Effects of Display Technology on Avatar Creation in Augmented Reality
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Abstract Results (Cont.)

Previous research has established that virtual representations of users in shared or
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connected environments using virtual or augmented reality (VR/AR) technologies % The effect of ‘task’ on ‘glasses’ is significant as shown below

reflect the representational needs of the users [1,2,3]. In this work, we investigated
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Figure 5: RM-ANOVA Table on the effect of ‘lighting” on ‘hair color’ Figure 10: Post Hoc Tests on the effect of the Conditions on ‘Clothes style’

avatar representation.

*** We found a large effect size for the effect of ‘lighting’ on ‘hair color’.
*» If we ran more participants we would be able to have a significant effect for the
combination of these two variables.

® Participants were presented with a

3D view of their avatar on a

Conclusion and Future Work

Microsoft HoloLens 2 head-

** The effect of ‘task’ on ‘clothes style’ is significant as shown below with p<0.001

mounted display, while also seeing e In our preliminary analysis, the avatar attributes that were affected the most by the

conditions were clothes style, hair color, and whether or not the avatar had glasses on.
e Other avatar attributes that were included in the effect size was clothes & skin color

Figure 1: Experiment Setup

themselves in a mirror.
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Figure 6: RM-ANOVA Table on the effect of ‘task’ on ‘clothes style’ Figure 7: Descriptive Plot on the

effect of ‘task’ on ‘clothes style’
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