88
Common-special/unique, 398
Communication, 290
accommodation theory, 344
atmosphere, 15, 353, 354, 357, 364, 365
communicative, see Communicative
atmosphere
dimensions of, 354
emotional, see Emotional atmosphere
environmental, see Environmental
atmosphere
avatar-based, see Avatar-based
communication
collaborative, see Collaborative
communication
computer-mediated, see Computer-mediated
communication
efficiency, 354, 357, 359, 366
emotion, see Emotion communication
experiment, 390-1
follower-based, see Follower-based
communication
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intentional, see Intentional communication
leader-follower-led, see Leader-follower-led
communication
leader-led, see Leader-led communication
nonverbal, see Nonverbal communication
ostensive-inferential, see Ostensive-inferential
communication
patterns, 377
robots, 88
speech, see Speech communication
video-mediated, see Video-Mediated
Communication
verbal, see Verbal communication
Communicative atmosphere, 354
Communicative dimension, 356
estimate, 364
Communicative interactivity, 357-9
Community
design, 380
management, 380
monitoring, 380
Competitive face-to-face interaction scenario, 64
Composite layer, 255
Computational humor, 22, 32-7
Computational model building, 16
Computer-mediated communication, 290
ConceptNet, 35-7
Condon, William S., 331
Congruence, see also Embodied synchrony, 331
Connotative meaning, 51, 59
Conscious appraisal, 59-61
Constraints, 223-7
satisfaction, 223
Constructive approach, 382
Content
accumulation, 16
acquisition, 16
adaptation, 233
cards, 189
conversation, see Conversation content
conversational, see Conversational contents
production, 13
speech harmonic, see Speech harmonic
content
Context, 120-1
dialogue, see Dialogue context
Contextual features, 101-121, 1234, 130
Contextual predictor, 121-6
Contextual recognition, 121 (Fig.)
Contour map representation, 192

Control-engineering motive, 52
Controlled experiments, 17
Convergence, see also Embodied synchrony, 331
Conversation, 253 (Fig.), 254
analysis, 8, 14, 326
casual, 308
as content, 4
content, 251-267
acquisition, 260
engineering approach to, 3
face-to-face, see Face-to-face conversation
as interaction, 4
knowledge-oriented, 187
management of, 308
measurement, 8
as a medium, 185
modeling, 8, 14
multiparty, see Multiparty conversation
natural human, see Natural human
conversation
quanta, 4, 185, 196, 252
quantization, 5, 185
scene, 252, 257
status, 259
theory of, 325
three-party, see Three-party conversation
Conversational artifacts, 8, 9, 14, 399
Conversational content , 8, 12
management of, 198
Conversational environment design, 8, 13
Conversational Informatics, 8
methodologies for, 16
Conversational knowledge process , 201
Conversational robots, 9, 105-8
Cook, M., 104
Cooperativeness, 338
Coordination, 372
Coordinators, 372
Coping, 51, 61
situation-focused, see Situation-focused
coping
Corpora, 40-3
Corpus
analysis, 75-7
annotation, 71, 734
building and analyzing, 16
collection, 71-2
multimodal, see Multimodal corpus
of Spontaneous Japanese, 312
Criticism, 69, 71-2, 79
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CSCW (Computer-Supported Collaborative Emotion, 21-2, 26, 37-43, 49-55, 333, 337, 341,

Work), 187

CSP (Cross-power Spectrum Phase analysis)
method, 296

Cultural and ethnic factors, 339

DAMSL (Dialog Act Markup in Several Layers),

41

Deviance, 327

reason for the, 327
Dialogue

act, 31, 40-3

context, 117, 119

control, 70

data, 307

goal-directed, see Goal-directed dialogue

history, 120

manager , 120, 122

spoken, 107
Dictionary, 208
Dimensional emotion theories, 51
Disappearing computing, 289
Discourse structure analysis, 205
Disorder, 338
DM (Dialogue Manager), 92
Dominance, 52, 57, 59-64
Dominance/Power, 51
Double nominative sentences, 203
Duchenne smile, 38
Duncan, Starkey, 314
Dynamic situations, 290, 293

EasyLiving , 265
ECAs (Embodied Conversational Agents), 3,
21-47, 50, 53, 69, 77-8, 81, 117-18,
120,125, 148, 156, 163, 171, 181
architecture for, 120
Editing model, 223-6
Eigen-space method, 275
Electromyography, 64
ELIZA, 9, 50
EM algorithm, 392
Embodied synchrony, 331
function of, 3447
influence of, 340-2
influences on, 337-340
measurement and quantification of,
335-6
model and theory of , 3424
Embodied Conversational Agents, see ECAs

343
aware, see Aware emotions
basic, see Basic emotions
communication
model of, 343
dynamics, 54
mood-congruent, see Mood-congruent
emotions
primary, see Primary emotions
recognition, 52
secondary, see Secondary emotions
simulation module, 54
space
PAD, see PAD emotion space
theories
cognitive, see Cognitive emotion theories
dimensional, see Dimensional emotion
theories
Emotion-focused, 51
Emotional atmosphere, 355
Emotional dimension, 357
Emotional empathy, 337
Emotional expression, 396, 398
Emotional states, 53-5, 357
estimation, 357
Empathic agent behavior, 64
Empathic feedback, 64
Empathy, 337, 341
cognitive, see Cognitive empathy
Engagement, 103, 109, 114
Enjoyment smile, 38
Entrainment, see also Embodied synchrony,
334
to the subject, 3
Environment
analytic view of the, 328
Environmental atmosphere, 354
Environmental media, 14, 290, 291, 303
Error recovery mechanism, 273
Evaluation, 17
function, 223-6
Events, 224-5
social, see Social events
Evidence of understanding, 88
Exchange members
change of, 320
Expectation, 327
Experimental-theoretical motive, 52
Expert systems, 49



JWBK200-IND

JWBK?200-Nishida October 3, 2007 21:3

Index

Char Count=0

407

Eye-gaze, 87,312
behavior,
hearer’s, 315

Face
detection, 105, 221
direction, 2734
negative, 69
positive, 69
talking, see Talking face
threatening act, see FTA
tracking, 105, 108
Face-to-face conversation, 360
Facial behavior, 333, 336
Facial expressions, 26-7, 30-1, 3741, 58
Facial gestures, 163, 170, 180
Faculty development, 302
Feature
detection, 273
extraction, 358
Feedback
non-verbal, see Nonverbal feedback
visual, see Visual feedback
Figure model, 271, 280
Film studies, 218
Fisheye lens camera, 295
Focusing, 16
Follower-based communication, 377
Follower-chain pattern, 379
Follower-coordinator pattern, 379
Followers, 372
FrameNet, 35
Frames, 334
FREQT, 378
Freud, Sigmund, 32
Friendship, 23, 37
Frustration, 22-3
FTA (Face Threatening Act), 69-70, 79-80

Galvanic Skin Response, see GSR
Gaming scenario, 61
Gardening interface, 193
Gaze, 104-5, 118-9, 121, 253 (Fig.), 254
eye, see Eye-gaze
mutual, see Mutual gaze
Gaze-shift
mid-turn , 320
Gaze-shifting behavior, 317
Gender, 337-8
General Problem Solver, see GPS

General-specific/peculiar, 398
Gesticon, 78
Gestionary, 133, 135
Gesture, 70, 81-3, 103, 107, 109, 113, 117-18,
121, 333, 335-6

beat, see Beat gestures

coding of, 73

for direction giving, 133, 134

distribution, 75-6

facial, see Facial gestures

filtering, 78

iconic, see Iconic gesture

planning, 151

recognition, 121-2, 126
Giles, Howard, 331
Goal-directed dialogue, 24, 40-1
Goffman, Erving, 309
GPS (General Problem Solver), 49
GRETA agent system, 25, 77-8, 81
Graphical interface

zooming, see Zooming graphical interface
Gricean

maxims, 70

principles, 29, 31, 43
GrM (Grounding Module), 92
Ground

common, see Common ground
Grounding, 88

module, see GrM

nonverbal, see Nonverbal grounding
GSR (Galvanic Skin Response), 64

HA (Humorous Act), 21-44
HAI (Human-Agent Interaction), 384
Hand movements, 312
Hanson, Jeffrey R., 371
Hanson, Mirja P., 372
HCI (Human-Computer Interaction), 52-3, 162,
Head
movements, 163, 174, 181
nods, 87, 312
shakes, 110, 124-6, 128
Head-pose tracker, 93
Hearer
next-speaking, see Next-speaking hearer
non-next-speaking, see Non-next-speaking
hearer
unit, 315
Hearers’ statuses, 316
Hedonic valence, 59
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Hess, Ursula, 343
Highlight scenes, 240
HIPS project, 265
Hobbes, Thomas, 32
Homeward action, 279
Hough-like method, 297
HRI (Human-Robot Interaction), 53, 103-5
Human
action
presentation, 271
symbolization, 271
activity, 297
model, 276
Human motion
sensing, 271
vision-based, see Vision-based human
motion sensing
synthesis, 273
Human-Agent Interaction, see HAI
Human-animal relation , 382
Human-Computer Interaction, see HCI
Human-computer interface, 384
Human-human
interaction, 1, 162
relation, 382
Humanoid agents
virtual, see Virtual humanoid agents
Humanoid robots, 105, 118
physical, see Physical humanoid robots
Human-pet relation, 382
Human-Robot Interaction, see HRI
Humor, 21-4, 26-44
computational, see Computational humor
support, 22-3, 31
Humorous Act, see HA

ICC (Interaction Control Component), 96
Iconic gesture, 134, 136
IDF (Image Description Features), 134, 137, 138
IDM (Influence Diffusion Model), 15, 373
Image

analysis

features, 272

multi-view, see Multi-view image analysis

Description Features, see IDF
Imitation, see also Embodied synchrony, 331
Immersive distributed learning, 283
Importance of actions, 279
Incongruity, 43

resolution, 22, 32-3, 37

Influence, 373
Diffusion Model, see IDM
Information media, 290
Integrated generation
of natural language and iconic gesture, 149
Intelligent room, 265
Intentional communication, 357
Interaction, 103-5
affective, see Affective interaction
dual model of, 328
human-agent, see HAI
human-computer, see HCI
human-human, see Human-human interaction
human-robot, see HRI
management of, 325
nonverbal, see Nonverbal interaction
verbal, see Verbal interaction
responsive, see Responsive interaction
Interaction scenarios, 61
competitive, 61
competitive face-to-face, see Competitive
face-to-face interaction scenario
cooperative, 61
Interactive media, 398

Interactivity
communicative, see Communicative
interactivity
Interest
in particular exhibits, 259
Interface
anthropomorphic, see Anthropomorphic
interface

gardening, see Gardening interface
human-computer, see Human-computer
interface
multifunctional, see Multifunctional interface
speech, see Speech interface
zooming graphical, see Zooming graphical
interface
Inverse kinematics, 276
vision-based, see Vision-based inverse
kinematics
Invisible computing, 289
IPOC (Immersive Public Opinion Channel), 96
IR tracker, 252

Jefferson, Gail, 312, 314, 327

Joint attention, 86, 253 (Fig.), 254

Joke, 24, 27-9, 31-2, 34-6, 39, 42
canned, see Canned joke
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Kant, Immanuel, 32 Max, 54
Karatani, 398 McCallum, Andrew, 372
Katz, Elihu, 371 McCarthy, John, 378
Kendon, Adam, 1, 315, 331 McNeill, David, 1, 73, 75
Keyframes, 233, 238 Meaning-acquisition, 383—4, 390-3, 396-401
Kidsroom, 265 Measurement, 16
Knapsack problem, 238 Media
Knowledge conversion, 16
card, 205 equation, 7, 69
circulation, 215 Meetings
conversion natural, see Natural meetings
tacit-explicit, see Tacit-explicit knowledge = Meltzoff, Andrew N., 331
conversion Mental processes, 325-8
landscape, 187-8 Metadata, 234
media Meta-representations, 328

robots as, see Robots as knowledge media
representation, 185
Koestler, Arthur, 32
Krackhardt, David, 371

Laughter, 23-4, 38, 40, 43
Lazarsfeld, Paul, 371
Leader-chain pattern, 378
Leader-follower-led communication, 377
Leader-follower-repetition pattern, 379
Leader-led communication, 376
Leaders, 372
Leadership, 372
Learning system, 382—4, 400
Lecture
archiving system, 290-1, 302
Browser project, 292
video, 299
LED tag, 252
Levinson, Stephen C., 69-70, 73—4
Listener robots, 11
Literary style, 209
Local minimum problem, 400
Location
of the lecturer, 294
LPS (Local Positioning System), 258

MACK (Media Lab Autonomous Conversational
Kiosk), 88
Markup Language
Artificial Intelligence, see AIML
Affective Presentation, see APML
Mass-spring model, 56
Maven-leader pattern, 379
Mavens, 372

Mimicry, see also Embodied synchrony, 331
Minsky, Marvin, 32
Mirroring, see also Embodied synchrony, 331
Mode
referential, see Referential mode
responsive, see Responsive mode
Mood, 53-5
Mood-congruent emotions, 53
Morphological analysis, 203
Morphology
coding, 139
of gesture, 137, 139
Motion
capture system
vision-based, see Vision-based motion
capture system
fusion, 280
generation, 280
model, 271, 278, 280
sensing
vision-based human, see Vision-based
human motion sensing
synthesis
human, see Human motion synthesis
Motive
believable-agent, see Believable-agent motive
control-engineering, see Control-engineering
motive
experimental-theoretical, see
Experimental-theoretical motive
Movements
body, see Body movements
hand, see Hand movements
head, see Head movements
MPEG-4, 168, 172, 180
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MPEG-7, 234

Multifunctional interface, 399
Multi-modal integrator, 121-2, 127
Multimodal microplanning, 150
Multimodal corpus, 14, 308
Multiparty conversation, 307
Multiple-viewpoint video, 255-7
Multi-view image analysis, 273
Mundane intelligence, 381-4, 399, 401
Museum guide, 265

Mutual adaptation, 16, 381-401
Mutual cognitive environment, 328
Mutual gaze, 87

Mutual information, 359, 363

Nass, Clifford, 7
Natural human conversation, 307
Natural Language Processing (NLP), 202
Natural meetings, 308
Negative reinforcement, 390
Negative rewards, 391, 397-8
Network-based human interaction systems, 269
Next-speaker, 314
Next speakership, 315
expectation of, 323
snatch of an expected, 325
Next-speaking hearer, 316
NITE, 41
NLGG, 149
Nodding, 104-5, 109-113, 118-9, 124-7, 129
Nods
head, see Head nods
Nominalized predicates, 207
Nonaka, Ikujiro, 2, 371
Non-conscious appraisal, 59-61
Non-conscious reactive processes, 59
Non-language information, 382
Non-negative matrix factorization method, 359
Non-next-speaking hearer, 316
Non-polite style, 209
Nonverbal behavior, 307, 331, 333
annotation of, 312
Nonverbal communication, 161-2, 182, 358
Nonverbal communicative behavior, 70-1, 77
Nonverbal feedback, see also Visual feedback,
119
Nonverbal grounding, 88-96
Nonverbal information, 270
Nonverbal interaction, 1
Nonverbal interruption, 98

Nonverbal status, see NV status
NV status (Nonverbal status)
dyad’s, 89

Observation, 16

OCC (Ortony-Clore-Collins) model, 43
One and only artifacts, 384, 398, 401
Ordered sub-tree, 377
Ostensive-inferential communication, 326
Outward action, 279

PAD emotion space, 55
Panoramic content presentation, 187, 189
Paralanguage information, 382-3, 400
Paraphrasing, 206
Participant’s activities, 270
Participation structure
change of, 323
Passive communicator, see also Receiver, 357
Pattern
communication, see Communication patterns
leader-chain, see Leader-chain pattern
follower-chain, see Follower-chain pattern
leader-follower-repetition, see
Leader-follower-repetition pattern
maven-leader, see Maven-leader pattern
follower-coordinator, see
Follower-coordinator pattern
Paulos, Alan, 32
Pedagogical agents, 88
Perceive-reason-act triad, 55
Performance, 342
Personality, 26-7, 42, 52, 54, 56
Personalization, 233
Personalizing function, 384, 398, 401
Person-to-person communication, 366
Pet robots, 382-3, 399-401
Phonemic information, 383, 392
Physical humanoid robots, 50, 65
Picture composition, 217, 219, 220-2
Pitch curve, 388
Pleasure/Valence, 51
Politeness strategies
coding of, 734
and common ground, 71
distribution, 75-7
emotional, 71
multimodal, 70, 75-7, 81-3
negative, 69-70, 82
perception, 79, 81-2
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positive, 69-70, 82 Relation

in tutoring system, 70-1
verbal, 69-70, 79-80
Position sensor, 296
Positive reinforcement, 390
Positive rewards, 392, 397
Poster
presentation scenes, 260
touch, 260-5
Posture, 275
Practices
knowledge about, 328
rules as, 327
Predicate-argument structures, 203
Preference, 233, 236
Presentation
agents, 87, 193
contents
simulation of, 196
human action, see Human action presentation
Presenter robots, 11
Primary emotions, 51, 59, 357
Primitive layer, 255
Privacy, 269
Problem-focused, 51
Profile, 234, 236
Prosodic feature, 385, 397
Prosodic information, 383, 398
Prosody, 117, 121
Prototype building, 16

Quantitative analysis, 16

Quantization
conversation, see Conversation quantum
spiral, 186, 193

Quantum
conversation, see Conversation quantum

Rapport, 338-9, 341

Rational behavior, 53, 55

RawData layer, 255

REA, 53, 148

Reactive behaviors, 55

Real-time human proxy, 14

Receiver, 357, 360, 362

Reeves, Byron, 7

Referential mode, 328

Reinforcement
negative, see Negative reinforcement
positive, see Positive reinforcement

human-animal, see Human-animal relation
human-human, see Human-human relation
human-pet, see Human-pet relation
Relationship maintenance, 340-2
Relevance
expectations of, 326
maximization of, 326
theory, 326
Requantization, 188
Responsive interaction, 326
Responsive mode, 327
Rewards
negative, see Negative rewards
positive, see Positive rewards
Robotics
autonomous, see Autonomous robotics
Robots
architecture for, 105-6
communication, see Communication robots
conversational, see Conversational robots
humanoid, see Humanoid robots
as knowledge media , 11
listener, see Listener robots
pet, see Pet robots
physical humanoid, see Physical humanoid
robots
presenter, see Presenter robots
sociable, see Sociable robots
virtual humanoid, see Virtual humanoid robots
Rogers, Everett M., 371
Room
ubiquitous sensor, see Ubiquitous sensor room
smart, see Smart room
intelligent, see Intelligent room
Route directions, 135
Rules
violation of the, 327

Sacks, Harvey, 312, 314, 327
Scenario
gaming, see Gaming scenario
interaction, see Interaction scenarios
smalltalk, see Smalltalk scenario
Scene, 236
conversation, see Conversation scene
highlight, see Highlight scenes
poster presentation, see Poster presentation
scenes
video, 256
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Schegloff, Emanuel A., 312, 314, 327
Schisming, 309
Schopenhauer, Arthur, 32
Scientifically motivated approach, 307
Scripts, 334
Secondary emotions, 51, 59
Secondary motion, 271
Segmentation layer, 255
Semantic structure, 236
SEMMEL (Strategy Extraction for MultiModal
Eca controL) corpus, 72
Sender, 357, 360, 362
Sense ambiguity, 203
Sensing, 16
human motion, see Human motion sensing
Sensor
ubiquitous, see Ubiquitous sensor
wearable, see Wearable sensor
position, see Position sensor
Shared reference, 85
Shetty, Jitesh, 371
Shot, 218, 220, 236
bust, see Bust shot
close-up , 220
over-the-shoulder, 220
Side-participant, 309
Signal-to-Interference Ratio, see SIR
Simulated spiral springs, 56
SIR (Signal-to-Interference Ratio), 355
segmental auditory, 355
audiovisual, 356
Situation-focused coping, 62
SKG (Sustainable Knowledge Globe), 186, 193,
196
Skip-Bo, 64
Slides, 299
Smalltalk scenario, 61
Smart room, 265
SmartKom , 41
Smile, 224, 26-7, 38-40
Duchenne, see Duchenne smile
enjoyment, see Enjoyment smile
Sociable robots, 52
Social actors
Computers Are, see CASA paradigm
Social attention, 257
Social dialogue, 54
Social events, 253
Social interaction, 69
Social learning, 382, 384

Social network, 375
Social partners, 65
Social presence, 347
Social skills, 337
Social variables, 70—1
Spatial consistency, 286
Spatial expansion, 234
Spatial relations, 269
inconsistency of, 269
Spatial relationships, 284
Spatio-temporal memory model, 187, 188
Spatiotemporal video collage, 252, 257
Speaker
next-, see Next-speaker
situations, 293
Speculation, 16
Speech communication, 383
Speech harmonic content, 357
Speech interface, 383, 397-8, 400-1
Speech synthesis, 212
Sperber, Dan, 326
Spoken language, 206
Sports video summaries, 234
State transition graphs, 279
Statistical learning, 399-400
Statistical model, 173, 176, 180
Statuses
hearers’, see Hearers’ statuses
Stay, 253 (Fig.), 254
Stereo vision method, 294
Steyvers, Mark, 372
Stories
heuristic production of, 2
Story representation, 192
Stress, 396-7
Summaries
sports video, see Sports video summaries
Summarization, 233
video, see Video summarization
Summary
video, 256
slides, 209
story, 194
Support Vector Machine, see SVM
Surface realization, 152
SVM (Support Vector Machine), 122—4
Symbol-based action representation, 272
Symbolization
action, see Action symbolization
human action, see Human action symbolization
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Symbolized action, 270
Synchronization, 311
of body action and speech utterance, 284

Synchrony, see also Embodied synchrony, 15, 331

Syntactic analysis, 203

Tacit-explicit knowledge conversion, 2
Tag, 235
LED, see LED tag
transcription, see Transcription tag
Takeuchi, Hirotaka, 371
Talking face, 27
TCU (Turn-Constructional Unit), 312, 314
Teaching material recording system, 302
Text retrieval, 212
Text To Speech, see TTS
Thesaurus, 203
Three-party conversation, 308
Time compression, 234
Topic, 210
Touch
poster, see Poster touch
Tracker
head-pose, see Head-pose tracker
IR, see IR tracker
Transcription tag, 312
Transition probability, 279
Tree structure, 192
Trust, 23, 37
TTS (Text To Speech), 172, 180
Turing test, 50
Turn
non-taking of, 317
taking, 109-10, 118, 314, 327
system, 309
Turn-allocation, 327
Turn-Constructional Unit, see TCU
Turn-transfer rules, 314
Tyler, Joshua R., 371

Ubiquitous sensor, 252

room, 13, 253
UM (Understanding Module), 92
Underspecified, 136
Understanding

evidence of, see Evidence of understanding
Universal cognitive tendency, 326

Valence
pleasure/, see Pleasure/Valence
hedonic, see Hedonic valence

Valenced emotional impulses, 59
Verbal behavior
annotation of, 312
Verbal command, 383, 391, 397-9, 401
Verbal communication, 289
Verbal interaction, 1
VerbNet, 35-6
Video
annotation tool, 312
digest, 238
features, 358, 359
lecture, see Lecture video
multiple-viewpoint, see Multiple-viewpoint
video
poster, 238
scene, see Scene video
segment, 236
shooting system
automatic, see Automatic video shooting
system
skimming, 233
summaries
sports, see Sports video summaries
summarization, 233, 237
summary, 252, 255-7, 265
Video-Mediated Communication (VMC), 87
Viewpoints , 192, 194
Virtual characters, 65
Virtual classroom, 283
Virtual environments
for human interaction, 269
Virtual human, see also ECAs, 54
Virtual humanoid agents, 53
Virtual reality, 54
Virtual space
3D, 269
Virtualized human, see also ECAs, 286
Vision recognition, 105, 107
Vision-based human motion sensing, 272, 274
Vision-based inverse kinematics, 273, 275
Vision-based motion capture system, 270, 271
Vision-based recognition, 117, 122, 126-7
Visual analysis module, 119-120
Visual cures, 273
Visual feedback, 117-131
Vocal behavior, 333-4, 336
Voice fundamental frequency, 357

Walker, Marilyn, 70, 73—4
Wallace, Patricia M., 376
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Wearable sensor, 252 Writing on whiteboard, 299

Wearable systems, 265 Written language

Web Lecture Archive Project, 292 paraphrasing, 206

Wilson, Deirdre, 326 Wau, Fang, 371

Wizard of Oz, 40

Written language, 206 Zero anaphora, 205

Word sense disambiguation, 208 Zoomable globe, 189

WordNet, 35-7 Zooming graphical interface, 189



