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Shopping Mall Avatar System Using Behavior and
Motion Description Language

Jung-Hee Kim*, Gui-Hyun Leeﬁ, Soon-Bum Lim™"

ABSTRACT

In spite of recent increase in the use of avatar in Web and Virtual Reality, there has not been a service
that allows users to control directly the avatar behaviors. In addition, the conventional behavior control
languages required a lot of complicated information for controlling the avatar motions. Moreover, in order
to apply written languages to a different task domain, it was necessary to modify or rewrite the languages.
In this paper, we define Task-Level Behavior Description Language and Motion Representation Language
for more simple control of the avatar behavior. The first thing allows describing the avatar behaviors
in each task domain, and The second thing enables writing detailed data for motion control. And in this
paper, we developed an interpreter which can automatically change the Behavior Description Language
to the Motion Representation Language. So this system allow users control the avatar behavior simply
with only use the Behavior Description Language. The system was applied to shopping mall and the
Task-level Behavior Description Language was compared with conventional languages to see how it
was more effective in hehavior description.

Key words: Avatar Behavior(c}ulel 3} €]), Behavior Description Language(339 ¥£3 ¢19¢})

% @ AA 2 Corresponding Author) : o] AE, F4: M2
Al A3 AubE27}) 53-12(140-742), A3} : 02)710-9193,
FAX :02)710-9704, E-mail : ghlee@sookmyung.ac.kr
HAa4d 120043 7€ 27, €85 120049 11¥ 26

' 239, HRdAd e Qelvicol Bem A Ah

(E-mail : preeway @hanmail.net)

"agaxggw ustd dendoldeta Axbay

289, $ESANER DR ns
(E-mail : sblim@sookmyung.ac.kr)

¥ B A7 99 Egn 20049 % R dFy] JY

o o3 =Y AL



—Zg 9 8l Jigs o188t

1.M B

2ol foly ZHEE AN E ALE Rt 45
< EE&HeR & 5 93, A2 giF BY
%0]7] H?ﬂ EZ‘!EE ohutete] &-go] F7tat
I A g 24 G392, AojdEdA Y T of
Bk EIE] 3}?3% %3t 2Doluleb}, MicrosoftAtel
Ms-AgentE ©]-83 ofute}, & Ao} 334
7He8 A AHE-HE 3Dokater o] ATH78L 2
2} o)A oulele] &L B T3] ouAE
HAsEAY vle] #dd ofyeo]d HolEH g B
Fe Axolx, 4dHo R ojutete] F4g AR
7} 93tE W AdstE £F9 MulAE o]RolA
A Zska ok

£ 7]E ofutel FAAOlE % dFEO]
Gl olFolH o, Ao st muY oA
ofell Zt7t A Lk A&7 A8 o= 7R
ol AN, AT WE-E e I =rdel A
Botux & de iF Y =l 3HA dojE
A 2 okste WAZE ] A whebA AR}
T AT o9 ZdY dolHdl A4 22 ¥3 3b
©olA opitere] g Aol & F e AoHE
P £E dololl HF A7rt ot

£ @7olMe AR d4A A48 5+ de &
d FEe] B 28 dolg Alx"eA FHE}]
425 T3 28 dolE 44 Jostn 015 2P E
& opulet AlARlo] HgotT oioh BAE Howr
< AWENS W 4P £F P9 FE AoJE o &
she Aol Z2AdEd F9 BE Aoyt & o
rg3) gosEe RE Ao

1

N

Y
o Mo ooy

K od

2. peigiT

2.1 AML(Avatar Markup Language)
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<shophelper name="happygirl” file=“happygirl.acs” />
<shoppage name="shopl” file=“pagel.html” />
<behavior name="EnterRightTop” avatar="happygirl"/>
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<ment>¢td
</behavior>

<behavior name="EnterLeftTop” avatar=“snow”"/>

<behavior name="“IntroduceAvatar” avatar="snow”/>
<ment>#H AL AT L </ment>

<behavior name=“EnterRightTop” avatar="happygirl”>

A2, sH YUt </ment>

v

snow.MoveTo 100, 100
snow.Show

snow.Play “Greet”

snow.Play “Gesture_Left_Center”
snow.Speak “si¥d& 2/fFY”
happygirl. MoveTo 600, 100
happvgirl. Show

happygirl.Play “Greet”
happygirl.talk

“hgsAlg s AdYT”
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<shophelper name="happygirl” file="happygirl.acs” />

<shophelper name="snow” file="“snow.acs” />

<shoppage name="“shopl” file=“shopl.html” />

<behavior name="EnterLeftTop” avatar=“snow” />

<behavior name="Introduce” avatar="snow” >
<ment>¢tddAM L. 2x¢ YU} </ment>

</behavior>

<behavior name="viewfront” avatar="“snow” >
<ment>AFFEH AEFE L]l ZEA L </ment>

</behavior>

<behavior name="“Explainltem” avatar=“snow” target=“item(1)">

</behavior>
<behavior name="Explainltem” avatar=“snow” target="item(2)”>

</behavior>

<behavior name="Explainltem” avatar="snow” target="“item(3)”>
<ment>vAA o] AlYd =79 AAE Q) </ment>

</behavior>

<behavior name="IntroduceAvatar” avatar="snow’ >
<ment>Th& AFL #Ze] dds =LA U</ ment>

</behavior>

<ment>°] FF& AAFAA AR Avg dUth </ment>

<ment>¢| 7429 AFRF #o]2rt AL B Yith</ment>
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<behavior name="“Introduce” avatar="happygirl”>
<ment><hd 34 8.</ment>
</behavior>
<behavior name="“viewleft” avatar="happygirl”>
<ment>o}# %] 4FS A998 =gAFYU</ment>
</behavior>
<behavior name="ExplainLiftUpRomantic” avatar="happygirl”
target="item(6)”>
<ment> AEH A= YA JUt}t </ment>
</behavior>
<behavior name="ExplainLiftUpFormal” avatar=“happygirl”
target="item(5)">
<ment>WZFMo] FAF =729 A YYTE</ment>
</behavior>
<behavior name="ExplainLiftUpCasual” avatar="happygirl”
target="item(4)”>

</behavior>

<behavior name="ExitBye” avatar="happygirl”>
<ment> ¥ ZAE& &% HAHL</ment>

</behavior>

<ment> 383 FE 4o 7HH°] dxles gAYt </ment>
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Agentl.Characters.Load “snow”, “snow.acs” . )
Agentl.Characters.Load “happygirl”, “happygirl.acs

Snow.LanguagelD = &H412

happygirl.LanguagelD = &H412

snow.MoveTo 100, 100

snow.Show

snow.Play “greet”

snow.Speak “ehdslAl L. 2= YU}’

snow.Play “attention”

snow.Speak “AFHE FFES Ls =dAR”
snow.MoveTo 200, 200

snow.Play “Gesture_Left_Center”

snow.Speak “o] FEL AAFEAN AL Ay Y’
snow.MoveTo 320, 200

snow.Play “Gesture_Left_Center”

snow.Speak “o}7] BHE Ald go|Art AL E YU
snow.MoveTo 440, 200

snow.Play “Gesture_Left_Center”

snow.Speak “PlAA] Y] A3 =9 A7 E JUr}”
snow.MoveTo 100, 100

snow.Play “Gesture_Right_Center”
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happygirl. MoveTo 600, 100
happygirl. Show
happygirl.Play “Introduce”
happygirl.Speak “<hd s _”
happygirl.Play “View_Left”

happygirl. MoveTo 300, 450

happygirl.Speak strMent

==
happygirl.Play “Exit_Wave”
happygirl.Speak “2138 &4
happygirl. Hide

snow.Speak “th& FEF2 s de] ddgs] =8 AYYp

happygirl.Speak “o}e}Z o] F4E&

happygirl.Play “Liftup_Romatic”
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