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We propose a novel behavior script language, which we call “Prallel Scenario Description”, for a risk-
communication tool with disaster rescuesimulator. This framework aims to describe behaviors of agent in the
disaster rescue simulation, including a RoboCupRescue Simulation. Risk-Communication is important for enlight-
ening disaster rescue activity of general public.

In a disaster situation, however, it is difficult to model civilian’s behaviors as such a goal-oriented problem
solving. Because, their behavior have multiple and ambiguous purposes on simultaneously. In stead of such
a formalization, we introduce “Parallel Scenario Description” approach that models agents’ behavior as action
pattern or plan of situations, we call these “Scenario”. In the proposed framework, whole behavior are divided
into multiple scenarios for each task by Posit, in which a piece of situation in situation flow of scenario. “Parallel
Scenario Description” provides “Scenario-Based Behavior Description”, “light-weight” and “prototyping” for agent
architecture. Moreover, we implemented applicated simulations for a risk-communication of disaster rescue based

on our framework.
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