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Abstract Augmented reality systems are widely used in the fields of entertainment, shopping, education,
and training, and the augmented reality technology is gradually increasing in importance. When
augmented reality technology is used for education or training, it must be possible to represent different
virtual objects depending on the work stage even for the same marker. Also, since the training content
varies depending on the situation, it is necessary to describe it using a training scenario. In order to
solve this problem, we propose a scenario markup language for an augmented reality system that can
create training content based on a scenario and connect it with an augmented reality system. The
scenario markup language for augmented reality provides functions such as a method for connecting
a scene, a marker and a virtual object, a method for grasping the state of equipment or sensor value,
and a method for moving a scene according to conditions. The augmented reality scenario markup
language can flexibly increase the usefulness and expandability of the augmented reality system usage

method and content usage.

Key Words : Augmented Reality, Training, Scenario, Markup Language, Design

2 UHE YYANE XASEY MM AN Aol X 2ot +E A7(20012234)

*WAXK} - ZZH(choijm@gmail.com)
4 20219 1€ 179 £HY 20214 2¢€ 132 AMARIEY 20214 2¢ 19Y



22 BRAZQIEUSE=2X| R7H H1S, 2021

Hu

1. M2
K2 379 AR B BAo] ol
o, o]5 Ak} Awlol] E857] fIeh =¥E AR
oHil. olof wet 7HaAe ws, &9, A=A
59 Holo|A EsiA ARgBlAL 1o, SHAAL

3021, H03), AYM) 5] HoolH TEkT ek,
AR AsEe A4 el el 1Ay AR
Eol4 HolZ % e A2goln], AT 1 He
ool BT SITk. ES Hol HRY AL

A E4l 71sS sl 94 U Adshe Al2E
[5,0]0& Z8HI 3ot =, ¥ AZ7Pt @] 2
oA AT SFALLE Adske AUtE SHAE
SolA Gl iRt A ¥E Al dhe AlLEE Sfuleit.

T Al2Ee E AlLFoME go] Z-83tal
qoH, EAQl Aors BE 2 AILH EH78],
AR A Q[9] 5ol glor, TS L83t E¥io|

88 G157} 9] W] B5o] s skE A
o= opbEcil]. DY B4 TS SR AT
ubl Se BAE QAHL, olo] SIS My AAS X
Foke o Eaol] ] THolq Waw s
Ao} 270 W2 £ e Aojsis W Ags)
A g olafat BAIS shash] goiN Aveleg 7]
H]—__E EX]—o]— /\ M,“_:_ % A ﬁ/ﬂ /L]/\Eﬂo] 7HH1'Q010]: 6]—
o, AUele8 71&% 4 e ol Basit

B =RoE 494 AAEoN AeleE 7145t
£ 6}z <loje} olg AYsh] gk e AN A
Jele viq] Qo ul el M AAE QAT 5

glofot sk, 20| ¥ oj5io] wet the Tz Aege
2 Q=R ot 52 7123 4 Glolok Ttk wat =S
A2 71857 NI W Tl TR % glolob
sl ulay AolE AAIBE] YA XMLSchemal10]2
£A4j9] 728 7)&5}T oS AR,

B e 2o B A7E ek, TE AT
o} 2 Q179] Holde ANFT. 3= Al 7]
5 Z7RA AATS 2761, 4ol S4EA A

29 9% AUElR Q) dlo] AAE Akt u}

Autog soIAL B o] AL Yh
2, HEgy

38 A&

Felz Sk vheo] 4914 F4AY A2H0
o 840 AR QAL A8AlA 1 AR ﬁ
M AAE deEeths 540) ok Te 59%
B0] AHE Aeles e s AAE A
Y AT ABHA o] o] B Aot ol

74 A2doIA THEY o] HE XMLS B8
She ATES AR AYEET, ol ATES 57

o] gigt JEE XML o&3x EA3] gt
Ho& ATES %oié_ oA

FofA] 2 Aot o %A}o}
o] a’lxl‘{h E?J %ﬂﬂr A Wgol
£ Aelo] Uk

AU QS nlaq] dolE ®Esl] 95t Al Kol
of w} th2A AFEHA e, ARgshe F2of w2t i
{2 EFP] Ygt ot SHEL 71ET F U=ES
TA=o] Qlth. K. Gajananan[13]9] dFoAE &
oA L] WES A5 YA Alutele ot

a9 dols Lsteh 19 12 SMLY| F2E Hoj
Ztt. headoll= AlUE]eoA AREEE  Entities?t
71€35H, bodyolls 2+ AU &

71t

Users&

[Fig. 1] Structure of SML in [13]

J. Yoon[14]9] 4= F4F
Ao AU e vty <o
Y ZH=E 3 AU E 7
AL, dAt 59 =2 AT

ru{ru rHJ



SUSY AAHS 5 AlLt2|2 Oi3 ) Q0 AA| 23
<scene> , Sub-task 1 || Sub-task 2 || Sub-task 3 |
<scenetitle>TV News</scenetitle>
<sceneplay> I Time
<p>(</p>
<time>day-night</time> [Fig. 4] Multiple Sub-tasks
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[Fig. 3]1 Modules of Augmented Reality Systems
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(Table 1) An Example of AR-SML

{scenarioy
(scene name="one"y
(ary
{marker name="switch"/)
({object name="switch.on"/)
(fary
Cif condition="#light > 90" goto="two"/»
{/sceney
(scene name="two")

(/sceney

{/scenario)
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