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How to design appearance of an interactive agent like a software agent, a pet robot, is an important and difficult
problem in Human-Agent Interaction. However few experimental studies to investigate relationship between agent’s
appearance and other factors have been done. In this paper, we propose a novel concept “Adaptation Gap (AG)”as
relationship between function estimated by a user due to the appearance and function implemented on the agent
actually. Using this AG, we can give design policy to agent’s appearance. Also we develop the experimental scenario

to verify AG in a human-agent cooperative task.
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