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Affective Interaction of Interface Agent
Based on the User’s Emotional State

JuNicHIRO MoRI .t HELMUT PRENDINGER ,* HirROSHI DOHI *
and MITSURU ISHIZUKA*®

The spread of information technologies has make interaction between User and Computer
diverse and complicated. In this trends, the new notion of Interaction is needed. The adaptive
interaction of agent based on a user’s emotional state is a such one of new interaction. In this
paper, we propose the new technigue to evaluate the validity of such “Affective Interaction”
by processing the user’s physiological data on the probablistic Belief Network. we evaluate our
technique through an real experiment and show the validity of Affective Interaction. More-
over, we discuss an extension of our method to Emotion Recognition to realize the Affective

Interaction.
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0 1 Bayesian belief network between physiological data
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0 3 Quiz Game with Animated Agent
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0 4 Set-up for Experiment
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