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A Study on development of the framework and prototype

for user interface using Avatar
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The opening of ubiquitous computing era prompted rapid increase in information transfer between human

and computer. Such changes in computing environment requires new computing interface. In this paper,

we develop a user interface prototype and framework using Avatar in Ubiquitous computing environment,

which can support an active communication between human and computer based on context information.

To develop the new interface, its conceptual framework with specific context information is designed in

advance. In addition, this study suggests the future goal of user interface using Avatar by suggesting the

requirements of constructed prototype.
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Figure 2. Air conditioner’s scenario of interface using Avatar
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Figure 3. Example of Context information classifier
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If val == 25 Then
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Avatard.Visible = False

AvatarZ.action = gfaStop

AvatarZ.Visible = True

AdvatarZ.action = gfaPlay

balloon.Picture = LoadPicturel " imagestitenp29.9if")

Timecheck {3}
anaffaircon
Else

AvatarZ.¥Yisible = Falsze
Avatard.Visible = False
Advatarl.Yisible = True

balloon.Picture
Timecheck {3)
affaircon

End If

LoadPicturel " imagestitemp21.g9if" )

Figure 5. Example of Context information distributor
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Figure 4. Example of Context information storage



=2
Avatarg

o] &8+ A}-8-7} ¢l €] 9] 0] 2 9] Frameworkol] &3+ AT

x3

565

X3

-

Figure 6. Final view of prototype interface using Avatar
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Figure 7. The effects of interface using Avatar
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