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Behavior learning system based on human operation
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Conventionally, in the system which contains a human element in an evaluation system, a user’s load was a big
problem. In this research, we build the action study system which reduces a user’s cognitive load according to the
mechanism in which action is automatically gained by operation of the robot by the user, and verify the effect.
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0 1: Interactive Evolutionary Robotics
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O 2: Overview of Interactive Classifier System
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