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Construction of Relationship between Humans and Robots

TETSUO ONO,t MICHITA IMAI,t TAMEYUKI ETANI!C
and RYOHEI NAKATSUT

‘We propose a robot interface model with a lifelike agent in order to construct a relationship
between humans and robots, and show the results of psychological experiments using the pro-
posed model. In our model, the agent can migrate from a user’s mobile PC to a robot when
the agent has to work in the physical world. As a result of the migration, the robot can inherit
the context from the interactions between a user and an agent so that a relationship between
a user and a robot is formed. We conducted experiments for the inspection of our prospects
mentioned above. The focus of our experiments was to explore the validity of the hypotheses
as follows; 1) subjects come to be familiar with the robots to which the agent migrated from
the PC, and 2) subjects unconsciously follow the robots because of the entrainment of the
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relationship. The results of the experiments supported our hypotheses statistically.
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Fig.1 Mobile PC and ITACO robot.
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02 HYOUIOOOOO

Fig.2 Outline of HYOUI mechanism for agent migration
from a user’s mobile PC to ITACO robot.
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Fig.3 Outline of a system setup including a user,
a mobile PC and ITACO robot.
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Fig.5 An example of a personified agent and a method
of interaction with a user.
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Fig.6 Experimental setup: arrangement of subject,

experimenter and observer, and track of robot.
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Table 1 Ratio of subjects following robots to

no-following subjects.
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Fig. 10 Photo of subject following robot.
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Fig.11 Photo of subject judging robot to be strange.
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