Believability: the condition of holding beliefs as susceptible of being true. 
Believability is the condition of holding some proposition or some belief based upon perception as susceptible of being true or objective or at least possible.

In the frame of perceptual activity, believability is the condition of judging the perceptual entities of a certain environment as susceptible of giving rise to true beliefs or the condition of behaving as if the perceptual entities appear believable. In some situations perceptual experience appears to be unbelievable to the perceiver, i.e. when a paradox is perceived, when a conflict is experienced or when experience is inconsistent with acquired knowledge. Incoherence creates a condition of unbelievability which is characterized by reactions of surprise and doubt.     In daily life when someone exclaims: “I can’t believe it!” we guess that something unexpected has happened. This judgment is associated with an emotion of surprise, which can be positive or negative (deception). In normal cases one does not notice that the real world is going on in a believable fashion: the real world is trivially believable and it is only when expectations are unfulfilled that the problem of believability arises. 

It is especially in the framework of fictional virtual entities that the need for a  characterization of the notion of believability arises. Readers and audience of works of fiction, users of VR worlds on the in fact are used to find a certain virtual or fictional experience as more or less believable and to judge the fictional or virtual world with its inhabitants in terms of believability. When a film is judged to be non-believable, audiences are deceived and might want to stop the projection. Believability is hence a judgment which is normally associated with a certain number of behavioral and emotional reactions.

            Fictional and virtual worlds constitute a vast domain: narrative, films, dramatic arts in general ad VR in its different declinations. A good characterization of the notion of believability should apply to all these situations, and to believability in the real world too. In order to respond to the requirement of generality, the characterization of the notion of believability should be minimalist: provide the minimal necessary conditions for believability and eventually provide the rules for gaining more and more believability and for producing believability in different situations. In this way, general characteristics of instruments for testing believability can be indicated that are valid for all kinds of situations. Believability can be considered as an objective in the description of experiences of mediated interaction with artificial or distant environments, in analogy with the concept of Presence.

Existing characterizations of believability are domain-specific: they mainly concern characters and agents. They are present in the literature about dramatic arts, classic animation, and more recently computer animation for films and VR, interactive drama and VR in general. The issue of individuating the minimal conditions for believability is not directly addressed, and artists and designers normally provide a list of conditions that are more or less related to the problem of realism and of designing or creating rich characters. 

In the domain of dramatic arts and virtual reality the notion of believability is often associated to the notion of realism and of illusion of reality.

The association of believability and realism is misleading, especially if the notion of realism is not clarified. The meaning of realism in fact changes when we make reference to a Hollywood comedy, to a Science Fiction movie with high level special effects and astonishing extra-terrestrial monsters, or to an animation film featuring common characters and situations.

A number of worlds can be imagined, that are more or less different from the real world: the world of Huckleberry Finn, the world of Gollum, the complex worlds of Star Wars, the world of Bugs Bunny and the world of Roger Rabbit. An entity is judged as more or less believable in relationship to the world in which it evolves, and not necessarily in respect to the real world. The character of Roger Rabbit, for instance, would not be believable in the world of Huckleberry Finn, ad maybe the inverse is true too. Each world comes to us with a set of characteristics, and these characteristics create some expectations in the audience or users about other characteristics of the same world. The judgment of believability strongly depends on context and on the expectations that this context activates in the audience or users. 

 
