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Abstract In this paper, we define the interface agents as “autonomous computer program
which has life-likeness, performs some task or tasks on behalf of an entity, communicates
with other entities including humans in the world and responds to activities which occur
in the agent’s internal world or the external world” and discuss on it. First, we summarize
the desired functions of interface agents and consider interaction with agents and its design.
We will introduce the Asynchronous-Hierarchical Agent (A-HA) Architecture which would
become the base structure of our agent development and character creation method to

provide a life-likeness to agents.
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