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We proposed rehearsal oriented testing by which a human interrupts a multiagent simulation and modifies an
agent’s behavior through dialogue with it. In this research, to realize rehearsal oriented testing, we first defined
functions for modifying scenarios described on the basis of finite state machine model. In addition, we designed
interaction protocol between the human and the agent to get information required to execute the modification
functions. Under this protocol, the agent tells the human what kind of directions the human can give in order for
the human to know modification procedure. We designed this protocol so that dialogues becomes more natural

and simple using context in the simulation.
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