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AgentBox: a Hardware for a Novel Interaction between Human and Artifacts
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This paper presents a concept of a novel interaction society design between human and artifacts. Agent-oriented
interface technologies have been studied extensively in recent years. Intelligent artifact does not have both active
action and passive action normally. We consider that an artifact does not only act passively when a user want
to use it, but active action is also needed for interaction between the user and the artifact. We propose “mixed
action” for human-artifacts interaction. We also discuss a human-artifacts interaction society in the real world.

We have developded a prototype hardware.
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2. AgentBox: 00000
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O 1: A concept of AgentBox for interaction
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O 2: Socialized AgentBoxes in the real world
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3: An appearance of the AgentBox
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O 4: A system components of the prototype system of

AgentBox
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O 5: An estimation of a beat and a tempo
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