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Abstract:

Persuasion is an attempt of changing individuals’ behaviors or attitudes. Along with

multiple forms of persuasion which can be used for assisting individuals’ daily life, an agent (virtual

character) is one of user interfaces of persuasive computer systems. Agents can incorporate with

nonverbal features such as gestures, facial expressions and many other strategies. Our long-term

goal is constructing framework of a persuasive agent with which individuals interacts voluntary.

As a case study, we experimented on a conversational agent changing conditions based on option

of selecting an agent, facial expressions and eye contacts.
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2.1 Relational Agent
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