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The Study of Human Boredom for Interaction

Influenced by Mutual Prediction
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Abstract In the filed of HAT and HRI which intended to establish communication with human, human
boredom for agents or robots is a big problem. Thus clarification of boredom property of human could
help design of agents and design of interaction which is not bored with. In this research, we focused on mu-
tual prediction that is distinguished property of human-human interaction or human-animal interaction.
And we aimed to clarify how mutual predicition affects human boredom for human-agent intereaction. In
this paper, we explain our experiments setting that investigate influence of mutual prediction for human
boredom of interaction and subjective congnition on opponents. In these experiments, we set two axes for
experiments’ condition. One is subjective congnition on opponents and the other is degree of opponent’s

purediciton.
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