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Influence of Overheard Communication by Life-like Agents
to User’s Attitude

SATOSHI V. SUZUKIt and SELJI YAMADAft

It is important to investigate influence of novel information and communication technolo-
gies, such as life-like agents, toward receivers of the information since some studies reveal
that such novel technology can “persuade” people, in other words, they have strong power to
change people’s attitude and behavior. In this study, the influence of overheard communica-
tion (OC) by life-like agents toward online shopping Web site users was examined, since the
OC by people often changes attitude of receivers. An experiment to compare the effect of OC
by two life-like agents (a persuader agent and a persuadee agent) with regular communication
(RC) by one persuader agent were conducted. The result of this experiment implied that even
the OC by life-like agents could promote Web site users’ online shopping purchase likelihood
more than the RC by them. Moreover, attractiveness toward a persuader agent evaluated by
participants was positively correlated with their purchase likelihood. This result suggests a
new direction of studies of social influence from life-like agents, especially from a viewpoint

of body expression of life-like agents, such as presence, gaze, appearance, and so on.
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Fig.1 An example of regular communication.
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Fig.2 An example of overheard communication.
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Fig.4 Interface to present an item and ask purchase likelihood of the item used

in the experiment.
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Fig.5 Explanation of characteristics of an item
in RC condition.

ooooo pCOOO0DODOODOOOOODBODODOO
gobOoobooobz2e040 10000000000
10004000000 0000O00O0O0O0O0OO00ODOO
gooooooooooooooooooooooo
Ooobooooooooo webOOOOOOOOO
goobooooooooooooooboooooboon
goooobooooooobooboooooooooo
gooooboooooooolimooooooooo
gooobOoooooooboboooooboooo
goilooooooooooobooooooooooboo
gooi1sboo0oooooooomooooooon
gooboooooooooobooooobobooooo
goboooooooobooooooobbooooboo

00oooogoooog rRCcoooocoooono
O0000RCOOOOOO 0000000000
goooboooooooboooooooooooon
goooobooooooooooooooooooo
ooooooooopoocobobooOooennoOon
goooboboboooooooooooobooooooo

Y 00000000000000000000000000000
000000000000 00000ooonoooooot?
gooooooooooooooOoOOO0O0OO0O0O0O0O0O0O0O0
gooooooooooo

BRI PIDIR R f%/m(dER%)#l =T
/CD(_%" AN

06 oCcOoOOoooooOOO
Fig.6 Explanation of characteristics of an item
in OC condition.
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Table 1 Mean (standard deviation in parentheses) values of measured variables

for each condition and results of statistical tests.
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