
Development of a support system for reating room-style ontentsNaofumi Yoshida, Shigeru Sakurazawa and Hitoshi MatsubaraFuture University-HAKODATEAbstratThe system for reating a virtual room expressed on a omputer is supported by many users ause the exibilityof a room layout. These systems are expeted to be useful tools for user's self-expression. However, the usage ofexisting systems whih reate room-style ontents tends to be limited and the user annot devise an original usageof user's own room. So, we developed the exible system reating original rooms and running interatively. Inthis paper, we desribe the system overview and introdue some examples.1
.

Interative Doll House System(IDHS)

IDHS IDHS
2 . Sim People [1℄ HabboHotel [2℄Sim People Habbo Hotel1
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Sim People2000 Habbo Hotel500

3 IDHSIDHS XML 3D3D C#IDHS .NETFrameworkIDHS C# .NET Framework Managed DiretXIDHS IDHS1

3.1 XML1 sene oor wallmodels1 XML
<scene name="kumaroom" width="4" depth="4">

  <floor texturepath="floor.jpg">
    1,1,1,1,
    1,1,1,1,
    1,1,1,1,
    1,1,1,1
  </floor>

  <wall texturepath="wall.jpg" height="1.4">
    1:1, 1:0, 1:0, 1:0, 0:1,
    0:1, 0:0, 0:0, 0:0, 0:1,
    0:1, 0:0, 0:0, 0:0, 0:1,
    0:1, 0:0, 0:0, 0:0, 0:1,
    1:0, 1:0, 1:0, 1:0, 0:0
  </wall>

  <ceiling texturepath="sky.jpg" fillmode="fit" />

  <background texturepath="bg.jpg" r="130" g="180" b="250" />

  <camera>
    <position x="0.0" y="4.0" z="-8.0" />
    <target x="2.5" y="0.0" z="-2.5" />
    <fov degree="45" />
  </camera>

  <models>
    <model path="kuma.model.xml" position="0,0" direction="3" />
    <model path="chabudai.model.xml" position="2,2" />
  </models>

</scene> 1: ( )
3.2 XML2 model 3Dgraphis 3D2
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3DX ( 3)
<model name="kuma" asmpath="ModelController.dll" 
                                    asmtype="MC.Controller01>

  <graphics option="shadow,pick_bright">
    <x path="kuma.x" />
    <scale value="0.5" />
    <translation x="0.5" y="0.0" z="-0.5" />
    <camera>
      <position x="0.0" y="0.7" z="0.0" />
      <target x="0.0" y="0.7" z="-0.1" />
      <fov degree="60" />
    </camera>
  </graphics>

  <parameters>
    <hop flag="true" height="0.3f" />
    <move step="20" />
  </parameters>

</model>2: ( )

3: 3D
3.3 2

1 20 20
3.4IDHS XML 3D3D3DXML 3DXMLX 3D

1 ( 4)

4:3

島貫
テキストボックス
－49－



3.5 C#XMLC#5( 1)

C#IDHS.NET Framework
IDHS ModelControllerModelController

ModelModelControllerModel Model

5 NonPlayer Charater(NPC) NPC
InitRefreshHearEventPikEvent ModelGoJump

4 IDHS
4.1IDHS ..IDHS1. 3D2.3. XML 3D4. XML4
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Information Type
 - ModelInfo GetModelInfo()
  
 - ModelInfo GetFrontModelInfo()
  
 - CellInfo GetCellInfo()
  
 - CellInfo GetCellInfo( int u, int v)
  
 - CellInfo[] GetAllCellInfo()
  
Action Type
 - bool Go()
  
 - bool Back()
  
 - bool TurnLeft()
  
 - bool TurnRight()
  
 - bool ShiftLeft()
  
 - bool ShiftRight()
  
 - bool Touch()
  
 - bool Say( string message)
  
Event Type
 - void Refresh()
  
 - void TouchEvent( int direction, ModelInfo modelInfo)
  
 - void HearEvent( string message, ModelInfo modelInfo)
  
 - void PickEvent()
  
 - void KeyEvent(KeyEventArgs e)
  
Expression Type
 - bool Jump( int time, float height)
  
 - bool Color( int time, int color)
  
 - bool Tilt( int time, int direction, int degree)
  
 - bool Scale( int time, float scale)
  
Environment Type
 - bool SetSight( bool flag)
  1:

3D3D Visual Studio3DXML 3DXML

using System;
using DH.DHControl;
namespace MC {
  public class NPC01: DH.DHControl.ModelController {
    private Random rand; // 
    // 
    public override void Init() {
      rand = new Random(); // 
    }
    // 
    public override void Refresh() {
      if( rand.NextDouble() > 0.99)
        Model.Go(); // 
      if( rand.NextDouble() > 0.99)
        Model.TurnLeft(); // 
      if( rand.NextDouble() > 0.99)
        Model.TurnRight(); // 
      if( rand.NextDouble() > 0.999) {
        ModelInfo mi = Model.GetModelInfo(); // 
        Model.Say( mi.uniqueName + " "); // 
      }
    }
    // 
    public override void HearEvent(string message, ModelInfo modelInfo){
      Model.Color( 20, System.Drawing.Color.Red.ToArgb()); // 
    }
    // 
    public override void PickEvent() {
      Model.Scale( 20, 1.5f); // 
    }
  }
} 5: 3D1 34.2IDHS 6 ( 6: )( 6: )

( 6 )75
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6:
4.3 8 IDHS

( 8: )Web .NET Framework.
( 8: )

using System;
using System.Windows.Forms;
using DH.DHControl;
namespace Meirokuma {
  public class MayouKuma: ModelController {
    // 
    public override void KeyDownEvent( KeyEventArgs e) {
      if(e.KeyCode == Keys.Up) // 
        Model.Go();
      else if(e.KeyCode == Keys.Down) // 
        Model.Back();
      else if(e.KeyCode == Keys.Left) // 
        Model.TurnLeft();
      else if(e.KeyCode == Keys.Right) // 
        Model.TurnRight();
    }
    // 
    public override void HearEvent(string message) {
      // 
      if( message.Equals(" "))
        Model.Say(" ");
        Model.Jump( 20, 1.0f);
    }
    // 
    public override void PickEvent() {
      Model.SetSight(true); // 
    }
  }
}

using System;
using DH.DHControl;
namespace Meirokuma {
  public class GoalKuma: ModelController {
    // 1
    bool omedeto = false;
    // 
    public override void Refresh() {
      // 1
      ModelInfo mi = Model.GetFrontModelInfo();
      if( mi != null && !omedeto) {
        Model.Say(" ");
        omedeto = true;
      }
    }
  }
} 7:5 IDHS .

IDHS6
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8:. .IDHS. C#.NET Framework4-2 .RSSCPU CPU .

..IDHS 4-1 4-2
3D

6 IDHS3 .IDHS Web 9 .IDHS.Web.7
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e-Learning [3℄Lamp [4℄ .3D 3D. .IDHS 2.Lamp3D Lamp IDHS LampIDHS .

9:

7 IDHS XMLGUI . .IDHS .
.8 .. .

[1℄ Eletroni Arts: Sim People (2000).[2℄ Sulake Corporation: Habbo Hotel (2000).[3℄ , : e-Learning ,, pp.89-94 (2005).[4℄ : Lamp: ,, pp.167-171(2004).8
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