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Abstract In multiagent dialogue system, each agent has its role, and it is possible to provide information to the
user from its own viewpint. However, in conventional multiagent dialogue systems, the issue of utterance cues is not

considered. In human conversation, utterance cues are determined by various factors, such as“ utterance contet-

nts” § relationship with listener” or* speaker’s personality ” . If agents are able to speaking these factors, smooth

conversation among agents can be achieved.. In this paper, we propose a multiagent dialogue system considering

by these utterance factors.

Key words

1. 0000

gobooooboooooooboooooooooboooooo
gobooooooooooooboooboooooboooooog
gobooooooooooobooobooooooooooo
00000000000 D00000 Venus&Mars[1] OO OO
goboooooooooooboooobooooobooooooo
goooodooooooooboooboooboooboooog
0000000000 000000D000 Recommendation
Battlers[2] 0000000000000 0OO0OOOOOOO
goboooooooooooboooboobooobooooooo
gboboooboooboooboocoboooooOooooooooon
goooooooooooooooobbooooooooboo

multiagent system utterance cues[ dialogue

goboooooooboooobooooooobooOooooo
gopooooobooooooooboooooobooooboooooog
00 @30000000000000o0o0oooooooooo
goooooboooobooooooooobooooboboooooo
goboooobooooboooobooooooooooooooo
goboooooooooobbooooooooooood

goboooooooboooobooboooooobooooooo
bobooomboooobooonooobooooboooooo 3
gobooooobooooooobooooooooooooooo
gboboooboooboooooooooooobooobooon
gooooooboooooooon



2. J0bo0obooboobobon

gobooobooooooobooooobooooooooo
goboocooooooooobooobooooooooooo
gobooooooboooboooooboobooboooooo
goobooooooooooooooooooboobooon
gobooooooooooobooooboocooobooooooo
ooboooobooooooobooooboo

2.1 0000000

goboooobooooooooooooooooboooooo
goboooooooooobooobooooooooooo
ooooooooooooooooboooooobooooooDo
gobooooooooooobooobooooooooooo
gobooooooooooboooboooooooooo
goboboboboooooobooo0ooboooooobooboOoooooo
gobooooooooboooooooboboooooooo

gooooooooooooooooooooooboooo
gobooooooooooooboooboboooobooooooog
gobooooooooooobooooboocoobooooooo
gopboooooooooooboooobooooobooooooo
gbooooooobooooboobooooobooooooobooooDooo
goboo1l1oo00o0o0o00o0oa

01 ODo00oooooooooo

goboooobooooooooooooooooooooo
ooooooooooooooooooboobooboobooboobonono
gobooooboooocooboo3stooboooooooooma
gobooooooooooobooooobooooobooooooo
goboooooooooooboouooboocooobooooooo
goboooooooobooooobboooooboboooooo
goboooooooooooboooboocOoobooooooo
goboooooooooboooboobooooooboboooooog
goboooooooooooooo

2.2 0000OO0O0OOO0O0ODOOOOOOO0ODbOObOO

goboooooooooooboooooooooboooooo
gobogooooobooooooobooboobooooboooo
goboocoooooooooboouooboocooobooooooo
ooboooooooooooooooooooon

10 ocoooo

e [0OU00DOOOOOODODDOODDOODOOODO

e [OUOOOOODOOOLOOOODOOO

020 0000000000

e [(O00OO0OODOOOLODOOOOOODOOOO

e [OUOOOOODOOODOOOOOOODOOOOOO
2.3 J0O0OO0O0ooOOoOoOooOoOoOooOooOoOoooooon
goboooobooooooooobooooboooooobog
goboooooboooooboooobooooooooobooooooo
goboooboooooboooboooooooobooooooo
goboooobooooboooboooobooooobooooooo
goboocooooooooon
goboooobooooboooobobooooooboooooDooo
goboooobooooboooooooooooooooooo
goboooooboooobooobooooboboooobooboooooo
gboboooooobooooobooooooooobooobooon
gobooobooooooooboooooooooobooooo
goboooooboooooooobooooooooobooooooo
goboooboooooooboooooooooooooog
gooooooooooo

3. dubooooboobooaobobd

gobodooooobooooboooooobooooobooo
goboooooooooboobooooboobooooDooo
goboooobooooboooooooooooooooooo
oobooooooooo

3.1 0000
goboooboooboooooooooooboooobbooooboo
gobooDoocooooooboooboooooooboooobooboo
gooooooooooo

goooo

- 0d

— 0oooo

goooooo

- 0oooo

— 0aog

ooooooon
goboooboooooooobobocoooooboooooboo
goooooooooboobooooobooooboooooo
goboooobooooooobooooooooooooooo
gooooooooooooooooooooboooooooDo
gobooooooobooooooo
goodoboooooobooooooobooooooog
gobooooboooooooboooobooooobooooooo
boboobooboobooboobobOobooboobooooooon
gobooooobooooooobooooooboooobooooooo
gobooooboooobooooooooobooooooooo
goooboooooooooooon
obooboobooooooooboooooooboooooooboobooo
gopooooboooboobooooobooooboooooo

) B



goboboooooobooooobooooooboOooooo
gobooooooooooobooobooooobooooooo
gooooboooobooobo 20000boc0oo0oobooc0ooooo
ooo

RENBICEHREER  BFCOBRICLIREER

S N N

REALORE

REMVIRE

02 0OD0000O000O0ODOOD0OD

gboboooooooooooooooooooooomo
gobooooobooooooobooobooobooooooo
gobooooooooooobooooboocooobooooooo
gobooooooobboooooo

3.2 00000000
gobboooooooooooooooooooooooo
goooocoooooobooooboooooooooobooOono
oooooooooooooooooooooobooOObOooo
goboooooooooooboooobooooobooooooo
goboboobooooooooobooobooooooboobooooooo
gobooooooooooobooobooooobooooooo
goboboooooobooooobooooooboooooo
oobooooooooo

3.2.1 0J0OOO0OODOO
gobooooobooooooooooooboooobobooooo
goboooooooooooboooboocooobooooooo
goboooooboooboooboooo10bbo0ooboboo
oooooooono

e [(OOOOOODOOODOOOOOOOOOOODOOO
oooooooono

e [(JOUOO0OOUOODOUOCOOODOUOODLDOOODOO
oo
o0000o000o00o0Oo00DOO0000000 TopicOODO
O0TopcOOODOOOODOOODOOOO

gobooooooooboo
gooao

gooad
goboooooo

0 Topic =

w N o= O

3.2.2 J0OO0OOOoOoOoooggd

00000000000oooooooooooooooon
000000oooooooooooooooooooooo
0000000ooooooooooooooooooooo
0000000o0oU0ooU00ooooooooooooooog
0o0o0o0o0ooooooooogooooooooooooo
OUulity0O0O0O00DOOO0O0ODOCO0OODOOODOOODO
—2< Utility £200000U0kLkty OO0 OOOOOODO
000000000000 oooooooooooooooo
00 Importance 00 0 0O OImportance 000000 O0O0O0O
000000000 0DO0O0DOO0o0DoOoon Ukwlitydooaod
ooood

O Importance = Utility 100000000000

3.2.3 UO0OO0OOOOOOOOO

goboooooooboooboboooooobbooooboo
gbobooboobobooboboooooooooooooon
gbobobooooooboboooooooobooooooon
goboooobooooooobooooooooobooooooo
gobooooboooobooobooooooboooooooooo
gboooooooooboobobooboboooooooboo
gboooboooboobooboobooobooboboooog
goboooooooobooooooooooboobooboooooDooo
0000 Srelation0 000000 OOOO0OOOOOOOO
oono

O Srelatton=0000000000

3.2.4 O0OOOOODOOOO

gobooooooooboooobooboooooobooooooo
gboooooooobdoooooooboobobooooooboo
gobooooobooooooobooooooooobooooooo
goboodooboooooboooboooooobooooboooooo
goboooooooobooboooooooobooooooobooboDboo
goboooobooooboooooooooboooooooooo
O000000000000O0O0O0OC0CCOO0O000 E_relation
goboooooooboooooooboo

1 0000000

0 E_relation =
0 O0ODbOoOooo

3.2.5 D0OOOOOood

0000000000 TopicOODOODOO Importanced O
0000 Sorelation0000 Erelation 000000000
O0o0ooooooooooo

e JOO0L Topic<3

e [0OO0ODOO-2<Z Importance < 2

e JOODOODOO0XL S_relation <10

e [O00O0OEFErelation=0000 1
00000000000 oooooooooo
000000000000000000 10000000000
0000o0ooooooooooooooo



00000 =1Topic+ Importance + S_relation

0 E_relation x %

3.3 00O0OO0ooooon
gobboooobooooooobooooobooooooooo
gobooooooooooooboooboooooooooo
gobooooooooooobooobooooobooooooo
gobooooobooooooooboooboooboooooo
boboooooooboooooooboooobooooo
3.3.1 000000
gobooooooooooooooooobooooboooooo
gopboooooooooooboooboooobooooooo
gobooooooooooobooobooooobooooooo
gobooooooooooboooboooooooooaoo
oboooocboooocoobooboooooobOobooooon
000000 Character 000100 100000000000
gobobooooooobooooobbooooooboooooo
gobooooooooooobooobooooooooooo
ooboooooooboooooo

00000000 =0000dx Character

3.4 U00O0O0OO0OOO0OO0OOOOOOOODOO

gooooooooboooooboooooobwoobbOO
Oo00oO0oo0ooO0oooOoO00 Character 000O0O0OO0ODO 50
gboooooooooobooboooDoob 20000000
gobooooooooooobooobooooobooooooo
ooboooooo

4000000000000 00OO000ODOODOOOO0
gbobobooboboobobodg 3eoms000O00O0O0OOO
obooooocooooboono seoms0O0O0O0O0OOODOO
goboooo20b0o000oo0oooooooooooon

25

[ms] =360 % 55 EFFET

4. OJO000OOO0DOO0OO

J000o00o0ooboo0oDbOoooboDoooobooOooD
000o0ooo00DooooooooooDoooooon AO
000000000 BOoOoooooooooooooooao
AODBOODOODOODOODODOOOOOOOO BOOO
0000 A0D00ODOO0OOODODOOODOODOOO0OOO0O00OO
00000000 ADBOOODOOOODOOO 100000
oooo

000000 ADBOOO TopiceOOODOOODOOOOO
OO0000O0O0D0OoO0ogo Sorelationd Character 0 0 O
0o00000DOOoooooOobOoooooon Importance O
FErelation 0000000000 ADOODOOODOOO BO
gooooooobooobobOooboboooooboooooo
OO0Importance 00 000-1,20000000000000 A
0ooooooo0o0ooooooo0ooDOoonaod Eorelation

Joo0o0o0o A|0o0oooO B
Topic 2 2
Importance -1 2
S_relation 7 7
FE _relation 1 0
Character 7 7
ooooo 6 7.3
ooooooo 42 51
0000000 [ms] 214 176

01 0Do0000oo0o0oooooo

gooob1bnooooooooooooooooooboboooo
000000odoo A0 420000000 BOS1O0000
000000000000 0O0O00O0O00 A0 214msOO0O
o000 BO 17ems 000000000000 BOODODOO
goboooooo

5. 0 0O O

gobodoooooooooboooooobooooobooo
goooboooooomooooooooooobooooooo 3
gobooooooooooooobooooobooooooo
goooboz20000000000000000000000

gooooboooboooobooocoobooboo 200000000

gbobooboooooooboboobobobobobob
goboooobooooobooobooooooooobooooooo
goooooooooooooogooooooooooboooobo

gbobooooooobooooboooooooooooooo

gobooooooooooooooooooon
gobooooooooboooobooboooooobooooobooo

gobooobooobooooooooooooooooog

gobooooooobooooooo

d a

[1] Yasuhiko Kitamura, Teruhiro Yamada, Takashi Kokubo,
Yasuhiro Mawarimichi, Taizo Yamamoto, and Toru Ishidall
Interactive Integration of Information Agents on the Web[
Cooperative Information Agents V, Lecture Notes in Arti-
ficial Intelligence 2182, Springer-Verlag, 1-13, 20010

[2] Toshiki Sakamoto, Yasuhiko Kitamura, and Shoji Tatsumil
A Competitive Information Recommendation System and
Its Behavior] Cooperative Information Agents VI, Lecture
Notes in Artificial Intelligence 2446, Springer-Verlag, 138-
151, 20020

[3 OOOO,0000,0000000000000000O0OO
goodoobooooooboooooboboooooooa
0, 2004-SLP-50, pp.87-92, 2004.

[4) ODOOO,0000,000000000000000000OO
0ooooobooooooboooooobOoooooog
00, 2-4-9, pp.75-76, 2003.



