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Objectives/Goals Abstract \}
My objective was to determine which physical feature of computer gems b in animated
movies has the greatest negative effect on responses to the Uncanyly J¢s anny Valley
theorized that when robots closely resemble, but are not quite hufg Bfve them to be creepy.
Computer generated eyes often appear dull and glassy which rge ok zombie like,
therefore | hypothesized that eyes are the physical f est negative effect on

reactions to the Uncanny Valley.
Methods/M aterials
| created a PowerPoint survey containing 14 animated movis S ¥live action movie clip asmy
ste &sch movie clip on a scale of one (very

Jerky movements, eyes, poorly synched voice to aniNgti 801" the above) that most affected their
rating. This survey was administered to 82 subjg S (/29 males, ranging in age from 13 to
79 years. Responsesthat fell into the very repyfl gretesoegwhat repulsive range (a score of 1 to 4 on the
10 point scale) were categorized by physical j<g
Results
Eyes had the greatest negative eff S 'ng into the Uncanny Valley, with atotal of 62
responses. Skin texture was a close [ ses, followed by facial wrinkleswith 50
responses. Jerky movements g animation had the least effect with 30 and 24
responses, respectively.
Conclusions/Discussion
Although eyes had the greatest i
my hypothesis, because skin tg
movie studio animators focuy/
asthey work to keep their c
in video games, computey SO

( the Uncanny Valley, the data only partially supports
Qost equally significant impact. My research could help

Summary ent

After ects, my hypotheﬂswas partially supported by the data with eyes scoring 62
r&pons& o osely by skin texture with atotal of 57 responses.
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