
The ROW? OP EnmotCon 
in Believable Agents 

here is a notion in 
the Arts of “believ- 
able character.” It 
does not mean an 
honest or reliable 
character, but one 
that provides the 
illusion of life, thus 

permitting the au- 
dience’s suspen- 
sion of disbelief 

The idea of believability has long 
been studied and explored in liru- 
ature, theater, film, radio drama, 
and other media. Traditional char- 

acter animators are among those 
artists who have sought to create 
believable characters, and the 
Disney animators of the 1930s 
made great strides toward this goal. 
The first page of the enormous 
classic reference work on Disney 
animation [12] begins with these 
words: 

Many artificial intelligence 
researchers have long wished to 
build robots, and their cousins 
called “agents,” that seem to think, 
feel, and live. These are creatures 
with whom you’d want to share 
some of your life-as with a 

companion, or a social pet. For 
instance, in his 198.5 American 
Association of Artificial Intelli- 
gence (AI) presidential address 
[3], Woody Bledsoe told of his con- 
tinuing dream to build a computer 
friend. He spoke of the “excite- 
ment of seeing a machine act like a 

human being, at least in many 
ways,” of building a machine that 
could “understand, act auton- 
omously, think, learn, enjoy, hate” 

and which “liked to 
walk and play Ping- 

Pang, especially 
with me.” 

Woody Bledsoe 
is hardly alone. 

Further reading on 
the dreams of ani- 
mators and AI 
researchers finds 
both groups speak- 

ing of thinking, feeling, living 
creatures, of creating at least the 
illusion of life, of building appar- 
ently autonomous entities that 

people, especially their creators, 
would genuinely care about. Both 
groups also speak of achieving 
these dreams by finding the 
essence of the creatures to be sim- 
ulated, and reconstructing that 
essence in the medium of the 
artist’s or scientist’s choice. 

As Al researchers tried to find 
these essential qualities of humanity, 
they gravitated toward reasoning, 
problem solving, learning via concept 
formation, and other qualities appar- 
ently central to the capacity we call 
intelligence. Perhaps this happened 
because these qualities are character- 
istic of the idealized scientist, and 
thus are valued by the communities 

of which the researchers were part. 
Artists, in particular the character 

animators, also tried to understand 
and express the essence of humanity 
in their constructions. Character ani- 
mators had to be especially analytic, 
because they had to produce human 
life from nothing more than individ- 
ual, hand-drawn, flat-shaded line 
drawings. moved frame by frame, 

without being able to rely on a 
human actor to portray the character. 
The practical requirement of produc- 
ing hundreds of thousands of these 
drawings forced animators to use ex- 
tremely simple, nonrealistic imagery, 
and to seek and abstract precisely that 
which was crucial. 

It can be argued that while scien- 
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