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Toward an Information Providing Agent who Supports the
Collaborative Decision-making Conversation of Multiple Users
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For an information providing embodied conversational agent (ECA), the situation when there are more than
one users is expected. In order to make the agent join the conversation with users, it is necessary to identify
the addressee and understand inter-user interactions. This paper presents an ongoing work in trying to estimate
the context of the decision making conversation between two customers and an information providing agent. A
Wizard-of-Oz (WOZ) experiment is conducted to gather the interaction corpus of human-agent (controlled by a
human). The labeled corpus will then be used to develop a model for detecting the addressee and estimate the
context of inter-user conversations with machine learning techniques. A prototype agent is being developed utilizing
the information to actively intervene the customer’ discussion and provide them useful information.
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