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In real world, a robot to do plans must adjust actuators according to sensor error and coefficient change of
rolling friction. If an atomic action falls into a misstep state, the action would be got back to the successful state
so that he/she maintains an intention of a basic action using a commitment strategy and promotes simplification
of his/her decision-making. We confirm the validity of an adjustment of actuators to come off a goal state using a

single-minded commitment strategy.
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