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Though research on agents that interact with humans via voice or text was intensively conducted, agents that
can interact with more than two people in parallel have not been studied well. To enable an agent to interact
with plural persons, we propose to assign multiple scenarios to one agent; each scenario descrives an interaction
protocol between the agent and each person. Obviously, coordination among multiple scenarios are required to
avoid conflicts of actions. For example, one agent cannot execute walking and turning actions in parallel. More
importantly, however, a coordination policy, the way to specify how to manage conflicts among multiple actions,
is needed to be introduced. We propose the way to avoid conflicts of actions and coordinate scenarios accrding to

the coordination policy.
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