{4 7 S do|HEE 8 XML 7|& 23 HE QA9

FAR - AEF - ADT

Scripting Language using XML for Character Agent based
on Web

Seheon Song” + Yunju Shim - Minkoo Kim

{lego, bluepond, minkoo}@ajou.ac.kr

2o

AbRRIS FE A8 £ UES odfyrdoldez e AYHE FE, FF LE R JNLHE TH
Zo] g ot &89 & 3ot JYE GoFEE AHEE AMEASG A3 AL §EE L
&t Ao AYE olo|HEE AAHA doAESY HAL W FHEZ AHYstn o] AYHE ¢ B¢
A BolM BEse 7ige] B3 o W sjeHog A4y & JdojE FEH7 WEA F44E Y
g+ e A7t dosyg. wEkM XML 71&€ A8 23 YE A E FHAM o] EAMES HAdn
2 ¥tk XML9 33 HoHE 7xHeZ 7|e¥ & U1 7 HoHES &44 Ao A& #
At mEA XMLE 72 AAYE Aol AMESH, 38 #AAM BEHE ARE TR,
ALgtete)l B4 ARG AR Ago] foldtn, AYHE FHaed S4A 98 £ Ut wEAd 2
A7l XMLE 7|t 2 FiEE ojo]HEE ¢ 23 YE doj& MELstn H2Escd EFHS &
=2

Key words : 728 oo|dE, 747 olo|dE, doHE

]

£& B3 dojNE U9 PFTEL Fa olop

g wEAAUYAGE Relth M3 FA ALE

A& A talste opulert E4sta gutes A
e} AE 3}%@ & YEE ofumelA Ej7F Eq%. Aq7)A, otutele Y 2 ¥
o2 wEoA AYEe HE LR L oA S A28 FE3E AL obd AA Ag A
2EHE 31 go) q%kzg} Eo]:o]]k] g%% 2= 9] & MHEHAA BHZE F e MAeld 7AYH
o AYE7 AR 25 AL £ gE 5Y £ 24 U WG + 9t FHA oo HE]
& 7] YA AYEgA AL Boso 8 th oiulels} AYEHE TES M AL 4 B
57 gozM sigEe NFHHE FYsfor & G5A Zeld EEET mHM g A dehd
o &, AEE7E AHEAY @Fol wet AHERIE F AE BAHoZE AYHE 2A4H doldEY
A5 TP PFolg =2 F gt ¥e By Fu= T olg AesE HA, A4E A
- AlEi NEA= SNHEANA Aoz PB H PEE AMESA § BagA Aol Eﬁﬂs}“

& £ ol TEHE 2ol g ol9 #HRE o
T gEHez szl 42 e OZ Project,
E A EH‘EI’—J Virtual Theater Project %o} 2
gPxol gt = °'4——r" RE =g E& 9 XA
olgte 71& A %‘3—-15}7\]“'}, 2 Hrge] glefA
t Aozt %Xﬂf\‘ldn 2 dFE ojopr] AAdolgte
718 de g T d7udga AT 94
WA WA YdE FHoRZ HITduA Fr)
EFHA A= AMRze) e e 43

A4E § & ot FIgHe BF 37 ge

2 mHE) AL g A 4 A A
7} Basith e XML 714€ 4@ 23 YE
o2 FAMH of BAWE APsnA G XML
3 Yo dolHE FEHOL s + g &
dolHES £471 oM AIE F AT[5] o
A XMLE 7o 2 AAYE A E Algad,
£ AN EEIE ARE FRHAIL, AE
Askel $A FAAN AR Ago] folsw, A

~392 -



dEE EdsEY ALEE MS Agent® AHEA
a5 &4/ oeed folstth A B a7
At XMLE 7|vtem 74H oo|dES Tz
e 2t AYH oojWEE Hdsn o AYHE
3% Aolx 44 FEE + A= 239

Adstn Bagsed 53¢ o

N
)
)

A7

2.1 MPML

gE  FAYCAAN 43 FUd  MPML
{Multimodal Presentation Markup Language)[3]&
AEoA & F UKo] BEAIL FAC hFs &
EE 59 AHEUEY e A ¥UxEg I
Ealmzl & ololtjolE ulgez s g
. MPMLS XMLE me¥x oag dojelt}, o
dole HAHE F3 ZES JEHEY FF& Ao
g e 71FE AFTG J1EH9 AEEY
Aojg 93 Fx& FAng ¢ XU LYRE YT
EHo)7] dFe] B AFA ERXR st JE A
HE 9] A5 AEE A LT TR AEF
E A g},

22 90 X2 AE

TR NEAE A7 A&7 dojdEE #
Ha Asgatd, sivy AMYHERA sHEAA
AFsty digy =gutE "R o] itz
A B 228 E ZAEsA4 ddhi]2]

Algdeld AAlde AYE 7 SA4% o

g 3R A4S ZA, AHEE 3%, B9

EEZ ztu th AlgaRE oW presentation®
Bt o] AAY H5Fg A "oh v #
ZatE AAldA dojyE ZE AL blgE £ gl
on, 2EYE HAANT|Z] 3] ALExle FYP&
Ax&uz o oA B AA 2d& WA
3la, PEY oW F2E W22 AYEE § =
st1, AHFEE HIAI7I= AASIE o)

2.3 Virtual Theater

Stanford w™3e] AIS(Adaptive Intelligent
Systems) ZERAE[7]e] dRZA, 44" HEy
to] A QoA AlgAE FFHoz dA3IFFH g
dg Tasn AEAE YAIE BE FzH
e 428 4 Jdvh qriA wigde A=z, g
FA 2z, WE S, AE gxteld, g9 25, A
Al 2%, Wl $- 5o wjgs o3tk X FH oo
HELT AMEA7L 7RSSR @2 d88 83,
71d Wl EL 2AYEY W= R B oy A}
£2p9}e] Ao atgd ANE 3
2 HagdH Bolag XM Ame gde %
3 A7E BT, F33 o7
B FET ATty EE5F 74A, VR
2 AdFEA Ae W3 5

)4

i

o
o
fiu
Qog
ol
rie
=

3. Al=d A

Avatar Character

Script

Script le—] Behavior

) Engine i
Engine Engine

N/

Ms Agent

l MS Agent Core [ ] Character Data |

User

Ag2LE ohutelE T3 Ao HIE FTF
& AgHAN FMEYEAA ALl opuiets}t Y
B Ztzt P98 9 AW dolg HES HFH
23 YE AL Z3 vt ZZeA U dely
= MS AgentE & 9 2g9A i EEH
o] A} gA7E B £ A "

3.1 7AAEH

AYHE ofele] 1¥F 2 FHL BHA 9
B oolWE WAl Aale] ue ¥ FF & FADA
g oW, 74, 43, 57, A% e B9
FHol galy ste BEe M o

" ti
Scene Emotion_generator Emotion

! Character

i
| —_— ;
Action Action Generator ke MotVatoN & Motivation_generator | ‘
! { |
j b
I
|

—

‘ i
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Relation Name Meaning
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<character>

<name>Merlin</name>

<appearance>Magician</appearance>

<emotions>

<emotion relation="personal" name="distress"/>
<emotion relation="personal” name="joy"/>
<emotion relation="personal" name="fear"/>
<emotion relation="personal" name="hope"/>
<emotion relation="personal" name="satisfaction"/>

</emotions>

<personalities>
<personality name="extroversion" level="3"/>
<personality name="pleasure" level="3"/>
<personality name="conscience"” level="3"/>
<personality name="stability" level="3"/>
<personality name="culture" level="3"/>

</personalities>

<motivations>

<motivation name="cheerful" nextAction="Greet"/>
<motivation name="friendly" nextAction="Smile"/>

</motivations>

<actions>

<action name="Greet" type="self"/>

<action name="Smile" type="relative"/> 3.2.
<action name="laugh" type="self"/>
</actions>

2.2 CSL (Character Script Language)
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<csl>
<head>
<title> Hello World </title>
<agent  char="Merlin"
y="100"/>
</head>
<body>
<par>
<language name="0412">
<play id="Merlin" act="Greeting"/>
<speak id="Merlin"> <¢hdstA el HAYY
T} </speak>
<speak id="Merlin"> |+ 7]HE oo]HE]
3} 19 Y o} </speak>
</par>
</body>
</csl>

id="Merlin"  x="400"
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