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INEPIAHYH

210V TO0UED. TV  oOPapdv  TOLYVIOIDV, 1 EVOWUGTWON THG TEYVOAOYIOC
Avayvopions ZvvaioOnuatwv Ouidios (Speech Emotion Recognition — SER)
TapPovOIGLEl UIa TOALG VTOGYOUEVH] 000 Y10, TH PEATION THS GVAAOYNG OEdOUEVWV KOl
™mVv evioyoon TS Olo. OPAcTIKOTHTOS TV Ypnotav. Avth n epyoacia elepevva Tig
oVVaToTNTES TV COoPapdv maryvidiwv ue ovvarotnta. SER vo ovidéyovv mhodoio
0E0OUEVO. OUIALAS OTTO TOVS TAIKTES, TOUPAALOVTOS aTNY TPOOIO TOCO THS TEXVOLOYIOG
SER 6060 Kou e avartoéng cofapav moiyvioiwy.

H épevva mov mapovoidetal o€ avti TV EPYATIO. ETIKEVIPMDVETOL GTOV GYEOLATUO
Kot v avamtoln 000 OlaYOPETIKOV EPOPUOYDYV GOPOPOV TaLYVIOIDV EIOIKG.
OYEOLaTUEVWY VLo T GLAAOYH Oedouevmv xpoids @avig. Avtd ta moiyvidia, mov
onuiovpynBnrav ue ypnon e Unreal Engine 5, mopéyovv gumeipies maiyvioiod, eva
TOVTOYPOVO, KOTAYPAPOVY TIGC GUVOICONUOTIKES EKPPAOEIS TWV TOIKTOV UECW® THG
outAiag Tovg.

H evowudrwon SER oe oofopd moiyvioia mpoopiper minbwpo wAeovektnuatwy.
Ilpdrov, dicvkoldver ™ ovlloyn moikilwv dedouévwv  outdiag, o, omolo. eivai
omapaityto. yio v avartoln e texvoloyias SER. Asbtepov, Pelnivver tyv gumeipio.
TOV YPHOTH ETITPETOVIAS OTO TOLYVIOIO. VO TPOGAPUOLOVTOL KOL VO, OVTOTOKPIVOVTOL
OTIG OVVOITONUATIKES KOTOOTAOEIS TV TOIKTWOV, ONUIODPYDOVTOS IO ECOTOUIKEDUEVH
eumeipia yio kabe ypnorn.

Iépa amo v evowudrwon SER, 1 epyacio eoudler kai oy viomoinon
TPONYUEVHS TEYVOLOYIag Myov, allomoldviog ywpiko nyo (spatial sound), porvouevo
Nrtomhep (Doppler Effect), v dipawvikotyro tov fjyov (Binaural) xoi unyaviopovg
iooiaotatns nynukns tomobétons (3D sound). H evowudrwon avtov twv
ororyeiwv  ovufdrier oty viomoinen peatioTikdV  yNTIKOV  TEPIPOLAOVTOV,
evioyDovVTag ™V aionon wopovciog Kot Ty coVoLeONUOTIK) COVOETN TWV TOIKTWV UE
70 TOLYVIOL.

Avti 1 epyacio OmOOEIKVOEL THY ATOTEAECUOTIKOTHTO, TV GOPOPMOV TOLYVIOIDV UE
v ovvatotnta SER w¢ epyaleio yio t ovAloyn dedousvav kot v evioyvon e oo,
dpaoniotnTas ue tovg xpnotes. O ePOoPUOYES TALYVIOIDY TOV aVaTTOYOnKoY Kol 3
DAOTOINGN TV TEYVOLOYIV YOV OVOIYOVY TOV OPOUO YIG. TO UEALOV TOV GYEOIOTLOD
T VIOIHOV, OTOD 1 COVOICONUOTIKY VONUOOOVH KOOI N PEOAMGTIKN NYNTIKY EUTELPIO.
owadpouatiCovv kabopiotikd polo oty onuiovpyio moryvioiwv e fabotepn amiynon
OTOVG YPHOTES KOl 010ONTH ETIOPOCH TTHY WOYOAOYIO KOl TH COUTEPIPOPE. TOVG.
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Applications of serious games in the collection and
emotional labeling of speech samples

ABSTRACT

In the field of serious games, the integration of Speech Emotion Recognition
(SER) technology presents a promising avenue for improving data collection and
enhancing user interactivity. This research explores the potential of serious games
integrated with SER technology to gather rich speech data from players,
contributing to advancements in both SER technology and the development of
serious games.

The research presented in this paper focuses on the design and development of
two distinct serious game applications specifically tailored for collecting voice tone
data. These games, created using Unreal Engine 5, provide engaging gameplay
experiences while simultaneously capturing players’ emotional expressions through
their speech.

The integration of SER into serious games offers a multitude of advantages.
Firstly, it facilitates the collection of diverse speech data, which is essential for the
advancement of SER technology. Secondly, it enhances the user experience by
allowing games to adapt and respond to players’ emotional states, creating a more
personalized experience for each user.

Beyond SER integration, the research also focuses on implementing advanced
audio technology, utilizing spatial audio, Doppler, binaural, and 3D sound
positioning mechanisms. The incorporation of these elements contributes to the
creation of realistic sound environments, enhancing the sense of presence and
emotional connection of players to the game.

This research demonstrates the effectiveness of serious games integrated with
SER technology as a tool for data collection and enhancing user interactivity. The
developed game applications and the implementation of audio technologies pave the
way for the future of game design, where emotional intelligence and realistic audio
experiences play a pivotal role in creating video games with a deeper impact on
users and a noticeable effect on their psychology and behavior.

Ewayoy

H dwienapn avBpomov-vnoroyioty Exet e€ehybel paydaia ybpn omv te)vnTy
VONUOGUHVY, HE TNV avayvdplon cuvolsOnudtov va orotelel kevipikd a&ova. H
gpyacio avtn e&epguva T ypnorn coPapdv Ty ViIddV ©G PYOAEIO Yio T GLAAOYY
SeJOUEVOV POV KOL TNV AVATTUEN LOVTEL®V AVOyVOPLoNG CUVOICHLAT®V.

ZUyKEKPIEVO, OYESAOTKOY Kol VAomombnkav ovo moyyvidia, o “Silent
Kingdom” kot To “Job Interview Simulator”, pe o160 va Kataypdyovv po mokiiio
GUVOLCONULOTIKOV EKPPATEDV, OTMG Yapd, Bupds, eoPog, Admn kot amdia. To “Silent
Kingdom” eivar dopnuévo étor dote va {ntder v ekeopd O OV TOV
cuvoicOnudtov og o 16N Tpokabopioiévn 1oTopio TOV TAVTH EEEAIGGETOL LLE TOV
1610 Tpomo. e avtifeon 1o “Job Interview Simulator” dev vdapyel Kamolo amaitnon
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EKQOPAG CUYKEKPILEVOL GUVIICHNIATOC, £T01 £EEAIOOETOL PUCIOUEVO OTIS EKPOPES
TOV TOiKT.

H epyoacia avtq amoteAel éva Prna mpog v katevBovon g avamTuéng
TEYVOAOYIDV OV UTOPOVV VO KOTOVOOUV KOl VO OVTOTOKpivovtal ota avOpdmva
cuvolcOnuota, avoiyovtag véovg opifovteg yio v oAAnAenidpacn ovOpmdmov —
vroroywot [1][2].

1. Avdiven sovaroOnpatrov optiiog péc® Unreal Engine

H avdivon g ophiog yiverar péom tng Paong dedopévov Acted Emotional
Speech Dynamic Database (AESDD) péow Cloud, petd amd eEaymyn tov apyeiov
.wav on6 v Unreal Engine, petd v avdivon €6ayoviot To OTOTEAEGLOTA GTHV
Unreal Engine mov ¢@épouv mnv ocuvéyelwn oty 1otopia oto 600 moyvidin oe
TPOYROTIKO XPOVO, OT®G QOIVETOL KOl OO TO TOPOKAT®O CYEOLAYPOLL. TNV
TPOYRaTIKOTTA 0 €Aey)0G avtdg ypeldleton 16 devtepdlenta dote va yivel 1
LETAPOPTMOOT] TOL apyeiov .wav 0nwg Prémovpe oto oyxfua (1.1)[3].

Unreal Engine
Record

Unreal Engine
Handling Result

AESDD Result Import

to Unreal Engine

Zynuo 1.1 Zyediaypopuo ponc emxorvwviag AESDD ue Unreal
Engine

Avoloticotepa, m kabvotépnon €xst ewooybel otov KDOWKO ©G YPOVOG
acpdielnc, dote va £xel petapoptobel 1o apyelo kor va €xel ewcoybel To
OTOTEAEGLOL TPV TOV EAEYYO Y10l ATOPLYT TPOPANUATOV.

2. Xyedraopog — YLOTOINGT TOV TOLVIOL®DV

Me v ovémtoln 000  SwopeTik®dv  Prvteomayvidudy,  KOAVTTOVTOL
TOWKIAOLOPPEG TPOTIUNGELS, YEYOVOS OV OlEVPUVEL TO KOWO TV TMOIKIMV. XTO
mayvidt mhateoppog (Silent Kingdom), 1 mpocéyyion givar mo kAaoikr (Arcade) o
maiktng €yl {wég kot vmapyovv micteg. Emkevipdvetar oy kivnon tov maiktn
oTOV Y®po, otV oAANAemidpacn pe to mepPdAlov, Tov (nteitanr Tov TaUKTN
GUYKEKPIUEVT] EKPOPE GUVALTONUATOV Y10 VO TPOYXMPTGEL TNV 1OTOPI GTO ToLyVidt,
KOL TNV OVTILETOTION TV £0pdv. Ao v GAAN, T0 oty vidl Tpocopoimong (Job
Interview Simulator) amgvB0Ovetal o€ ekeivog TOL AMOAAUPAVOLY TO TOLYVIOL POA®Y,
™ My ano@dcemv Kot v eEgpedvnon cevapiav g kadnpepwng {omng, 0mmg Kot
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dev tov (nTeltol GLYKEKPUEVT €KQPOPE GUVILSONUATOV, TPOCEEPOVTOS W0 TLO
pealiotikn epnepio[4].

2.1 Xyedwoouog Silent Kingdom

To matyvidt avtd ovikel 610 €idog TV 2D nepumeteidv mhatedppas. O maiktng
TPETEL VO, YPNCILOTOWGEL TV KAVOTNTA TOL va Kiveital Yo va Egmepdogt didpopa
eumodlo mov cvvavtd. Emumdéov, éxel t dvvatotnta vo opvvOel kot va enttebel oe
gvogyouevoug €xBpodc mov pmopei va Ppebovv pmpootd Tov. O G6TOXOG TOL
Ty VISo0 EVOL VO KOTAPEPEL O TOIKTNG, HECH TNG EKPPOOTG CLVUIGONUATOV, VO
dwakel otovg pn mailovieg yopokINpes THOS vo. ekepdlovv To  avtictorya
cuvacOnuota. [Hapokdto eaiverar n epnepia Tov xpnotn oynpa (2.2).

Xwpig v unpxet Checkpoint

TéAog naxvibiod |
E€obos

Ewayuy Bivezo Kivbuvot | 8dvatoe

Egepeovnon Av unépxer Checkpoint
enunédon

Térog suvavTioewy.

Angvinon
Eputhoewy / MiBaveg ouvaThoEIS TONT@Y f ToU AUTOKPATOpa
Hyoypawpion

Twote

Egepevvnon
unéhomwy
emneswy

2ynua 2.2 Eumepio tov waixty (User Experience — UX) oto Silent Kingdom
2.2 Ylomoinon Silent Kingdom

O1 yapaktipeg oto Silent Kingdom gival cuvoiikd 7, ek t@wv omoimv ot 6 givan
un mailovteg yapaktpeg (NPC) mov gvepyomotovvtal ovo 0Tov o maikTng Toug
mncidoetl. Avtd ta NPC map€yovv amocTtoAES Yo ToV AT, AELTOVPYDVTOG LE
npoxafopiopéva mpotuma ocvumepipopds. Toa NPC aAlnlosmidpodv pe tov
TOUKTN PES® SHAGY®V, OOV 0 TOIKTNG NYXOYPUPEL TIC ATAVTICELG TOV KOl OVTEG
eréyyovtar pe v Paomn dedopévav AESDD. Xto moryvidt vrdpyovv ototyeia
kafodnynong, Om®g TO OoTEPLO MOV OONYOUV TOV TOIKTN KOl KLVOUUEVES
TAOTQOpLLEG TTOL TTPocBiTovy otoryeia mall. Ot axideg mpocsbitovv duokolda,
TpoKkaAdVToS {nptd oTov ToikTn.
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H teyvmm vonpootvn twv NPC Bacileton og dévipa cvpmepipopds (behavior
trees) mov mepthapfdavovy KOpPovg epyaciag, OT®G 1 Tuyaio Kivom Kot M
enibeon 1oL «oKOVIIOT». O  «OKOVTIOTAG» Kivelitor Tuyoio €viog pia
Kkafoplopévng Teployng Kot 0Tav o maiktng TANGLAcEl, evepyonoteiton 1 enibeon
oV, pe oaipa oviyvevong mov mpokoiel (nud av épbel oe emoen pe Tov
naiktn. To cvotpa dEVIPOV GLUTEPLPOPAS EMITPEREL TN dnuovpyio. cHVOET®V
Kol EVEMKTMV GUUTEPLPOPDV YO TOVG YOPOKTAPEG TEYVNTAG VOTLOGVUVIG,
S1EVKOAVVOVTOG TN SLAdIKAGTI0 AVATTLENG TOV TTOLYVIOLOV.

2.3 Zyedwaouoc Job Interview Simulator

To “Job Interview Simulator” eivail éva Tplodidotato mayvidl TPOGOUOimGNG
TPDOTOV TPOGMOTOV, GYESUCUEVO VO KATAYPAPEL KOl VO OVOADEL TN GOVITIKY Xpotd
oV TaiKT. O TOiKTNG EIGEPYETAL GE O ETALPELD OOV GLVOVTA TV YPOLLLLOTED, T
omolol TOV EVNUEPMVEL Y10 TOV OKOMO NG EMICKEYNG: VO GULUUETAGYKEL GE i
GULVEVTELEN Y10 EDPEGT EPYUTTNG.

KoBdg dracyilel Tov xdpo g etarpeiog, 0 TaiKTNG 0KOVEL TOVG VITOAAMIAOVS va
epyalovtal Kol vo [AODV HE OUQLOTIKY OKOT, TPOcOETOVIONG pEaAlopd otV
eumelpio. XN OLVEREWD, EMKOW®MVEL HE TOV Oevbuvt ¢ etarpeiog, kot 1
oLVEVTELEN EeKvaL e U0 OEPG EPOTNOEMY OV £YOVV MG GTOXO TNV EKQOPA
cuvolcOnudtov tov maiktn. Ot aravinoelg Tov Taiktn a&loloyodvtol He Kpueod
oKop pe Baon v cwot) N AavBacuévn ekpopd v cuvachnpdtov. Xto oyfua
(2.3) Prémovpe v gumetpio TOL TOAKTY.

Anéavinon Epwtnoewv /

Ewoaywyn / Enaen pe
YPOMpaTER

Autopatn emoyn Hyxoypagpion

Ewoaywyn Bivieo Gameplay

emmnedou

Téhog mauyvidlol /
‘E€odog

Andavinen Epwtoswy /
Hyoypapion

Enagr pe Tov Aevdnvrr

2ynua 2.3 Eureipia tov waixty (User Experience — UX) oto Job Interview
Simulator

2.4 Ylomoinon Job Interview Simulator

H onpovpyia Tev yopoktip@v £yve e TPLGOACTOTO LOVTEAL TOV TPOEPYOVTOL
and v kowotnta tng Unreal Engine, eEac@aiilovtag peaMopo Kot 0modoTikoTnTo
oV ypnion tov dbéciuov TOpOV TOL VTOAOYISTY|. XZTOV TPOYPOUUATICUO TOL
oy vidoD, Ogv LIAPYEL TEXVNTN VONUOOUVH, HE OMOTEAEGHO Ol OUTOHOTEG
EKKIVIOELS YEYOVOT®V VO EVEPYOTOLOVVTOL LEGH CVTOUTICH®V Kot “trigger boxes”,
EMTPEMOVTOG GTOVG SLOAOGYOVS Kot TIG OAANAETIOPAGELG VO TPOYDPOVY YMPIG GUECES
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gvépyeleg and tov maiktn. O moaikmg €xel v ehevbepia va exepdoet 6,11 embopel
Katd T Suipkelo TG oLVEVTELENG, YWPig TOo Tarvidl va {ntd ovykekpuéva
GLVOICONLOTA 1] ATAVTNGELS, YEYOVOS TOL TPOCPEPEL LI L0 ALOEVTIKN KOl PVGIKNY
gumetpio aAAnienidpaonc.

Oco oagopl TNV €PApPUOYn NG OUEUOTIKAG oKkong, 1 Unreal Engine 5
EVOOUATOVEL TPONYUEVEG AELTOVPYIEG OUPIOTIKNG OKONG, TOV EMTPEMOVV GTOVG
TPOYPOUUOTICTEG VO ONULOVPYODV PEOAMGTIKG NYNTIKO TOTIO TOV AVATUPAYOVV TOV
Nxo 6mms Ba akovydTay amd avBpdmiva ovtid. MEc® TG GLAAOYNG GLVOPTHCEDV
HRTF (Head Related Transfer Function), n Unreal Engine 5 mpocopoudvetl tig
OKOVOTIKEG TOPAUETPOVS GE TPAYLOTIKO YPOVO, TPOGPEPOVTOS GTOVG YPNOTES Lo
akpipn avamapdotacy Tov NyNTKod teptBdiiovtoc. Avtd onpaivel 6Tt ot Nyot dev
yperaleTal va Exouv Nyoypaen el Le TV TEXVIKT OUPLOTIKHG NYOYPAeNoNg, Kobdg 1
Unreal Engine pmopel va mpocappdcet Tov o duvopikd, ovdioyo pe tn B€on Kot
T1g Kwnoelg tov maikt. EmmAéov, 1 Unreal Engine mopéyet éva ioxupd cvotnuoa
Swxeipong Nyov mov meprhapPavel kapmvries eEacbéviong, pvbuicelg avtymong
Kol €Q€ MYOOTOPPOPNONG, JELKOAVVOVTAG TN ONovpyio PEAAICTIKOV MYNTIKOV
amoteEAESLATOV, Owg BAémovpe oTo oynua (2.4)[5].

2xnua 2.4 PoOuion kourding eCaclévnong ko torobétnans tov fyov atov ywpo
3. Amoteiéopato aSlorhoynong

H ocvoppetoyn oto p@TNHOTOAOYLO TV TPOOIPETIKT] KOL OVAVUUT], HE GUVOALKE
11 ovppetéyovreg Kot oo dVo maryvidte. Ta ypaenipata Tapovcioacay TV NAKLOK)
KOTOVOLY TMV GUUUETEXOVI®V, Omov ot meplocotepol Ntav 26-30 etmdv, ue
ovppetoyn and 18-25 gtmv pdvo oto Silent Kingdom. To peyodvtepo m0606tod TV
xpnotadv eiye Tprrofabuio ekmaidevomn, evd Oev LINPYE OCLUUETOYN ONO T
yopnAdtepa emineda ekmaidevong.
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[leprocdtepot and TOVG GUUUETEXOVTEG NTAV NON EUTEPOL LE TA NAEKTPOVIKE
oy vidio, yeyovog mov ennpedlel Ta T0cootd dvokoriag. O ypodvog mayvidod nrov
peyaivtepog oto Silent Kingdom o€ ciykpion pe 1o Job Interview Simulator, eved
oL ypnotes dev evivnotdotnkay pe o ypoekd tov Silent Kingdom, to omoia ftav
MYOTEPO PEOMOTIKA. Xe YEVIKEG YPOLUUEG, KAVEVE OO To dVO Tayvidia dev NTOV
TOAD d0oKOAO, pe 90.9% TV GUUIETEXOVTMV Vo TepLOTI{OVY Kat Ta dVO A VidLo.

To Silent Kingdom &iye avénpéva m10606td SVGKOAING OGOV APOPE TO XEPIGHO,
evd oto Job Interview Simulator mopatmpnifnke amiomoinon. Ocov agopd v
nwpotewvopevn sumeipia, o 100% tov ypnotdv tov Silent Kingdom 6a to mpdteive,
oe avtifeon pe 10 90.9% 7tov Job Interview Simulator. Kot ta 600 mouyvidw
rkatéypayav 100% evydpiotng eumneipiog, eved to Silent Kingdom OempnOnie moAdd
KaAn epmepia omd 18.2% tov ypnotdv, eved oto Job Interview Simulator o 27.3%
70 0E10AOYNOE G TTAPA TOAD KOAN.

Téhog, vmnpEav oydio mov avépepav Ot to  Silent Kingdom nrav
SookedaoTikd oAAG €OkoAo, evd oto Job Interview Simulator mpotdOnke n
TPocHN KT ETAOYDOV BedT®OV GUVEVTEVENG.

4. Xvumepaopoata kKo perhovtikég eEehilarg

H gpyacia €xelt og okomd v gvoopdtoon g avayvdpiong cvvalcOnudtmv
opAMog og mpaypatikd xpovo o Prvteomatyvidla. Avti 1 EVOOUATOGCT avolyel VEES
duvatdtnTeg Yoo T dmuovpyio KOONA®TIKGOV Tayvidudv, cuAréyovtog dedopéva
QOVNTIKAG XPOwiS, mov GLpPdAlovy otn PeAtioon TV HOVIEA®V avayvodplomng
ocvvarcOnudtov. Ta Pwteomoryvidlo omoteAodV [0 OTOTEAECUOTIKY HEOOOO
GLAAOYNG dedopévev, KoBMG TPOCEEPOLV YuYay®Yio &V JlELKOAVLVOLV TN
GUUUETOYN OTNV EPELVOL.

H epyacio givar dobspatikn, pe moArég meployég mov umopody va Pedtioboly.
Mia amd T1c mpokAnoelg givar 1 kobvotépnon 16 devtepoAiént@v KaTd TNV
NYoypaenomn, 1 omoia oeeiletTol otic TpEYoVGES TaVTNTEG dladkTvov. o to Silent
Kingdom, mpoteivetor 1 mpocONKN TEPGGOTEPOV EMMES®Y, OTOCTOADV KOl
Kovav, KaBmg Kot 1) ELTAOVTIGUEVT 10TOPIla Yot LEYAADTEPT GLAAOYN NYNTIKOV
dedopévov. Xto Job Interview Simulator, 0o pmopovsov vo mpocoteBolv
e€ewdikevpéva Bépato e SuvoTOTNTO EMAOYNG EMAyYEALATOS KOl TEPLOGOTEPES
EPWTACELS KOl YOPUKTAPES Y10l TN GLAAOYT NYNTIKAV EO0UEV®V.

Téhog, M duvarotnta emionueimong derypdtov opiiog Kot 1 avamtuEn g
Baonc odedopévarv (Acted Emotional Speech Dynamic Database — AESDD) 0Oa
pumopovoay vo. PEATIOCOVY TNV EYKLPOTNTA TOV OTOTEAECUATOV OTMG KOl
dedopévon 6Tt mMOAMG otoyegio Tov AdYoL Agrtovpyovv aveEdptnto omd T
onupoctoAoyic 1 T0 TOMTIGHKO TAGicl0, oVt 1 TEYVIKN Bswpeitan pior TOAAG
vrooyopevn KoTebBuvon yio peAlovrikn Epgoval6].



Axovotixi 2024 AK24 XX

5. Avoagopég

[1] Ayadi, M. M. H. E., Kamel, M. S., & Karray, F. (2011). Survey on speech
emotion recognition: Features, classification schemes, and databases. Pattern
Recognition, 44(3), 572-587. https://doi.org/10.1016/j.patcog.2010.09.020

[2] Li, W., Zhang, Y., & Fu, Y. (2007). Speech Emotion Recognition in E-
learning System Based on Affective Computing.
https://doi.org/10.1109/icnc.2007.677

[3] Vryzas, N., Kotsakis, R., Liatsou, A., Dimoulas, C., & Kalliris, G. (2018).
Speech Emotion Recognition for Performance Interaction. Journal of the Audio
Engineering Society, 66(6), 457-467. https://doi.org/10.17743/jaes.2018.0036

[4] Scharping, N. (2022, August 15). Gaming for Science: How Video Games
Are Making Research Fun. Discover Magazine.
https://www.discovermagazine.com/technology/gaming-for-science-how-video-
games-are-making-research-fun

[5] Xu, X., Zhou, H., Liu, Z., Dai, B., Wang, X., & Lin, D. (2021). Visually
Informed  Binaural  Audio  Generation  without  Binaural  Audios.
https://doi.org/10.1109/cvpr46437.2021.01523

[6] Hudlicka, E. (2003). To feel or not to feel: The role of affect in human—
computer interaction. In International journal of human-computer studies (Vol. 59,
Issues 1-2, pp. 1-32). Elsevier BV. https://doi.org/10.1016/s1071-5819(03)00047-8




