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Sleep Inducing Virtual Character Using Eye Contact
Communication System
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Abstract: In this research, we have developed a system that makes the user relax before going to sleep. The
user may simply interact by making eye contact with a virtual character. For this purpose, the user has to
wear a head mounted display. When the user makes eye contact with the virtual character, it may respond
by displaying a smiling face, or by talking to the user. This paper describes our proposed system and its
utilization. One example of using our system is in situations where hospitalized patients cannot move their
hands.
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