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Establishing F-formation with Agents in a Virtual Space
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Abstract: F-formations are the spatial patterns formed during face-to-face interactions between two or
more people. Such spatial patterns are essential for successful communication between humans. Our
previous research indicated that humans take adaptation behaviors to adjust a personal distance with a
meta-verse avatar. This research applies the notion of F-formation to the case of human-agent interaction.
We introduce our current development of multiparty interaction system with virtual agents.
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