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Designing a Life-like Agent that is Familiar with the User

MUSHIAKE maki

mushiake@dream.com

Abstract Recently, human-agent interfaces have been adopted in social-interaction study and an embodied
conversational agent, and an application has been proposed, such as a pet-like 3D personalized agent that can chat.
In a range of applications for education, the service industry, and entertainment, it is crucial that the user be familiar
with the agent. This article describes animated agents, like the Microsoft agent, and discusses what makes an agent
more life-like and enables it to become familiar. I analyze some childlike behaviors that are used in the design of an
animated agent. The analyses in this paper demonstrate how to make the agent more believable, and suggest that
gestures are one of the reasons for this believability.
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Fig. 1 When adults meet a child, they often act like
caregivers. Childlike behavior, including children’s
gestures and voices, stimulates such responses in
humans.
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