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Abstract: We propose a novel method of expressing emotions with a humanoid robot by dy-

namically changing the color luminosity of its eyes. We tested the effectiveness of blinking eyes

for representing two emotional states, happiness and sadness, in terms of the social-interpersonal

function. An ultimatum game was used to measure the robot’s ability to express the two emotional

states. Results indicated that although blue blinking was perceived as disgust rather than sadness

and yellow blinking was perceived as trust rather than happiness, blue blinking for low offers and

yellow blinking for high offers elicited a significantly high offer from the participants, indicating

that our proposed method is valid in terms of the social function of emotions.
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