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1.1 StoryGraph XML 1.0 774K

<?xml version="1.0" encoding="Shift_JIS”?>

<IDOCTYPE StoryGraph SYSTEM
"http://www.joshibi.net/prof/ryodebuchi/Bot3D/DTD/StoryGraph.dtd">

{StoryGraph> — A V259 T4 THHER b— 1) —Dituak

version="1.0" —— N\—< 3 VIEH
{StoryAttribute> -—— 7 rYE1—FDEHE
<{sentenceFile/> —— ZM&Sentence 7 7 A JL

url="" —— Sentence 7 7 1 JL &

<grammerFile/>-—=BBGrammer (JSGF) 774 JL

url="" ——— Grammer (JSGF) 774 L%

<loadModel/>--{# ¥ 5 ETILDKE

url="--- 77 4 LA (*1)

name=""-- ZDETILDLH]

tx="0" -—— TIAIN FDETILME:

ty="0"

t="0"

rx="0" -—— T I+ FDETILEE: [l
="0"

"

scale="1" — FTIAIL FDETIEE: R r—IL

visible="TRUE" --- ~/3E& T (TRUE/FALSE/ON/OFF)

<loadBack Image/> —— E=2DE{ENDETE

url="" —R—XJ74( L%

name=" " —C DESERICLRIETT5




t2="1000" — EHEAL{E (OpenGLEERE) (x4)

visible="TRUE” ——— k7R 7 5 % (TRUE/FALSE/ON/OFF)

{loadBackMovie/> — HmL—E—Multiple Texture) DE&E

url="" — L—E—2774I%

name=" " — ZDBERL—E—IZRAHZHITS

unitSizeX="0" —HBGE I L—LDOHY A Xx(pixel)

unitSizeY="0" —BGE I L—LDOHY A Xy(pixel)

tz=1000" -— E{&{IE (OpenGLFE &)
visible="TRUE” —— & 7 5 % (TRUE/FALSE/ON/OFF)
<loadSE/> — B BEDHKTE

url="" — YU R I 7 A ILE

name=" " —Z DY FIZLHI

<{setBotName>— 1) v FDBotIZ&HIZ{FIT5

name="bot”

parameter/> —FTF R RINTA—LF—DEH

name="" -— NS A—2—DAR] (FAEKFFEH)

value="" — T4 ME (FAEHKFHEH)

lcounter /> —HIUB—INTA—E2—DEE

name=""—— NS A—2—QDRA (FAEHFER)

init="0" — F7+JL ME (EH)

max="0" -— BRKIE (E#)

inc="0" -—- &hn{iE (%)

reset="0" —— 1+ ME (&%)

<timeout /> — B A LT FEERDERTE

value="0" — B A L7+ (F)

<{/StoryAttribute>

{SpecialNode> -—RARI v/ —FDEE

<exceptNode />— HISMLIEBREFIZRSA/ — KD O—/NILESE

value="" -—— Yoo %/ —F4£

<unknownNode /> — HILHWNWI—H—AAWNHoE=HEIZRA/ —FD5 O
—NILESHE

value="" -— Yy o %/ —F4£

<startNode /> ——X +F—U—Fith/ —F

value="" -— X +r—1) —FtE/ — K&

<timeoutNode /> —— B A LT FEEIZRA/ —FOSJ O—NILES




value="" — Yo%/ —FK4%

<globallnput /> — 4 O—/NILEEYAAANDIEE

node="" — 1y 9%/ —F%

tag="" — a—¥—AHE

<{/SpecialNode>

<StoryNode > —— UV EDDARA—Y—/—FDEE

name="" -—— Z M./ — KD4&H

{type /> — ZD/—FDORIER AT

value="DIRECT" -—- 3% 4 J &5 (DIRECT /INPUT /AUTO/ SWITCH/
TRIGGER)

DIRECT = B v ¥

INPUT = 2—H—AHRTY VI ENRE

AUTO = BEICTHERESMICK ST VI EARE

SWITCH=/A5 A =B DEKIZE > TY VI EHNRE

TRIGEER=2—H— AN (RVRAREV/F—FK— %) B"HHET
FoTEE) VY

tag /> — BEIWZXE

value="NULL" —— B4EXEL NILL=-FE&XE/H L SentenceZ 74 JILT
FTE I BUtteranceEEDname/E 1 Z FH

{duration /> ——Z M/ — FIZB % %R

value="0" —— BFE AHMH ()

delt /> —ZDEFE

value="0" —— BF2BBOLEHIE (B)

onknd /> — BE2BBDEEISY

value="TRUE” —— (TRUE/FALSE/ON/OFF) :TRUE®M35& . durationlZWAVE
774 ILBEEOBRBZEZRL TS,

onlnput /> — A—H—AIEHETSY

value="FALSE” ———— (TRUE/FALSE/ON/OFF) : TRUEDIZES. 1 —H—
ATIDBRH--15E. duration R EZXBELHETHEETIC, EBIZRD
/_ F\/\&ﬁzsio

<except/> — GISMBFIZRSA/ — FOO—AILIETE (ZDStoryNodeDH THEH)

value="" -— 1y oo 5%/ —F4£

<unknown /> —HILHWNI—H—AARH--BEIZHRS/ —FOO—HILEE
F (ZDStoryNodeDH THZH)

value="" —— Yoo 5%/ —F4£




link /> -—— Y29 %/—F4& : type=DIRECT/TRIGGEREF

value="" — Yoo %/ —FK4

<set /> — ROV TLDOERTE

value="" — R4 1) 7 Dk (x2)

<{selectiveRandom /> — L& T4 TSUHF LTS (x3)

value="FALSE” —— 25 4/ {& (TRUE/FALSE)

rule /> — BERHROHTI)—/IL—ILEE

value="" -—— AF3Y—/IL—ILE

<Select) — A—H—ADDEDHRE : type=INPUTIZXTIS

input /> — YO %iEE

node="" — 1y 9%/ — K%

tag="" — 1—H¥—AHiE

<{/Select>

{Branch> —BE#PIBEDOKE : type=AUTOIZ %I

auto /> — YO %IEE

node="" —— 1y 9%/ — K%

rate="0" — ZD YO ~DFEE01)

</Branch>

Case> —— NTA—F—FHDBDERE - type=SWITCHIZ*F/ix

{switch /> — YUY %IETE

node="" —— 1y 9%/ —FK4£

script="" — £#HKDCut (x4)

</Case>

</StoryNode>

</StoryGraph>

LI (&, StoryNode DFEFRE LTEZE SN 5. global IFunction/modelFunctions T#H %,

<moveMode!|/> -——FETILOHMBELHE

mode|="bot” -— FEEITLHETILOLHE
tx="0" -— FHLWLETIMLE

ty="0"

£7="0"

0"




ry="0"

rz="0"

scale="1"

<moveToModel|/> —ETFILZBESE S

mode|="bot” — EEFTHZETILDEH]

tx="0" —#HLWETILMAE

ty="0"

t7="0"

rx="0"

ry="0"

rz="0"

scale="1"

duration="0" -— WERMEMNSBBSTT T TORM ()

{doRotate/> —ETI ZFEHEE D

mode|="bot” -— FETLHETIOAA
drx="0" -— [EExAE/#

dry="0"

drz="0"

{stopRotate/> —ETILDEHEEEZF1EH S

mode|="bot” &I BHETILDLAAEI

{resetRotate/> —ETILDOMEIEEZY Y FF 3

model="bot” -— FEETLHETILOLH
{doTranslate/> —ETILDEHEHLH

model="bot” -— FEETLHETILOLH

dtx="0" -— BEIE/F

dty="0"

dtz="0"
{stopTranslate/> —ETIDEHEHEZ1LH D

mode|="bot” -— EEYTLHETIODAAF
<resetTranslate/> —ETIDBEELX )Y +T5

mode|="bot” -— EEYTLHETIOARF
{visibleMode!/> -——FETIDERTKT/ERT

mode|="bot” -— EEYTLHETIDAR

visible="ON" -— 7r/3EZ 7~ (ON/OFF/TRUE/FALSE)
{visibleParts/> — ETILD/IN—YDRK/FERT




mode|="bot” -— FEETHETILDEHEI

parts="default” -— 229 5/%— ~ (MESH) £

visible="ON" —- %7~/3FFR~ (ON/OFF/TRUE/FALSE)

<toggleParts/> —ETID/IN—YDHRT/IERTEZYYEZS

mode|="bot” -— EEYTLHETIDAF
parts="default” -— &9 5/8— k (MESH) &
<setMovie/> — ETILD Multiple Texture ME&E
mode|="bot” -— EEYTLHETIDARF
parts="default” -— 224 5/8— k (MESH) £ (fiMotion3D @ treeNode £ (=
T57)

scene="0" —— BRL—> #ID?)

frame="0" —— E{R FRAME

<playMovie/> —— ETIL®D Multiple Texture ME#HEIY E =2

mode|="bot” — FETBHETILDAHI
parts="default” -— 2294 5/\—  (MESH) &

scene="0" — FER—> #ID)

duration="0" —— 144 % LRI (7))

loop="0FF" ——— JL— ¢ %/ ? (TRUE/FALSE/ON/OFF)

<{stopMovie/> — ETILD Multiple Texture MEHFIYVEZZLLH D L—TDHBEIC

B ETIT > THEL)
mode|="bot” -— EEYTLHETIDARF
parts="default” -— ZZ3 5/\— k (MESH) &
<breakMovie/> — ETILD Multiple Texture ME#HIY EZ ZEIEIZILH B
model="bot” -— FEETLETILOLH
parts="default” -— FZ9 5/8— k MESH) £

<playMotion/> —— ETILDEMEZEET S

mode|="bot” -— FEFTBHETILDAHI

motion="" -— KeySet £

duration="+" —— BAHAM () @ «EELQ LI(E default DERTE

grad="" —— BBHM ) BENV ORF—N—LIBHE

loop="*" —— JL— T 9 % H 2 (TRUE/FALSE/ON/OFF)

amp ="*” --- &g (0~1)

{stopMotion/> — ETILDEFEEZBEZLEHD (UL—TDBEIZHKREFT TIT > TEL)

mode|="bot” -—— EEFTHETILDLHE]
<backColor/> — EHEBDETE




red="0" -— HFE RO™1)

green="0" — HE/ G0O™1)

blue="0 "— #HF&=f B(0"1)

duration="0" —— ZHif () T. BEDEIALEREIND

<back Image/> —-

Hx 2D BRORT/ERT

name=" " -— BERER4A

switch="ON" —- ON [¥%Rx9 %/O0FF (339 (TRUE/FALSE/ON/OFF)

fade="OFF" -— Jxz— kA /7 b=t %A (TRUE/FALSE/ON/OFF)

duration="0" —— Zzx— KA /7™ FEARE (R

<backMovie/> —-

-BERL—E—DORR/FERE

name=" " — F=L—E—4
fps="30" -— TLANYHIRE—F
loop="0FF" —— JL— &+ %H" (TRUE/FALSE/ON/OFF)

switch="ON “ —— ON [¥5R~x ¥ % /0FF (359 (TRUE/FALSE/ON/OFF)

fade="OFF" -—— Jx— KA /77 k&t %H (TRUE/FALSE/ON/OFF)

duration="0" —— Zzx— KA /7™ FEIRY (R

<lightPos/> —-

AREFREDHENCBBISE S

id="0" — XZRD 1D

px="0" — #HL UL ARDOMLE

oy="0"
07="0"
duration="0" —— & EIHEART (F)
viewAngle/> — BEIARTE
angle="45" — Eff (&)
front="1" -— ®I&@% ') v FHLE (OpenGL BRR&E)
back="1000" -—— &M®E% 1) v FHLE (OpenGL EERH)
duration="0" -— MEDHEHI L DEELHAM ()
<soundEffect/> — HRBFZEST/LLH D

name=" " — $HEF DA

loop="0FF" —— JL—J &4 % (ON/OFF/TRUE/FALSE)

volume="1" — BE=

switch="ON" —— ON [FIE 5 Lia®Hh S /0FF FIE 5§ 2 & 200D
(ON/OFF /TRUE/FALSE)

fade="0FF" -— Jxz— KA /72 b &+ %5 (ON/OFF/TRUE/FALSE)

duration="0" —— J2x— KA /7™ FEARE ()




CDETIVIZIERD 3 24 TEIBEAHE,
1)Phoneme 7 7 A JL --- RIE/EME/) TV UEEXFYSV2—FETIL
2)Motion3D 77 A )L --- BEEBIEFRLETIL. FIE. BEBIL7-A—2a3VET
L
3)Model3D 77 A JL - EE AV 2aETIEEEELL)
(*2)set 1) 7 k& StoryGraph 4 ') O FILEIREFEA,
(*3) type=AUTO @ StoryNode T, ) VI X ERYRI LK SIZ, D, T UFLITERT
5C¢&,
(x4) KR Y 1) 7 bI& StoryGraph A1) O FILEREFEA,



