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ABSTRACT

Do artifacts function merely as tools? Today tremendous softwares work to assist or
guide their wusers. This paper will apply the theories of Science & Technology
Studies(STS) and the agent definition of Floridi & Sanders(2004) to game-bot
programmes. Consequently we would see game—bots have had the interactivity, autonomy
and adaptability. They are the position of agents even in playing. Further they may be
companion relationship in the way that bots and human players compose each other.
Then we will be induce to new question, the bots may be political-social. While human
actors in computer based rule are the compounds being affected by the artificials, they
will be never same to classic human actors.
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[Table 1] Three criteria of agent

The agent and its environment act
(a) upon each other. Typical examples

inter— include input or output of a value,

or simultaneous of an action by

both agent and patient.

The agent is able to change state

without direct response to

activity

(b)
auto—
nomy

interaction: it can perform internal
transitions to change its state.

The agent’s interactions change
the transition rules by which it
changes state. This  property
ensures that an agent might be

(c)
adapt-—

.. at the given LoA, as
ability &

learning its own mode of operation

viewed,

in a way which depends critically
on its experience.
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