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Abstract

Intuitively, when considering forms of technologically mediated communication, access to the visual channel  
makes interactional techniques available which are comparable to those used in face to face interaction.  However, a 
common finding in the literature on mediated communication is that, whilst it has proved simple to demonstrate the 
advantages of face to face interaction when compared to interaction over an audio only link, the same is not true 
when comparing audio visual technologically mediated communication (we shall refer to this from now on as Video 
Mediated Communication, or VMC) with an audio only link (Anderson et al, 1997; Heath & Luff, 1997).  Further to 
this, studies have identified that there are significant differences between VMC interaction and face to face 
interaction (Whittaker, 2003; Heath & Luff, 1991; Vertegaal,1997), and that crucially this is not due to technical 
issues;  it is not the quality of the visual channel that is the cause for these differences (Whittaker & O’Conail, 1993).  
We hypothesise that the lack of access to a mutually accessible 3D shared space which we inhabit during face to face 
interaction contributes significantly when accounting for these differences.    By using motion capture techniques 
available in the Augmented Human Interaction laboratory at Queen Mary, we are able to capture the precise three 
dimensional coordinates of participants’ bodies.  This enables us to study these 3D shared spaces in much more detail 
than by using approximations from video cameras (see Battersby et al, 2008 for more detail).   In this talk we will 
present motion capture data from pilot studies to show examples which demonstrate the fundamental use of shared 
spaces in face to face interaction and we will introduce our avatar based platform which offers for new experimental 
possibilities.

References

[Anderson et al., 1997] Anderson, A. H., O’Malley, C., Doherty-Sneddon, G., Langton, S., Newlands, A., Mullin, J., Fleming, 
A.M., and Van der Velden, J. (1997). The impact of vmc on collaborative problem solving: An analysis of task perfomance, 
communicative process and user satisfaction.  In Finn, K.E., Sellen, A., and Wilbur, S.B., editors, Video-Mediated 
Communication, pages 133-155. Mahwah, New Jersey: Lawrence Earlbaum Associates.

[Battersby et al, 2008] Stuart A. Battersby, Mary Lavelle, Patrick  G.T. Healey & Rosemarie McCabe. (2008) Analysing 
Interaction: A comparison of 2D and 3D techniques. Workshop on Multimodal Corpora. Marrakech.

[Heath & Luff, 1991] Heath, C and Luff, P. (1991) Disembodied conduct: Communication through video in  a multi-media office 
environment.  Conference on Human Factors in Computing Systems

[Heath and Luff, 1997] Heath, C. and Luff, P. (1997). Reconfiguring media space: Supporting collaborative work. 
[Vertegaal,1997] Vertegaal, R. (1997) Conversational awareness in multiparty VMC. CHI
[Whittaker & O’Conail, 1993] Whittaker, S & O’Conail B. (1993). An evaluation of video mediated communication. Conference 

on Human Factors in Computing Systems
[Whittaker, 2002] Whittaker, S. (2003).  Theories and methods in mediated communication.  In Graesser, A.C., Gernsbacher, 

M.A., and Goldman, S.R., editors Handbook of Discourse Processes, pages 243-286.  Lawrence Erlbaum Associates Inc.


