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Strategies of Nonverbal Information for Animated Agent
Based on Soft Game Theory
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Abstract This paper proposes a novel decision-making model in Game Theory taking account of users’ im-
pressions evoked by opponent’s emotional expressions and behaviors. Proposed decision-making model ” ABE
model” is named after parameters; Appearances, Backgrounds, and Expressions as human behavior factors. It
assumes that human’s decisions are made by his/her impressions evoked by the ”Expression” such as happy,
sad and other facial expressions and the ”Background” like a history of agent behavior. The proposed model
is applied to negotiation game between human and animated agents. We design an experiment using animated
agents for analyzing the relationship between impression and users’ decision. The experimental results show that
”Expression” and ”Background” convey specific impressions such like truthfulness, friendliness and dominance
help decision-making in the game.

Key words Nonverbal information, animated agent, facial expression, game theory, soft game theory
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