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Abstract: In recent years, computer games have been developed greatly both in commercial and research
field. The focus of the research is widely spread not only making strong Al but also giving player a lot of fun,
and so on. Believable Agent is an agent that an agent that makes players feel human-like or does not make
players feel suspicious. Improvement of the Believability of the agent increases the immersive feeling to the
game. As a result, the computer games will have higher quality. However, Believability is quite subjective
and depends on each human evaluation. It is hard for human beings to evaluate the believability of the
agent. Evaluating subjective concepts with quantitative indicators includes the players activities such as key
input frequency, acquiring the state in the game, and biological information. In the systems using Biological
information, the biological signals such as electroencephalogram, skin conductance activity, gaze and pulse,
are transformed into meaningful information for the players. Studies of computer games using biological
information are mainly used for the purpose of improving the experience and pleasure. There are few studies
which focus on Believability. In this research, we try to use biological information technology to evaluate
agents Believability.
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