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AgencyGlass: Substitution of Emotional Labor with
Anthropomorphization of Users

HIROTAKA OSAWAT

We propose a wearable device called AgencyGlass that substitute emotional labor on users. Machines and computers have
substituted physical labors and brainwork. Such commoditization on both works accelerate emotional labor for workers. It
sometimes forces the workers represent different emotions from their own affection during work. This mismatch causes mental
disorder to workers. AgencyGlass will substitute their emotional representation and decrease workers' cognitive load.
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Prototype of AgencyGlass.
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Figure 2 Implementation of AgencyGlass.

BEDORRF 2 1 1R, s 2 B D 1T 2 DI
HART, EERCHERPFRTETEY . 2—F2RdK
ERECHETTOTH, BIEMN TS RS ICRBTHZ L
MTETCWD, £, K1EDI YL, =2—FOxoBMR
BRIIS N R S 720,
32 EER

AREEZTHSETT R MFATTHY, AHRTHORN
STORETEM L TV 5, KB - TEESE 57201

© 2014 Information Processing Society of Japan

i, SNEERMET D ERARAIREARD, o, BUET
FEPLDOHOMBEOLY HLZE2TFHTIT-oTWD
B, KL 0ESITHERT A0, BOME LY 3B TRk
LEVETZERMERARTH D, X612, BIEOEKNE
OFHARITZ—FNHIE LTV D2, SURICEDETH
MEAEBNICRET 2 LERD D,

4. %R

AWFZETIE, G 78 % T 5 729 D AgencyGlass &
BRELE, BHa-E58, mRy M- TARIZRE
FIO— OB S AL, FHERIC X o TARIIZENN S 8
DO—EMLEKENTETWD, ZofIckT 5L, HAI
RT—V = U HMR, ORI A & & A5 5780 5 B
BERLH5EHE L THNDDIIMARTHLELE XD, &
BB L > THBRIZEE 2R TE RV — B R R
DIEE . HALHIIC L » TRebn b 2 & 2 FHITY
e,

SE X

1) A. R. Hochschild, The Managed Heart: Commercialization of
Human Feeling. University of California Press, 1983, p. 339.

2) H. Osawa, “Agentphobia and Emotional Labor : How Human-
Agent Interaction Contributes to the Preservation of our Humanity,” in
The 1st International Conference on Human-Agent Interaction, 2013,
pp. II-pl.

3) B. Reeves and C. Nass, The Media Equation: How people treat
computers, television, and new media like real people and places.
Stanford, 1996.

4) KB, “ta—~wrz—Y=r U4 T7 a0
LROINTH - N\TVATL2OTZ—V =" HABKRY k
2453 vol. 31, no. 9, pp. 40-45, 2013.

5) BIA MR, ) IIHERER, S NRBIIFE D& @2
D RAE AR AR OETLBIR,”  DELZEIFIE, vol. 80, no. 4, pp.
295-303, 2009.

6) C. Darwin, The expression of emotions in man and animals, vol.
2. John Murray, 1872, p. 374.

7) R. W. Picard, Affective Computing, vol. 136, no. 321. MIT
Press, 1997, p. 292.

8) M. Bateson, D. Nettle, and G. Roberts, “Cues of being watched
enhance cooperation in a real-world setting.,” Biol. Lett., vol. 2, no. 3,
pp. 412414, 2006.

9) P. Bourrat, N. Baumard, and R. Mckay, “Surveillance cues
enhance moral condemnation,” Evol. Psychol., vol. 9, no. 2, pp. 193—
199, 2011.

10) M. Yuki, W. W. Maddux, and T. Masuda, “Are the windows to
the soul the same in the East and West? Cultural differences in using the
eyes and mouth as cues to recognize emotions in Japan and the United

States,” J. Exp. Soc. Psychol., vol. 43, no. 2, pp. 303-311, 2007.

709





