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PAR System

 Build, interact with, and control smart
avatars and individualized agents.

« Use natural language for:
— Glving Instructions to virtual agents
— Generating animations
— Dynamically authoring agent behaviors

— Providing an easier and more expressive
Interface than traditional systems.



Other Systems

e Instructo Soar (Huffman and Laird)
— Agents can learn from instruction.
— No user Initiated instructions (sub-
optimal).
 Steve (Rickel and Johnson)
— Respond to dynamic events.
— Discrete environment.



Other Systems (2)

e Sonja (Chapman and Agre)

« NLC (Cavazza and Pal
 Homer (Vere and Bick
« ACE (Kallmannand T

mer)
more)

nalmann)




PAR Attributes
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1st Generation PAR System Architecture
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L imitations

Only positive directives.
Only existential quantifiers.

Limited complexity and abstraction of the
Instructions.

Limited spatial referents.
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PAR SYSTEM ARCHITECTURE
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PAR SYSTEM ARCHITECTURE
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PAR SYSTEM ARCHITECTURE

Agent Process 1

Yisualizer

NL

Transducer | Agent Process 2

Desired Situations

Contains goals, constraints, and rules as
predicate calculus statements.

Experienced Situations

Contains a history of successfully Plan Strategy

completed actions.
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PAR SYSTEM ARCHITECTURE
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Examines conditional instructions to
determine which are applicable.

1( Rule Manager
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Goal Manager

Uses the output of the Rule Manager
and Experienced Situations to
determine the current set of goals.
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PAR SYSTEM ARCHITECTURE
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PAR SYSTEM ARCHITECTURE
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PAR SYSTEM ARCHITECTURE
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Conclusions

Both positive and negative directives
— Predicate Calculus and Planner

Quantifiers
— Desired Situation and Goal Manager

More complex and abstract instructions
— PAR Schemas and Planner

Spatial referents and Adverbs
— NL Transducer and PAR Schemas



The End
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