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Participating in Narratives with Motion-sensing Technologies
in a 3D Interactive Storytelling System
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<StoryNodes>

<StoryNode T Type="Start" descri) "The Story starts."/>
<StoryNode T Progress" descri ‘urn Right."/>
<StoryNode I type="Progress" descr Tarn Left."/>
<StoryNode I descripti ad Ending."/>
<StoryNode I description="Good Ending."/>
</StoryNodes>
<StoryLinks>
<StoryLink ID="A" Motion="1PointToRight" Object="Man" Flag="MiddleRight" />

<StoryLink T PointToleft" Cbject="Man" Flag="MiddleLeft"/>
<StoryLink I 0Second"/>

<StoryLink I

<StoryLink ID=

</StoryLinks>
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4.3.2. #F H##(Story Scene)
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™ Figure 5 % ] » & ¢ en L fEe fa Jack > # ehdy ot 8-
BF A & F AT ek A F" mOO6Prefab" BRI 7 o S}
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<Actor Name="Jack" Description="male" >
<Mesh file="Characters/NewRocketBox/male/m0D6/mO06Prefab” />
<Location PositionX="-1.2" Position¥="-0.5" PositionZ="-18" Rotation="45"/>
.00" Scale¥="1.00" Scal

<Scale ScaleX= ="1.00" />

<Motions Standldle="m idle neutral 01" SitTdle="m sit_chair_idle_neutral 01" walk=""

<Emotions>
<Emption IG="NEUTRAL2" Valus="Q" />

<Emotion Ig=' Sumrlsed Value="0" />
</Emotions>
</Bctor>
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4.3.3.  ZE #r#(Story Scenario)
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StartTime : %X
Duration :

UserLocation : 3%
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<UserControl State="walk" StartTime="0" Duration="120">

«UserLocation positionz="1" positi
<UserMove positionzx="0" positi
<UserMove positionx="2" positi
</UserControl>
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positi "2" rotation="0"/>
"0" positionz="0" rotation="0"/>
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<AnimCharacterMove StartTime="720" Duration="150"

Rctor="Jack" Animation="walk drunk inplace"
d="face NEUTRAL" EmotionLevel="1" Talk="false"

positionx="0" positiony="0" positionz="8" rotation="0" />

EmotionI
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<BnimActivity ID="Ask">»
<UserControl ID="walk" startTime="0" duration="60">
<UserMove positionx="0" positiony="0" positionz="0" rotation="20"/>
</UserControl>
<AnimCharacterMove startTime="180" duration="100" actor="Chocolate" animation=""
emotionId="face NEUTRAL" emotionLevel="1" talk="false" positionx="0" positiony="0" positionz="0" rotation="-20" Fa-d
<BEnimCharacterMove startTime="300" duration="300" actor="Chocolate" animation="m gestic listen dent 06"
emotionId="face NEUTRAL" emotionLevel="1" talk="true" positionx="0" positiony="0" positionz="0" rotation="0" />
<AnimCharacterMove startTime="680" duration="200" actor="Chocolate" animation="m gestic listen dent 06"
emotionId="SAD 01" emotionLevel="1" talk="true" positionx="0" positiony="0" positionz="0" rotation="0" />

<BnimDisplaySlideText startTime="0" duration="150" aligmnment="Right"
mes=zage="Hello =ir,I've lost my way.." />

<RecordSound startTime="1" duration="320" filename="01.wav" />

<hnimDisplayS5lideText startTime="150" duration="150" alignment="Right"
mes=zage="Do you know how to go to the Legend of castle?" />

<hnimDisplayS5lideText startTime="320" duration="460" alignment="Left"

mes=zage="Sorry, I never gone there.. Maybe you can find the women she would know?" />
<AnimDialog startTime="320" speaker="Chocolate" sou:ce_filename="Soundsfchﬂl.wav" -3

<BnimDisplayS5lideText startTime="T780" duration="200" alignment="Left"
mes=zage="5he lived in the hillside." />
<hnimDialog startTime="780" speaker="Chocolate" suu:ce_filename=“Soundsfch02.wav“ f-d
<AnimDisplayS5lideText startTime="380" duration="150" alignment="Right"
me=sage="0k, thank you.." />

<hnimPlaySound startTime="9%80" sou:ce_filename="SoundsfaDS.wav" loop="false"/>
</AnimActivity>
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