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An Automatic Gesture Generation System for Character Agents by Using Japanese Scripts
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In this paper, we introduce an automatic gesture generation system. This system gives different types of non-
verbal behaviors to an input Japanese dialogue script for two virtual character agents. Non-verbal behaviors are
generated based of the analysis of linguistic and contextual information from the input Japanese text. The result of
generated gestures is presented as the Multimodal Presentation Markup Language for 3D agents(MPML3D). This
system allows us to make it very easy to create appropriate non-verbal behaviors like eye gaze and conversational

gesture behavior.
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<Task>
<Parallel>
(<Action name=" kenspeak” >
" . Speaker :
ken.speak(” ZNIF/NZHRFETT") Speak

\ </Action>
("<Action startOn=’

" kenspeak[0].begin”

stopOn=" kenspeak[9].end” > | Speaker :
ken.turnHead(20, 0.2, 1, 0.2) Gaze away
\.</Action>

(<Action startOn=" kenspeak[10].begin™)
stopOn=" kenspeak[20].end” >
ken.turnHead(0, 0.2, 5, 0.2)

\</Action>

Speaker :
Gaze at listener

J
(<Action startOn=" kenspeak[0].begin”

stopOn=" kenspeak[20].end” >
yuki.turnHead(0, 0.2, 1, 0.2)

\</Action> )

Listener :
Gase at speaker

<Action startOn=" kenspeak[10].begin” >

Speaker :
ken.gesture(” showsmallvertical” ) Gesture small
</Action>
<Action startOn=" kenspeak[14].begin” > Listener -
yuki.gesture(” headnod” ) Headnod
</Action>

</Parallel>
</Task>

O 7 MPML3IDOOOOOO

<utterance>
<text> ZNIFNSRFETT </text>
<mood> neutral</mood>
<gesture> showsmallvertical </gesture>
</utterance>
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