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A User Agent with Close Daily Interactions

ShizukaKUROMIYA  Yoshinori ISODA  Takefumi NAGANUMA  Shoji KURAKAKE

NTT DoCoMo, Inc. Multimedia Laboratories

It is desirable if a user agent can choose a service that meets the user's preferences, situation and emotiona feeling. We
examine what functions are required to realize such an user agent. To get the preferences of the user, frequent and close
contact is required. For that purpose, we believe that the user agent should be "lifelike", which means the agent behave like as
aliving thing, to obtain the user's constant attention. As the user agent learn more about the user's preference/feeling model
through the frequent and close contact, the interaction between the user and the agent becomes deeper and more
comprehensive.
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