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”Langrid Gaming” is gaming simulation connected with ”Language Grid”. In case of the*

Langrid Gaming” ,

we can communicate in several languages by using parallel texts. If there are not enough parallel texts, players
can be led to make fruitless speeches which is repeated by players. However, it is not easy to make new parallel
texts having broad utility from interviews and questionnaires. Then, this paper describes attempt to make new
parallel texts by analyzing a negotiation protocol. We conducted experiments in natural language, in monolingual
environment, in multilingual environment. After thart, we analyzed log data. As a result, we found that we can
cut down fruitless speeches, diversify communication and influence negotiation protocols by adding new parallel

texts.
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