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Motivation

Image 1: Captain Kirk from Star Trek
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Motivation

% Profile: iRacing (English: United States) ~ B @

4 Microphone (High Definiton... ~ |l @ « @ +}

Macro Command
General
Fuel fuel

Graphics Settings ~ graphics settings
InCar Settings  in car settings
Pit Stop pit stop

Image 2: Siri RadioSetings  radiosettings
Relative relative
Reset reset
Splits splits
Standings standings
Timing timing
Tire Info tire info
Tires tires

Global: Built-In Macros

Google Music google music
Lock Desktop lock desktop
Play/Pause play, pause
Stop Macros stop macros

Speech  Macro

Action
Speech recognizer language already loaded: English (United States)
Profile loaded: iRacing (Englsh: United States)

VoiceBot listening

VoiceBot paused

VoiceBot listening

Speech recognizer language loaded: Engiish (United States)

Profile loaded: iRacing (Englsh: United States)

Using default audio device: Microphone (High Definition Audio Device)

Set as Wallpaper \'d}h‘.Dlsp[ayFusmn

Open Image on WallpaperFusion

Image 3: VoiceBot
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Issues

«tll Sprint 2 9:16 PM 77 %

What can | help you with?

é¢ Siri I'm bleeding really
bad can you call me an
ambulance %

From now on, I’ll call you ‘An
Ambulance’. OK?

Cancel

o

Image 4
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Issues

« Different sentences with same meaning

« Context-dependend sentences

« Unclear pronounciation or low-level microphones
« Limited array of implemented commands

« Embarassement [ |

« Delayed feedback (see [ , p. 135])
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Existing Solution

Improving speech-recognition
software
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Goals of this Thesis

* Finding game design-based solutions for speech-
recognition problems
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Goals of this Thesis

* Finding game design-based solutions for speech-
recognition problems

« Applying and reformulating common (game design)
patterns and guidelines for voice-controlled games
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Goals of this Thesis

* Finding game design-based solutions for speech-
recognition problems

« Applying and reformulating common (game design)
patterns and guidelines for voice-controlled games

« Using speech-recognition in order to achieve a high
Immersion during gameplay
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Goals of this Thesis

* Finding game design-based solutions for speech-
recognition problems

« Applying and reformulating common (game design)
patterns and guidelines for voice-controlled games

« Using speech-recognition in order to achieve a high
Immersion during gameplay

— Providing a prototype
In the form of a
(real-time tactics) game
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Related Work

* “Frame analysis of voice interaction gameplay” by
Allison etal. [ ]

« “Design patterns for voice interaction in games” by
Allison etal. [ ]
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Used Guidelines

 Game Design: Jesse Schell [ ]
« 3D user interfaces: LaViolaetal. [ |
« Usability, Ul: Jakob Nielsen, Donald Norman et al. [

]

 Immersion barriers: Emily Brown and Paul Cairns [ |
 Immersion: Ernest Adams [ ]
 Immersive HUD: Erik Fagerholt and Magnus Lorentzon

[10]
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Applying a guideline: Example 1

Allison et al. [ ]: Four patterns for diegetic framing
« Speak as a character

« Speak as a player

« Situated commander

* Floating commander
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Applying a guideline: Example 1

Image 5: Mount & Blade II: Bannerlord
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Applying a guideline: Example 1

% HEAVY SPEAR INFANTRY
y 1 TIGER GUARD
2 la109/160 / 29

Role: frontline

Blocks melee attacks

Good against mounted

&30
;/ 1%
LS3m B iice: this Lnits reailérion €0 (muti. Whied the gemeralls
¢ dead, units cannot rally.

@ 32%

4 s5% e Value: &
Juel Won Swiftl

OBEO) DI,
A~

L

ENCAMPMENT = S s
; <a .l 4
F ) / YA |0 e
e s 2 109 1 134 3 23 »

'@ spRING w P

-~ X X X »
3 102 4 153 |2 17

Total War: Three Kingdoms

23.09.2021

Felix Stieglbauer: Immersive Voice Interaction for Real-Time Tactics Games



]4.] Fachgebiet Augmented Reality Technische Universitat Miinchen m

Applying a guideline: Example 1
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Applying a guideline: Example 1

Allison et al. [ ]: Four patterns for diegetic framing
« Speak as a character

« Speak as a player

« Situated commander

* Floating commander

v Restricting unnecessary movement in 3D-space — LaViola et al.
[ , Sec. 7.11 Design Guidelines]

v Avoiding distractions — Schell [, p. 145], Allison etal. [ , p. 9]

v Creating the “experience of an embodied persona as the
imagined source of the players voice” [ , p. 9]
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Violating a guideline: Example 2

J. Nielsen - Response Time [ , p. 135]:

e < 0.1 second: Instantaneous response

e < 1.0second: Uninterrupted flow of thought

e < 10 seconds: Keep the user's attention focused
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Violating a guideline: Example 2

Soldiers Player
Softw:ilre start recognizes
recognizes corresponding the soldiers’
Player command action action Player knows,
command
~ 1.0s ~ 0.5 ~ 1.5 was successful
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Violating a guideline: Example 2

Workaround: An invisible sergeant

Software Command
recognizes gets
!Dlayer command repeated Player knows,
iIssues ﬁ ﬁ his command
command
- 1.0s ~ 0.5 was successful
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Demonstration of gameplay footage
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https://www.youtube.com/watch?v=8vgKT-EvEik
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Issues — solved?

v' Different sentences with same meaning

v' Context-dependend sentences

v Unclear pronounciation or low-level microphones
v’ Limited array of implemented commands

v Embarassement

v’ Delayed feedback
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Issues — solved?

v’ (Different sentences with same meaning)

v (Context-dependend sentences)

v Unclear pronounciation or low-level microphones
v’ Limited array of implemented commands

v Embarassement

v’ Delayed feedback
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Conclusion

This thesis and the prototype demonstrate, how...

 chopped off and unnatural commands (due to the
speech recognition software) can still be utilized in an
Immersive context

* most of the guiding design principles could be
applied in the context of a voice-controlled game

 amix between a floating and situated commander
can improve the immersion while not distracting from
commanding as the core mechanic of the game
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Thank you for your
attention!
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