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The evaluate of impression for face graphics and voice which have the levels of likeness to human
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In this study, we discuss design issues for user-friendly computers that have humam-like expression and commu-
nicate with human. HCI studies have pointed out that familiarity with tools can improve their usability. Therefore,
we conducted an experiment to confirm a hypothesis that degree of human-likeness of computer agents can influ-
ence people’s impression. We focused two compornets, face representation and speech voice. We asked subjects

to evaluate impression computer agents designed by controling the face and voice.

The resoult indicated that

representation of low degree of human-likeness increased friendly impression for the agents.
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