ACUAH editor manual

ver.3.0.0
for ACUAH ver.2.0.0
riemgoshawk (@project ACUAH)

@ ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023



._ EE - EEGE
.\ VRMO0.0/VRM1.0 - VRoidHub %G

\ A= —NRARZ P4 R0JREG 3D F ~FT A7

IR

ACUAH

Customizable 3D character assistant application for all creators.

*

0 ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023 2



Terms of Use

1. The copyright of "ACUAH editor" (hereinafter referred to as the "Software") belongs to the provider of the Software
“riemgoshawk" (twitter:@project. ACUAH).

2. In no event shall the provider of this Software be liable for any direct or indirect damages to the user of this Software
(hereinafter referred to as the “User") arising from the use of this Software.

3. The User is responsible for understanding and complying with the terms and conditions of use for the character model
data and voice data used in this Software.

4, The dialogue scenario data created by the User in this Software and the file list data created to load them in the
Android application "ACUAH" (data created with the file name of "acuah_local_list") may be used and distributed free of
charge for both personal and commercial use under the user's responsibility.

b. In the event that a dispute arises between the User and a third party or the right holder of such data due to
infringement of intellectual property rights as a result of the User's use of character model data or voice data in this
Software, the User shall resolve such dispute at its own expense and shall not make any claim against the provider of
this application. The User shall not make any claim to the application provider.

6. The following acts are prohibited with respect to this software.
Redistribution of this Software and all files required to run it (including tutorial data).
Reverse engineering or other analysis of this Software or data created by this Software
Other annoying acts against the Software provider and third parties using the Software and data created by the Software.

1. The Software is provided to you on an "as is" basis, and the Software provider makes no warranty of any kind, including,
but not limited to, that the Software is free of errors, bugs, or other defects, that it will be useful for your purposes, or
that it will operate completely.
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N
How to install ACUAH editor

« ACUAH editor is an application for Windows (x64).

 Please agree to the "Terms of Use" on p.3 of this manual and run "ACUAH _editor_installer.exe"
to install the application.
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How ACUAH works

VRoidHub
character
model data >
3D character
. platform
motions
=

sound effect
BGM data

dialogue CSV “
scenarios data

voice data ”

CSV

i

cloud
(mBaaS)

\.
.

lip-sync data

music data
(wav/mp3/ogg)

Y

—y
</>

Web Services API
* Japan Meteorological Agency
*IFTTT Webhooks, etc.

7/15/2023

option

smart phone stand
(false-hologram)

%

—
-

Bluetooth
Keyboard (command input)
media remote controller

infra-red rays
smart remote controller
(IFTTT webhooks integration)

@ ACUAH - Customizable 3D character assistant application for all creators.



What is ACUAH editor?
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What is ACUAH editor?
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N
What is ACUAH editor?

The process of creating dialogue scenario, voice data and lip-sync data is as follows.
If the data is not created by you, the intellectual property rights of the creator of the data exist.

Please be aware of the conditions of use of the data in each process.

1) Think about dialogue scenarios.

2) Prepare the voice data according to the dialogue scenario.

(
(
(3) (When locking dialogue scenario, voice data and character) Prepare VRM file.
(4) Create dialogue scenario data (CSV file) from (1) and (2) with CSV editor.

(5) Create lip-sync data from the data in (2) in ACUAH editor.

(6) ACUAH editor checks the consistency of files (2) to (5), creates a list of files for replacement and a list of

files to be replaced and create the “editeddata” folder.

@ ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023




Required material data

Character model data

e Character model data format is VRM ™1

« Since ACUAH and ACUAH editor are linked with VRoidHub™ , you can select your favorite characters
from VRoidHub if you do not have character model data by yourself.

- |f you want to create your own character models, there are some great applications, VRoid Studio™ and
VRoidMobile™, so please create your favorite ones.

« In BOOTH , there are many creators who are commissioned to make VRM
character models, so if it is difficult for you to make them yourself, why not ask them to do it for you?

» Character model data in VRM format can be used in ACUAH via the local folder of the Android phone
in which ACUAH is installed, via VRoidHub.

*1 General Incorporated Association VRM Consortium Avatar File Format for VR
*2 pixiv Inc.  VRoidHub, VRoidStudio, VRoidMobile
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Required material data

Dialogue scenario data

« CSV format (Comma Separated Value) file.
« The procedure to create dialogue scenario data for ACUAH is explained in this manual.

« To create the data, you will need a CSV editor (free software such as Cassava Editor is fine) as
described below. ) is required.

« Eventually, you will need to convert it to the character set "UTF-8", "CR+LF" and “without BOM".
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Required material data

Voice data / lip-sync data

Both MP3 format and WAV format data are required.
(Because ACUAH editor (Windows) cannot play MP3 format audio data.)
Prepare voice data of words you want the character to speak according to the dialogue scenario data.

Since ACUAH cannot be operated while the character is speaking, we recommend that the voice data
be as short as possible, only a few words.

You can use your own voice, voice of voiceroid, or ask voice actors to create voice data for you. Please
feel free to combine your favorite voice data.

If you would like to request voice data from a voice actor, how about requesting it from a voice request
site such as Voices ( ) or iikoe )?

In ACUAH, lip-sync data should be prepared in advance as a set with voice data. (This application not
use real-time waveform analysis of voice data and not be able to create a lip-sync data automatically).

Lip-sync data can be created using ACUAH editor. It is explained in this manual.
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Required material data

(Optional) motions data

« BVH format data can be loaded.
« Some applications, such as motion capture, support BVH output.
« See also the Carnegie Mellon University Motion Capture Database ( ).

(Optional) Sound effect and BGM (background music) data

- WAV (wav), MP3 (.mp3), and OGG (.ogg) files can be loaded.
* Files can be specified in a dialog scenario and played as sound effects or background music.
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N
Tools required in addition to ACUAH editor

We guide you to the following free software, but you can use any other application.

- Android / Voice / Text character conversion / Final operation check
ACUAH
 This is used to create a dialogue scenario.
* You can check the recognized text string for the voice input.
(Use "edit reaction" on the configuration menu 3).

- CSV Editor
Cassava Editor

e |tis used to edit dialogue scenarios.

« You can also edit CSV files in Microsoft Excel, but you will need to change the file format to UTF-8N/without
BOM after outputting the CSV file.

« Audio file creation and conversion tool

mp3DirectCut / bearaudio ( ) and so on.
« For trimming MP3 files (cutting unnecessary parts such as silence).
EcoDecoToolL

« ACUAH editor cannot play MP3 files, so you need to create a WAV file with the same name.
« Itis possible to convert by specifying the sound pressure (dB), when the volume is low.
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ACUAH editor

<Main menu screen>

enario file unchecked

VRoidHub login succeeded.
Wait a moment, please.

Please create and specify a working directory (folder) other than C:\
Set work directory. C:\

VRM set to default model.

ACUAH - Customizable 3D character assistant application for all creators.

Load lecal VRM file

Load Default

[CTRL] : show model info

[mouse]

move with button: retate, up/down
wheel : zoom +-

ACUAH editor ver.3.0.0

7/15/2023
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ACUAH editor

<Main menu screen> Basic Operation

Image
quality setting
(Low) Very Low

(High) Ultra

Set work directory C\

Check scenario file unchecked

Create loading file list

Data convert

Set Work d irectory Check voice file

Check voice file
voice file and
lip-sync data
consistency check

ACUAH -ver.1.x.x to ver.2.0.0-

Check scenario file Dialogue scenario converter.

consistency check of voice data
and dialogue scenario files.

Check loading file list
Create editeddata folder
for loading ACUAH file list

VRoidHub login succeeded.

Wait a moment, please.

Please create and specify a working directory (folder) other than C:\
Set work directory. C:\

VRM set to default model.

Message window

Check execution results and

the status of the file loading and
other information are shown.

e ACUAH - Customizable 3D character assistant application for all creators.

Lip-sync data language settings

Import motion [V

VRoidHub
Load local VRM file

Load Default

[CTRL] : show model info
[mouse]

ot oo e (R
wheel : zoom +/- Lip-syne edito

ACUAH editor ver.3.0.0

7/15/2023

About ACUAH editor

For motion type select
drop-down list

For motion
confirmation
drop-down list

motion name
text copy field

import motion data
(BVH)

3D character
Platform Specification

) . you are selecting

Go to
lip-sync data
edit screen

In order to press
this button,
sound file and

of lip-sync data
consistency check
must be executed.
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ACUAH editor

<Main menu screen> Basic Operation

Set work directory

Check voice file unchecked

cenario file unchecked
Create loading file list

Data convert

VRoidHub login succeeded.

Wait a moment, please.

Please create and specify a working directory (folder) other than C:\
Set work directory. C:\

VRM set to default model.

ACUAH - Customizable 3D character assistant application for all creators.

Import motion (BVH)

VRoidHub
Load local VRM file

Load Default

[CTRL] : show model info

[mouse]

move with button: rotate, up/down
wheel : zoom +-

ACUAH editor ver.3.0.0

7/15/2023

[CTRL] key
Show character
information

mouse left/right drag
Rotate the character

mouse scroll wheel drag
Move the character
up/down

mouse wheel
zoom in/out
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ACUAH editor

<Lip-sync data edit screen>

VRoidHub login succeeded.
Wait a moment, please.
VRM set to default model.

[CTRL] : show model info

[mouse]
move with button: rotate, upidown M iR manD
wheel : zoom +/-

7/15/2023
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I
ACUAH editor

Image
quality setting
(Low) Very Low

(High) Ultra

voice data selection
drop-down list

Voice data
playback button

lip-sync data creation
operation field

lip-sync data
save button

Message window

Check execution results and
the status of the file loading and
other information are shown.

Lip-sync data language settings

<Lip-sync data edit screen> Basic Operation

For lip-sync, editing
mouth shape data
field

Sorry, there is

no explanation

for this function

in this manual.

But you can change values
on your responsibilities.

L

VRoidHub login succeeded.
Wait a moment, please.
VRM set to default model.

[CTRL] : show model info

[mouse]

move with button: rotate, up/down
wheel : zoom +/-

Go to
Main menu screen

Main menu

7/15/2023
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ACUAH editor

<Lip-sync data edit screen> Basic Operation

mouse left/right drag

VRoidHub login succeeded. Rotate the character

Wait a moment, please.

VRM set to default model.
mouse scroll wheel drag

Move the character

up/down

[CTRL] : show model info
[mouse]

move with button: rotate, upidown M iR manD
wheel : zoom +/-

mouse wheel
zoom in/out
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About scenario data converter
Dialogue scenario file for ACUAH ver.2.0.0-
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About scenario data converter

« The names of the preset expressions have been changed as follows in accordance with the VRM 1.0
specification. ( )

« |f you store existing dialogue scenario data files (action*.csv, scenario-*.csv) under the working directory
and click the “Data convert” button, the strings of the preset expressions will be changed to VRM 1.0
compatible ones.

VRMO.x VRM1.0

Joy Happy
Angry Angry 5
' T
Sorrow Sad -
Fun Relaxed
Surprised Surprised

VRM set to default model.

ACUAH -ver.1.x.x to ver.2.0.0
Dialogue scenario converter.
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Tutorial

About tutorial files
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Tutorial: About tutorial files

 To help you understand how to use ACUAH editor, we have included a tutorial.

e This tutorial will show you how to create a dialogue scenario file, how to create lip-sync data,
and how to create a loading file list for ACUAH.

- Japanese voice data
‘ ‘ Scenario for Japanese speech recognition
1

tutorial
Yawn.mp3 . _
Yawn.wav With the same file name
Hellol.mp3 MP3 format and WAV format are required.
Hellol.wav The file name will be automatically

converted to "0*.mp3" or "0*.wav".

action_ja.csv
scenario-00000 ja.csv

English voice data
Scenario for English speech recognition

Action and dialogue scenario file
Before you start working with ACUAH editor,
you must create this file by using a CSV editor.

The file name is

5Yawn.mp3 action_ja.csv, scenario-*_ja.csv (for Japanese speech recognition)
5Yawn.wav action_en.csv, scenario-*_en.csv (for English speech recognition)
5Hello2.mp3 (* is an arbitrary string).

5Hello2.wav action_ja.csv, scenario-00000_ja.csv
action_en.csv, scenario-00000 en.csv

is required because it is the first file to be loaded.

action_en.csv
scenario-00000_en.csv
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Tutorial: About sound effect and BGM files

« To specify and play sound effect and background music (BGM) files in a dialog scenario, create a "sound"
folder in the working directory below and place the files there.

(The actual files will be needed when checking the integrity of the dialog scenario).

- Japanese voice data
‘ ‘ Scenario for Japanese speech recognition
1

tutorial

SEl.wav
SE2.mp3 _
BGMO000.wav [Warning]

BGM_samplel.mp3 Do not include spaces in the filename.

English voice data
Scenario for English speech recognition

(Example)
SEl.wav
| SE2.mp3
sound BGMO00O0.wav
BGM_samplel.mp3

E (Example)

sound
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Tutorial

1. Create a dialogue scenario file
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Tutorial: 1. Create a dialogue scenario file

« ACUAH loads and switches dialogue scenario files each speech recognition with the user.

ﬁ o ﬁ

' 1
: ! 1
| voice command Ly animation !
: recognition ! : Good morning Good morning! "WaveHello" !
| (Ul operation) Lo :
1 ! .
o - '.____3_/________________pl_a_y_@qngqrmn_g_-mE? ______________________ l

action_en.csv - user scenario-00000_en.csv

. - " . animation
Scenario "XxXxxxx_en". recognition start I'm fine.

1

o 1

load voice command !

. . "Twirl" !
scenario-XxXxxx_en.csv (automatic)

1 If the next scenario

P N DR ! specified,
ﬁ go to next scenario.

To default scenario.

The start timing is
set in the previous scenario.
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Tutorial: 1. Create a dialogue scenario file

« ACUAH also has the ability to learn using dialogue scenario files.
(Conversation type: "Dialogue scenario only")

« When a user speaks to the character that the character does not know (not in the dialogue scenario file),
the character randomly choose a response from the dialogue scenario and returns that response.

* |f the response is what the user was expecting, the user will continue the conversation, ACUAH learns that
the response was correct.

Try something

form a known Mot what |
reaction. expected---

5 it the
expected
behavior 7

“Right.” or keep the Learning
conversation going. completed!
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Tutorial: 1. Create a dialogue scenario file

« How to create a dialogue scenario file (CSV).
Let's take a look at scenario-00000 en.csv in the tutorial folder.

E E Japanese voice data

- 1 Scenario for Japanese speech recognition
tutorial 1 Yawn.mp3

Yawn.wav

Hellol.mp3

Hellol.wav

action_ja.csv

scenario-00000_ja.csv

English voice data
— Scenario for English speech recognition

5Yawn.mp3
5Yawn.wav
5Hello2.mp3
5Hello2.wav

action _en.csv
scenario-00000_en.csv

Open this file with a CSV editor.
(In this manual, we use Cassava Editor.)

A
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Tutorial: 1. Create a dialogue scenario file

st e - O
IJr R |/EE FEACEIRT 8BS RNV II0M) ATL3X0) ALTH)
D& -HE v 4 BODER LI Crx BEBE |
1 |2 3 |4 5 |6 |7 8 E 10 |11 12 |13 14 | | |
1_[id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] [next D]
2 [1  hello Hello2 WaveHello Relaxed 2 DEFAULT
] [EO
. (.31 _ g -
- N\

(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.

The first line is an index what the value in each column (item) represents.
The values of these items are explained on the next page.

Also, since this first line is inserted for explanatory purposes,
don't forget to delete them when you finally creating dialogue scenario data.
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Tutorial: 1. Create a dialogue scenario file

_'-:e":—'-'_ 00000 _er = O
Jrfll{F) $RE(E) &2 N ®ES) FRMNV ¥70M) AFax0 AlLTH)
0= - | 5 BERER L CrFrf BEE |
1 |2 3 |4 5 |6 |7 8 E 10 |11 12 |13 14 | | |
1 | [id]| [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] [next D]
2 |1 | hello Hello2 WaveHello Relaxed 2 DEFAULT
] [EO
B [1'3] S—
- N
(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.
Column 1: [id]
Enter an arbitrary string of characters (alphanumeric) to identify the response. It does not have to be unique.
This [id] string can be specified in column 14, [next ID].
If multiple lines contain the same [id] string, processing will continue in a dialogue scenario focused only on those lines.
The following string (in uppercase) is also used to control the scenario. Note that this is case-sensitive when compared to [next ID].
(* is an arbitrary string)
p* :For preset operation. If there is a "P" at the beginning of the line, the line is excluded from learning.
ANY :If there is no corresponding speech recognition string in the scenario, the line is executed without retrying speech recognition.
OTHER :If there is no corresponding speech recognition string in the scenario, the line to be executed after two speech recognition retries.
END :Forced termination of scenario response. It returns to the default scenario.
F* :The line is excluded from learning.
E* :Prohibited to use, used inside ACUAH application.
L* :Prohibited to use. used inside ACUAH application.
DEBUG :Prohibited to use.
TEST :Prohibited to use.
o J

7/15/2023

@ ACUAH - Customizable 3D character assistant application for all creators.



Tutorial: 1. Create a dialogue scenario file

D &~ < HBRER P CFrA BEE .
1 2 |3 |4 |s G |7 |8 E |10 |11 12 |13 lha | |

1 |[id]]| [recognized string]| [voice data] [sound effect] [animation trigger] [objectlist] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] [next ID]

2 |1 Lhe]lu:: J Hello2 WaveHello Relaxed 2 DEFAULT

L 1.3

- N\
(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.

Column 2: [recognized string]
A string converted to text characters by speech recognition when the user speaks into the ACUAH, or by command input.
Enter a string of characters that you expect the user to enter.

(1) Start "ACUAH" on your Android smartphone.

(2) Use the voice recognition string input field of "edit reaction" on the configuration menu 3
to input the voice recognition string. Please check what kind of string is converted
and enter the string correctly.

(3) In addition, the ACUAH provides a command input using a Bluetooth keyboard.

Since the operation is possible, the character string when the character is typed by the keyboard m

is also possible.

ACUAH configuration menu 3
edit reaction
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Tutorial: 1. Create a dialogue scenario file

scenario-00000_er = O
I F REE FA-ERT BES =RV II0M) AT¥32(0) ALTH)
D& ~-J | = A BEOEHR L CFrh BEE i
1 |2 3 l 5 |6 |7 8 E 10 |11 12 |13 14 | | |
1 |[id] [recognized string]| [voice data] [[sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario IDwait] [next ID]
2 |1 hello Hello2 WaveHello Relaxed 2 DEFAULT
) [EO
L [1.3 _
- N
(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.
Column 3: [voice data]
Lists the file name of the voice data to be played when the character responds.
The actual file name will be "0~.mp3", but the first "0" (zero) and the extension ".mp3" must be excluded.
You can also include a wait time for audio playback by connecting the file name with a "|" character. The unit is (seconds).
If multiple files are listed by joining them with "-" (half-width hyphen), the voice files will be played back in sequence. (Don’t use "-" in file names.)
In addition, specifying multiple audio data files using the enclosing character "%&#$" and a one-byte colon ":" will cause the following behavior.
%value 1:value 2:---:value n% : Select value randomly.
#value l:value 2:---:value n# : The value is chosen according to the emotion value by dividing the minimum emotion value (-24) to the
maximum emotion value (+24) into n. (rounded down to the nearest whole number)
&value l:value 2:---:value n& : The value is chosen according to affection value by dividing the maximum affection (1000) devide into n.
(rounded down to the nearest whole number)
$value 1:value 2:---:value n$ . The value is selected according to the current time by dividing 0:00 AM. to 11:59 PM. per day into n equal
parts of 1440 minutes.
\_ (e.g.) &valuel:value2:value3& affection 1~333 — valuel. affection 334~666 — value2, affection 667~1000 — value3 )

7/15/2023
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Tutorial: 1. Create a dialogue scenario file

so | er = O
TrAME BEE BAERM BES SRV YIOM  AFYI0) ALFH)
g =) | = 53\ BEEH L Crh BEEE |
1 |2 3 [+ 5 |6 |7 8 E 10 |11 12 |13 14 | | |
1 |[id] [recognized string] [voice data] [sound effect] [[animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] [next ID]
2 |1 hello Hello2 WaveHello Relaxed 2 DEFAULT
) [EO
. (.31 _ i _
- N
(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.
Column 4: [sound effect]
Sound effects can be played over audio data. In addition to the following sound effects, WAV/MP3/0GG format files can be loaded and played.
"alarm", "bird", "button", "cancel", "delete", "learned", "start"
If a file name (including .wav/.mp3/.0gg extension) is listed, the specified file can be played.
It is also possible to specify the waiting time before playback starts by using "|". The unit is (seconds).
In addition, specifying multiple audio data files using the enclosing character "%#&$" and a one-byte colon ":" will cause the following behavior.
%value 1:value 2:---:value n% : Select value randomly.
#value l:value 2:---:value n# : The value is chosen according to the emotion value by dividing the minimum emotion value (-24) to the
maximum emotion value (+24) into n. (rounded down to the nearest whole number)
&value 1:value 2:---:value n& : The value is chosen according to affection value by dividing the maximum affection (1000) devide into n.
(rounded down to the nearest whole number)
$value 1:value 2:---:value n$ . The value is selected according to the current time by dividing 0:00 AM. to 11:59 PM. per day into n equal
parts of 1440 minutes.
\_ (e.g.) &value l:value 2:value 3& @  affection 1~333 — value 1. affection 334~666 — value2, affection 667~1000 — value 3 )
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Tutorial: 1. Create a dialogue scenario file

@ scenario-00000_en.csy
D& -HE (= S BERH L :
1 |2 3 |4 5 e |7 8 E 10 |11 12 |13 14 | | |
1 |[id] [recognized string] [voice data] [sound effect| [animation trigger] |[object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] [next ID]
2 [1  hello Hello2 WaveHello Relaxed 2 DEFAULT

—

[1,3]

(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.

Column 5: [animation trigger]

| About ACUAH editor

Specifies the animation when the character responds.
“For motion confirmation drop-down list” is located

in the upper right corner in The ACUAH editor main menu.
Please select the appropriate animation.

You can copy and paste the string,

select “Motion name text copy field” and click it.

~ Lip-sync data language settings

If rowb is a blank, no motion will be played.

(continue to the next page)
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Tutorial: 1. Create a dialogue scenario file

st e = O
I F REE FA-ERT BES =RV II0M) AT¥32(0) ALTH)
D=~ | s BEOEH L : |
1 |2 3 |4 5 e |7 8 E 10 |11 12 |13 14 | | |
1_[id] [recognized string] [voice data] [sound effect] [animation trigger] |[object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] [next D]
2 |1 hello Hello2 WaveHello Relaxed 2 DEFAULT
) [EO
. (.31 _ i _
- N
(1) Open .¥tutorial¥2¥scenario-00000 en.csv in a CSV editor.
Column 5: [animation trigger]
The animation trigger value can be followed by a "|" to indicate the amount of time to wait for the animation to play. The unit is (seconds).
Specifying multiple audio data files using the enclosing character "%#&$" and a one-byte colon ":" will cause the following behavior.
%value 1:value 2:---:value n% : Select value randomly.
#value l:value 2:---:value n# : The value is chosen according to the emotion value by dividing the minimum emotion value (-24) to the
maximum emotion value (+24) into n. (rounded down to the nearest whole number)
&value 1:value 2:---:value n& : The value is chosen according to affection value by dividing the maximum affection (1000) devide into n.
(rounded down to the nearest whole number)
$value 1:value 2:---:value n$ - The value is selected according to the current time by dividing 0:00 AM. to 11:59 PM. per day into n equal
parts of 1440 minutes.
(e.g.) &value l:value 2:value 3& :  affection 1~333 — value 1. affection 334~666 — value2. affection 667~1000 — value 3
\_Also, the "< >"in the scenario file is associated with the action, and the value in the scenario file is ignored. )
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Tutorial: 1. Create a dialogue scenario file

'@ : 5-_""';'-;— 00_en.csv

JrLF) R/EE) FA-ERET #BES) RN VI0M) ATYaX0) ALTH)

D&~ > | w HBEDER L CFr4s BEEE |

1 |2 3 |4 5 ﬂﬁ |7 na E 10 |11 12 |13 14 | | |

1 | [id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [[facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] [next D]

2 [1  hello Hello2 WaveHello Relaxed 2 DEFAULT

] [EO

h [.3] -

- N\

(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.

Columns 6 and 7: [object list], [option]
Unused (for future use). Please leave this field blank.

7/15/2023
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Tutorial: 1. Create a dialogue scenario file

st er = O
TrAME BEE BAERM BES SRV YIOM  AFYI0) ALFH)
g =) | = 4 BEREH L Cr4 BEE |
1 |2 3 |4 5 |6 |7 ﬂa T]g 10 |11 12 |13 14 | | |
1 |[id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] |[[emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] [next ID]
2 |1 hello Hello2 WaveHello Relaxed 2 DEFAULT
) [EO
L [1.3 | _ _
- N
(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.
Columns 8: [facial expression] Happy
. , . . . . . Angry
You can specify the character’s facial expression with the following string. Sad
The unit of facial expression time is "second". It can be specified using a decimal point. Relaxed
The size of a character’s emotional expression changes depending on the character's level of affection, Surprised
So please note that if the character has a low level of affection,
it won't show in their facial expressions as much.
In addition, specifying multiple audio data files using the enclosing character "%#&$" and a one-byte colon ":" will cause the following behavior.
%value 1l:value 2:---:value n% : Select value randomly.
#value l:value 2:---:value n# : The value is chosen according to the emotion value by dividing the minimum emotion value (-24) to the
maximum emotion value (+24) into n. (rounded down to the nearest whole number)
&value 1l:value 2:---:value n& : The value is chosen according to affection value by dividing the maximum affection (1000) devide into n.
(rounded down to the nearest whole number)
(e.g.) &value 1l:value 2:value 3& :  affection 1~333 — value 1. affection 334~666 — value?. affection 667~1000 — value 3
$value 1:value 2:---:value n$ . The value is selected according to the current time by dividing 0:00 AM. to 11:59 PM. per day into n equal
\_ parts of 1440 minutes. )
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Tutorial: 1. Create a dialogue scenario file

S0 | er — O
I F REE FA-ERT BES =RV II0M) AT¥32(0) ALTH)
N &~ > | o S BDEHR L CFrs BEE |
1 |2 3 |4 5 |6 |7 8 o | 10 |11 12 |13 14 | | |
1_[id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] |[emotion vaule]| [affection value] [action] [action option] [next scenario ID|wait] [next D]
2 |1 hello Hello2 WaveHello Relaxed 2 DEFAULT
_ [EO
L [1.3 | _ _
4 N\
(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.
Columns 9: [emotion value]

Emotion values are like moods that go up and down in real time as you use the application.

The value is an integer ranging from a minimum of -24 to a maximum of +24. 0 is the normal value.

When the application is not running, the value is 1 per hour, approaching the normal value.

When the app is running, the value approaches the normal value of 1 in 12 minutes when the app is in sleep mode.

In addition, specifying multiple audio data files using the enclosing character "%#&$" and a one-byte colon ":" will cause the following behavior.

%value 1l:value 2:---:value n% : Select value randomly.

#value l:value 2:---:value n# : The value is chosen according to the emotion value by dividing the minimum emotion value (-24) to the

maximum emotion value (+24) into n. (rounded down to the nearest whole number)
&value l:value 2:---:value n& : The value is chosen according to affection value by dividing the maximum affection (1000) devide into n.
(rounded down to the nearest whole number)
(e.g.) &value l:value 2:value 3& :  affection 1~333 — value 1. affection 334~666 — value2. affection 667~1000 — value 3
$value 1:value 2:---:value n$ : The value is selected according to the current time by dividing 0:00 AM. to 11:59 PM. per day into n equal
\_ parts of 1440 minutes. )
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Tutorial: 1. Create a dialogue scenario file

scenario-00000_er = O
TR REE BACERM BES) =R VIOM  AFUIv0) ALFH)
g =) | = 4 BEREH L Cr4 BEE |
1 |2 3 |4 5 |6 |7 8 E 10 ]11 12 |13 14 | | |
1 |[id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule]| [affection value] | [action]  [action option] [next scenario IDwait] [next ID]
2 |1 hello Hello2 WaveHello Relaxed | 2 DEFAULT
) [EO
L [1.3 _
- N
(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.
Column 10: [affection value]
A parameter value that increases or decreases the character's level of affection.
It can be a positive or negative integer value.
If you set a value here, the affection parameter value will increase or decrease each time the character responds.
The character’s affection parameter ranges from 0 to 1000.
Depending on the level of affection, the size emotion of the character‘s reaction or response voice will change.
Specifying multiple audio data files using the enclosing character "%#&$" and a one-byte colon ":" will cause the following behavior.
%value 1:value 2:---:value n% : Select value randomly.
#value l:value 2:---:value n# : The value is chosen according to the emotion value by dividing the minimum emotion value (-24) to the
maximum emotion value (+24) into n. (rounded down to the nearest whole number)
&value l:value 2:---:value n& : The value is chosen according to affection value by dividing the maximum affection (1000) devide into n.
(rounded down to the nearest whole number)
$value 1:value 2:---:value n$ . The value is selected according to the current time by dividing 0:00 AM. to 11:59 PM. per day into n equal
parts of 1440 minutes.
\_ (e.g.) &value l:value 2:value 3& affection 1~333 — value 1. affection 334~666 — value?2, affection 667~1000 — value 3 Wy,

7/15/2023
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Tutorial: 1. Create a dialogue scenario file

000 = O

IJr R |/EE FEACEIRT 8BS RNV II0M) ATL3X0) ALTH)
D& -HE v 4 BODER LI Crx BEBE |
1 |2 3 |4 5 |6 |7 8 E 10 11 12 |13 14 | | |
1_[id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value]|[action] [action option] [next scenario ID|wait] [next D]
2 [1  hello Hello2 WaveHello Relaxed 2 DEFAULT
] [EO
L [1.3 | -
- N

(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.

Columns 11 and 12: [action], [action option]
Specifies the various functions that will be performed as the character responds.
The [action option] depends on the [action].

In addition, [action] and [action option] can be used to pass values between scenario files and to perform conditional branching.

Refer to the “List of [action] / [action option] / output value to be filled in the dialogue scenario” and
"Tutorial: 2. About passing values between scenario files by output variable.”

(continue to the next page)
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Tutorial: 1. Create a dialogue scenario file

st e - O

IJr R |/EE FEACEIRT 8BS RNV II0M) ATL3X0) ALTH)

D& -HE v 4 BODER LI Crx BEBE |

1 |2 3 |4 5 |6 |7 8 E 10 11 12 [E 14 | | |

1_[id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value]|[action] [action option] [[next scenario ID|wait] [next D]

2 [1  hello Hello2 WaveHello Relaxed 2 DEFAULT
] [EO
L [1.3 | -

- N

(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.

Columns 11 and 12: [action], [action option]

Also, the enclosing character "%#&$" and a one-byte colon ":" are available in [action] and [action option] and that will cause the following behavior.

%value 1:value 2:---:value n% : Select value randomly.
#value l:value 2:---:value n# : The value is chosen according to the emotion value by dividing the minimum emotion value (-24) to the
maximum emotion value (+24) into n. (rounded down to the nearest whole number)
&value 1:value 2:---:value n& : The value is chosen according to affection value by dividing the maximum affection (1000) devide into n.
(rounded down to the nearest whole number)
(e.g.) &value l:value 2:value 3& :  affection 1~333 — value 1. affection 334~666 — value2, affection 667~1000 — value 3
$value 1:value 2:---:value n$ . The value is selected according to the current time by dividing 0:00 AM. to 11:59 PM. per day into n equal

parts of 1440 minutes.
<Caution>
When setting enclosing characters for [action] and [action option], make sure that the number of values in these items are the same.
If random is specified in [action], the value selected in [action option] is linked to [action].
(e.g.) [action] %DATETIME.SHOW:TIMER.SET% [action option] %:60% — If "TIMER.SET" is selected for [action], "60" is selected for [action option]/.
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Tutorial: 1. Create a dialogue scenario file

sc - O
IJr R |/EE FEACEIRT 8BS RNV II0M) ATL3X0) ALTH)
D& -HE v 4 BODER LI Crx BEBE |
1 |2 3 |4 5 |6 |7 8 E 10 |11 12 (113 Jia | |
1 | [id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait]J [next ID]
2 [1  hello Hello2 WaveHello Relaxed 2 DEFAULT
] [EO
L [1.3 | -
- N

(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.

Columns 13: [next scenario ID|wait]

In [next scenario ID|wait], specify the next dialogue scenario file to load.
It is not specified in the tutorial data, but you can specify it arbitrarily using the file name of the dialogue scenario.

You can also connect them with “|” to set wait time before automatically starting voice recognition and command input after loading
the dialogue scenario file. The unit is (seconds).

If left blank, 1.0 second is set.

Here, it is recommended to set the playback time of the audio file specified in the third column + about 0.5 seconds.

Example: scenario-aabbcc1234_en.csv after 3.0 seconds of waiting time — "aabbcc1234_en|3.0".
("_ja" and "_en" are required characters in the language of the dialogue scenario, and it depend on the language setting of Android 0S.)

If it is a blank, the default dialogue scenario ("scenario-00000 **.csv") will be loaded.
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Tutorial: 1. Create a dialogue scenario file

st e - O
IJr R |/EE FEACEIRT 8BS RNV II0M) ATL3X0) ALTH)
D& -HE v 4 BODER LI Crx BEBE |
1 |2 3 |4 5 |6 |7 8 E 10 |11 12 |13 [14 ] | |
1_[id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] |[next D]
2 [1  hello Hello2 WaveHello Relaxed 2 DEFAULT
] [EO
. (.31 _ g -
- N\

(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.

Columns 14: [next ID]

[next ID] allows you to specify which [id] line should be executed after the next dialogue scenario file is loaded.
Please enter the string of characters listed under [id] in the appropriate line of the following dialogue scenario file.

« |If [next ID] is listed, voice/command input recognition will not be performed at the beginning of processing the next dialogue scenario.
 Please note that when comparing whether [next ID] and [id] in the next dialogue scenario file match, it is case-sensitive.
« Also, if there are multiple lines in the next dialogue scenario file that match [next ID] and [id],

the content of the next dialogue scenario is narrowed down to the relevant multiple lines, and processing continues.

See "2. About passing values between scenario files using output variable." for an example.

(Continued on next page)
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Tutorial: 1. Create a dialogue scenario file

st e - O
I F REE FA-ERT BES =RV II0M) AT¥32(0) ALTH)
D& -J} | S BDEHR L CFrs BEE i
1 |2 3 |4 5 |6 |7 8 E 10 |11 12 |13 [14 ] | |
1_[id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] |[next D]
2 |1 hello Hello2 WaveHello Relaxed 2 DEFAULT
] [EO
L [1.3 | _ -
4 N\
(1) Open ¥tutorial¥2¥scenario-00000_en.csv in a CSV editor.
Columns 14: [next ID]
Also, the enclosing character "%#&$" and a one-byte colon ":" are available in [next scenario ID] and [next scenario wait].
%value 1:value 2:---:value n% : Select value randomly.
#value l:value 2:---:value n# : The value is chosen according to the emotion value by dividing the minimum emotion value (-24) to the
maximum emotion value (+24) into n. (rounded down to the nearest whole number)
&value 1l:value 2:---:value n& : The value is chosen according to affection value by dividing the maximum affection (1000) devide into n.
(rounded down to the nearest whole number)
(e.g.) &value l:value 2:value 3& : affection 1~333 — value 1. affection 334~666 — value2, affection 667~1000 — value 3
$value 1:value 2:---:value n$ : The value is selected according to the current time by dividing 0:00 AM. to 11:59 PM. per day into n equal
parts of 1440 minutes.
<Caution>
When setting enclosing characters for [next scenario ID|wait] and [next ID], make sure that the number of values in these items are the same.
If random is specified in [next scenario ID|wait], the value selected in [next ID] is linked to [next scenario ID|wait].
(e.g.) [next scenario ID] %test01_en|1.0:check01_en% [next ID] %P1:P99%
\_ — |f “check01_en" is selected for [next scenario ID], “P99" is selected for [next ID]. )
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Tutorial: 1. Create a dialogue scenario file

GBI ®BE|(S) STV II0M) AFEavio) AlTH)
| = 4 BEREMH L CF4 BEE |

|? !4 !'% !ﬁ !? !R !Q !10 !11 !1? !1? !14 | |

1 |[id] [recognized string] [voice data] [sound effect] [animation trigger] [object list] [option] [facial expression] [emotion vaule] [affection value] [action] [action option] [next scenario ID|wait] [next ID]

2 |1 hello Hello2 WaveHello Relaxed 2 DEFAULT m
[EO

[1.3] ] _
4 N\
(2) After confirming the data, modify the format and save it.

Once the dialogue scenario is created, format the file and save the CSV file.

TAIWF) | BEE BA-ARM ®EES SRV ¥70M ATvaY

Please check and correct the following points and save the file overwrite. S EBER o
It is saved under . . ¥tutorial¥2¥. Fo- '
BEHAHR) 11
BiEERALEIP(H) >
« The first line, which contains the item name, should be deleted. R?fﬁ“”a"f” ,..I_,)
« Ensure that the EOF is at the end of the line following the last line where you entered the data. ;;;]m;m‘, o
(If there are unnecessary blank lines above the EOF, delete them) I77-h. N
. . . HFEEXFI-FO ®» UTF-8
« Save the file with the following character set Shift-JIs
REOTINOI7ILERUE) Fs
- [FAEENRI(L)... =3
UTF-8 ]
CR+LF 1 =
No BOM (please confirm BOM is unchecked) 5
CR
BOM {1#
\ - J
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Tutorial: 1. Create a dialogue scenario file

This completes the creation of the dialogue scenario file.

« In the tutorial, it is only edited the “scenario-00000_en.csv” file, but we have explained what to enter in each column, so
please try to create your original dialogue scenario.

« Again, "scenario-00000_ja.csv" or "scenario-00000_en.csv" is the default scenario file and is a required file as the default
scenario file.

« All other dialogue scenario file names are "scenario-*_ja.csv" or "scenario-*_en.csv" with " *" can be any character string
you like.

Output values can be used to pass values between dialog scenario files.

In next, "Tutorial: 2. About passing values between scenario files using output variable.”
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Tutorial

2. About passing values between scenario files using output variable.
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Tutorial: 2. about passing values between scenario files using output variable.

« Using a Rock-paper-scissors dialogue scenario file,
this section describes how to pass values between scenario files.

‘ - ‘ Rock-paper-scissors dialogue scenario (no voice data)

tutorial rock-paper-scissors_template

(1) scenario-00000 en.csv

(2) scenario-Jankenl en.csv

(3) scenario-Janken2P_en.csv
scenario-Janken2R_en.csv
scenario-Janken2S _en.csv

(4) scenario-Janken3_en.csv

(5) scenario-JankenF _en.csv
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Tutorial: 2. about passing values between scenario files using output variable.

« Using a Rock-paper-scissors dialogue scenario file,
this section describes how to pass values between scenario files.

(1) scenario-00000 en.csv

| - o Output value
) WES F&RN IO AFvano AJLFH) {OUTPUT}

tBDER 2 CFrA BEEE

2 4 s 6 |7 |8 |o |10 |1 |12 |13 lia| |

1 [P17] rock paper scissors % 7B T 2P ATAT B3N 1LrAIT AT BD2% JankenReady Joy 1 1 DEFAULT Janken1_en|3

2_| P17 rotkpaperStoygrsgu——— % T TR BRSSO TEAHATI02%  Samteneay Joy 1 1 DEFAULT ‘“—famkemrt~enis
IZ P17 let's play rock- papel\amssors %7 1T E2L0ATAT IO Lﬁ&iﬁl@“éﬂ)z% JankenReady ~ ~ _ _ Joy 1 1 DEFAULT JankenT_en|3® « .

4 |P17 let's do rock-paper-scissors _ % T B21: T B2:.LpAlTAT 301 biﬁkUhﬁéﬁDZ% JankenReady T~oy 11 DEFAULT Jankeni_en[3 T~

Z P17 let's play rock-paper-scissors %Tﬁ1 TE2LYAITATEO: biﬁfuﬁfuﬁéﬂ)z% JankenReady Joy 1~ _ DEFAULT Janken1_en|3 \\\\

6 [P17 let's dorock- paper scissors g %Tﬁ”ls?ﬁ2 L,iﬁqu‘/u?;"EJGN Liﬁﬁ,ijfu?ﬁ'éﬂ)%\ JankenReady Joy 11 \DEFAU\LT Janken1_en|3 Sao
- ) 1] - __|3-1:.r" = :\ SO . _ - S~ - - -

start e AC .

Voice and commands

animation
"JankenReady".

rock-paper- Copy that!
SCiSSors )

\~ play 7#1.mp3
ah - (1) scenario-00000 en.csv

recognition
(Ul operation)

3.0 seconds wait

scenario-Jankenl_en.csv
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Tutorial: 2. about passing values between scenario files using output variable.

« Using a Rock-paper-scissors dialogue scenario file,
this section describes how to pass values between scenario files.

(2) scenario-Jankenl en.csv

[action] GET_ACTION_OPTION

S - — Get the value of [action option] and Output val
Bl e e store it in the output value. . {I:)BI%PVSTlie
TR REE BA-ERD BES BRV YIOM ATVaV0) ALFH) — Get "Janken" and store it as an output value. A
D&~ (48 | alammmlpleﬁﬁlﬂ@m Janken
1
" | L2 o |7 Jo [o [r0la L fa Ju I )
1 |P1 |rock paper scissors g L,iﬁMjL,*’u JankenSync I
2 |P1 ;
—— N\
3 |P1 rock paper smssc:-r Lr‘i:'fuhffu \~\ JankenSync ~.. GET_ACTION_OPTION Janken %JankenF_enJankenF_en% %F1T:F1R%
4 |FD {OUTPUT} \\ \\JankenSync \\*\\ GET_ACTION_OPTION Janken %JankenF_en:JankenF_en‘E\ﬁ\\%HT:F1R%
5 |END cancel BT ET#2% WaveHello “~<_ DEFAULT N
[1,1] \\ P1 S~ R AN
N SO 4 \ A
N ~ \
\\ \\ S o AN
\\ \\\\ ﬁ \\\\ \\
. 3 S S S \\
i ! \
1 1 \
1 . 1 N
. . AN
! Voice and Cgr_nmands _ animation ! . -
recognition rock-paper- scissors "JankenSync" ! Y >
1 O =
3.0 seconds: (Ul operation) ! scenario-JankenF_en.csv
wait ' play C % A} A.mp3 1 Execute the process for the row

. where [id] is "F1R".

(2) scenario-Jankenl_en.csv  (F1T" and "F1R" are selected at random.
In the explanation, "F1R" is assumed to
be selected.)
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Tutorial: 2. about passing values between scenario files using output variable.

Using a Rock-paper-scissors dialogue scenario file,
this section describes how to pass values between scenario files.

(5) scenario-JankenF _en.csv

[action] GET_ACTION_OPTION

| & scenario-JankenF_en.csv

RBEE BA-AlRM T

it

H BES ETNV YIO0OM) ATVIV0) ALTH)

— Get the value of [action option] and

Output value
N {OUTPUT}

5| BOEHK| P CFrs BEBEE

store it in the output value.

JankenPaper

2 3 |4 |5 |6 |7 |8 |9 |10 11 .
1 F1T {QUTPUTY GET VAR COUMNT BAAX -~ ] :
2 le!ouwun [ %GET_ACTION_OPTION:GET_ACTION_OPTION:GET_ACTION_OPTION% 9%JankenRock:JankenScissorsJankenPaper%
I 3 DEFAULT — - =
4 |F2 JankenScissBr\\ DEFAULT ’,," Janken251&n|2
5 |F2 JankenPaper \\\ DEFAULT ’,/’ Janken2Plen|2
[1,1]\\ F1T ,a/ - :
So ”/’ 1
~ ’,’ 1
o 0 a g - 1
The "{OUTPUT}" in [recognized string] is JPte |
-~ 1
replaced by the value of the output value. RR Pt I
~ - 1
e e Rl S - ::——’ ---------------------------------------------- | 1
L N -7 ! I
1 | N 4~ 1 1
o . 1
1 1 ! .
* Janken : ; >
1
- - . . . 1
! [voice file] and [animation trigger] are blank, | |
} 1
J

No voice or command recognition performed, (5) scenario-JankenF_en.csv

compares the output value string with the string in [recognoized string].
"{OUTPUT}" is replaced by the value of the output value, so it matches all output values.

7/15/2023

In the same scenario-JankenF_en.csv,

go to the line where [id] is "F2".
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Tutorial: 2. about passing values between scenario files using output variable.

 Using a Rock-paper-scissors dialogue scenario file,
this section describes how to pass values between scenario files.

(5) scenario-JankenF _en.csv

.@ -_'-:e-'a--i:;—.l..'—."-'.e*F_=_|'.-:5 - . - OUtput Value
Jr AR REE) BA-ERT &ES) =N OIFOM) ATYaY0) ALTH) {OUTPUT}

D@~ | 4 BDEN L Crs BEB
1|

. JankenPaper
LNE 3 |4 |5 |6 |7 [8 |90 |10 |11 12 13
1 |F1
2— E1R
|3__ F2 | JankenRock DEFAULT Janken2R_en|2
|4__ F2 | JankenScissor DEFAULT Janken25_en|2
5 | |F2 | JankenPaper DEFAULT Janken2P_en|2
6 Us
Z F3L
'8 |r3v  Because there are multiple lines in scenario-JankenF.csv where [id] is "F2",
9 |4 before starting to process scenario-JankenF_en.csv
10 |F5 the processing range’ is narrowed down to the range of rows where [id] is "F2". -
11 |F5 A
2 ;s *[note] Lines with the same [id] do not have to be listed together. TS
13 |F6 \\ !
iR FT _ B e X
1

N v
~~_ In the same scenario-JankenF_en.csv,
go to the line where [id] is "F2".
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Tutorial: 2. about passing values between scenario files using output variable.

« Using a Rock-paper-scissors dialogue scenario file,
this section describes how to pass values between scenario files.

(5) scenario-JankenF _en.csv

Output value
{OUTPUT}

JankenPaper

2(T) #EF|S FERN IPOM AFya0) ALTH)
| L BENER LI CFrs BEB
3 |4 |5 |6 |7 [8 |90 |10 |11 12 13
| 3 F2 | JankenRock DEFAULT _ - - Janken2R_en|2
4 | |F2 | JankenScissor DEFAULT - - Janken2S en|2
5 | |F2 | JankenPaper DEFAULT - Janken2P_en|2
6 f \ 8 - o -7 T
7 |F3L o -7 !
8 |F3v Te e :
— SO == !
9 |F4 .. -7 I
10_|F5 o . N e T o :
T <3 == 1
{11 |F5 N e i .
[ S A- 1 0
i2 1 i
1
12 JankenPaper - : —>
o — —— 1 .
1T 1 i ]
: I

No voice or command recognition performed, (5) scenario-JankenF_en.csv

compares the output value string with the string in [recognoized string].

7/15/2023
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v 2.0 seconds
wait
Go to scenario-Janken2P_en.csv




Tutorial: 2. about passing values between scenario files using output variable.

« Using a Rock-paper-scissors dialogue scenario file,

this section describes how to pass values between scenario files.

(3) scenario-Janken2P_en.csv [action] SAVE_VAR_COUNT
— Stored in count file and increase or decrease

Y JankenPaper, +3

o - the value of the variable name (string) in [action option]. Output value
WP BEE BA-ERBM #BEES STV ¥70M AFvavo AlFH) — JankenPaper value +3 {OUTPUT}

D&~ | 2l ﬁﬂﬂmlﬁuﬂﬁ'ﬁlﬁﬁﬁ\ /‘ JankenPaper
| | | | P | | |
! 1 ’|r., 5 |4r|: S |7 |8 |9 |1 r+H i v A | |
1 |P1]rock JankenPaper SAVE_VAR_COUNT JankenPaper|3| JankenF_en F3W ,
2 |p2 s 35 VAR _an
3 |P2 scissor\\\ JankenPaper\‘~~~~ SAVE_VAR_COUNT JankenPaper|-2 JankenF_en Egb\
4 |P2 Caesars \\\ JankenPaper \‘~~§~ SAVE_VAR_COUNT JankenPaper|-2 JankenF_en F3L \‘\\
5 |P2 Caesar \\JankenPaper SB.VE:VAR;CDUNT JankenPaper|-2 JankenF_en F3L \\~\
6 |P3 paper Ja\erenPaper SAVE_VAR_CﬁU‘NLJ.anenPaper JankenF_en F3D \‘\\
D —— ~ \\ \\
\\ =~ ~ e
Voice and commands : . Thel
" animation ~o _
recognition : "JankenPaper." t ~a >
1 . .
2.0 seconds (Ul operation) , ‘
wait ! In scenario-JankenF.csv

go to the line where [id] is "F3W”".
(3) scenario-Janken2P_en.csv
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Tutorial: 2. about passing values between scenario files using output variable.

« Using a Rock-paper-scissors dialogue scenario file,
this section describes how to pass values between scenario files.

(5) scenario-JankenF _en.csv

[action] GET_ACTION_OPTION
— Get the value of [action option] and

store it in the output value.

JankenPaper, +3

Output value

enario-lankenF_en.csv ’
SEE FAcEREM SRS ETMV O IT0M) AFuao aAlFiH - Get “\NlN” and Store It as an OUtpl'It Value' {OUTPUT}
| | HBDER| L\ Cr % BEE ) WIN
1 |2 3 |4 |5 |6 |7 |8 |9 |10 |11 K 12 _-h3 S—
5 |F2  JankenPaper DEFAULT /// -7 Janken2P_en|2
6 |[F3D {OUTPUT} GET_ACTION_OPTION , DRAW _-" - JankenF_en F4
| 7 ral OET_ALTTUN_UF TN < LUISE _- - I |
8_ F3W|{OUTPUT} GET_ACTION_OPTION WHN . ] JankenF_en
9 SPPATT ——=——2060 -
I— ~ -
10 [F53  WIN RN N Wi lear Twi Joy 2 10 GET_ACTION_OPTION -7 1 win! JankenF_E:n F6
11 rc 1L mcr \m% Tt C o . N/ =~ ~CT _ACTIAR DT /" I lmma Imemblomm T mum rc
' om0k e .
~ -

No voice or command recognition performed,

(5) scenario-JankenF_en.csv

compares the output value string with the string in [recognoized string].
"{OUTPUT}" is replaced by the value of the output value, so it matches all output values.

7/15/2023

v

v

In the same scenario-JankenF_en.csv,
go to the line where [id] is "F4".
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Tutorial: 2. about passing values between scenario files using output variable.

« Using a Rock-paper-scissors dialogue scenario file,

this section describes how to pass values between scenario files.

(5) scenario-JankenF_en.csv JankenPaper, +3

, - . . Output value
'f icer.a-'ic—.l';nkenF_fn csv {OUTPUT}

) EEE BAcEBEM BZE O ERMOYIOM F7vano sLFH)
WIN

| | 4 BO2EH L CFA B [act|on]WA|T L
(L 3 4[5 [6 [7 [8 [o [10 11 — [action option] (milliseconds) wait. =" L
5 [F2  JankenPaper Rl — Before transitioning to the next scenario -7 Janken2P_enj2
6 |F3D {OUTPUT} set the wait time ,,/ JankenF_en F4
| 7 |F3L {OUTPUT} e ,a” JankenF_en F4 ||
'8 lEaw : _OPTION M ~JankenEen  E4 '
a F4 |{outpum l l WAIT _-="" 2000 ) JankenF_en  F5
10 [F5 ~. %BE lear Twi Joy 210 B _OPTION - = Twinl =< _ Tanke F_Eln F&
11 rc L W Yol \\DFE M oo | 0/~ ~ICT _ACTIARL AADTIA /” Nl mie \\ Imomblomom T fum rc
[ [7,39] Fs _-" ~. 1
SO ’a’ T T e T
S - ~ 1
\\\ ’/” \\\ 1
ol it e mmmmmmmmmmms Sttt niniainteiddn et =< |
1 S - To 1
X A o~ 1
1 1 S 1
1 1 »
WIN —— @ >
1
: [vudio file] and [animation trigger] are blank, | Wait 2000 milliseconds (= 2 seconds).
b e e e e e e mmmmmmmmmmmmmmmmmmmmmme e e~ S0 they will not be played._ ______________________ ;

. In same scenario-JankenF_en.csv
No voice or command recognition performed, (5) scenario-JankenF_en.csv g0 to the line where [id] is "F5".

compares the output value string with the string in [recognoized string].
"{OUTPUT}" is replaced by the value of the output value, so it matches all output values.
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Tutorial: 2. about passing values between scenario files using output variable.

« Using a Rock-paper-scissors dialogue scenario file,
this section describes how to pass values between scenario files.

(5) scenario-JankenF_en.csv [action] GET_ACTION_OPTION
_ o o — Get the value of [action option] and
| B scenario-Jankenf_en.csv store it in the output value. Output value
)_EHE _FASRD SR _Smv_IJ0M_ATvaA0) AV — Get “l win!" and store it as an output value. {OUTPUT}
| | 4 EDEH Ll ers BEEE ' win!
|2 E |4 |5 le |7 |s ls |10 |11 G
7 ’f
4/// /””
WIN %EEL1:EE52% [earned| Twirl Joy 2 10 GET_ACTION_OPTION 1 win! ’,/”’ Jank%nF_en F6
N o R o QuickFormalBow Sorrow -2 %-2:-1% N N ost. ,,"’ JankenF_en :—b
DRAW "~ BT T R GET_ACTION_OPTION It's adraw. - =~ Jankenl_en  FD |
~ ~ S -
:
1
1
1
1
1
1
1
1
i :
1
. . 1
animation ' I -
"Twirl." : \ _
' In the same scenario-JankenF_en.csv

1 go to the line where [id] is "F6".

No voice or command recognition performed, (5) scenario-JankenF_en.csv
compares the output value string with the string in [recognoized string].
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Tutorial: 2. about passing values between scenario files using output variable.

« Using a Rock-paper-scissors dialogue scenario file,
this section describes how to pass values between scenario files.

(5) scenario-JankenF _en.csv

| - Output value
) RS =TV Y0 AFvavo) ALTH) {OUTPUT}
4 BDEH LI CFA BEBE

in!
1 |2 3 4 s ls |7 |8 o |10 [ 12 13 _ha | win!
8 |F3W {OUTPUT} GET_ACTION_OPTION WIN JankenFZen  F4
9 [F4 {OUTPUT} WAIT 2000 _--TJankenF_en  F5
|10 |F5  WIN %EEL1:EE52% learned Twirl Joy 2 10 GET_ACTION_GOPTION [ win! ,,"’ JankenF_en F6
11 |F5  LOSE %EIT1:E812% QuickFormalBow Sorrow -2 %-2:-1% GET_ACTION_OPTION I lost. ’,," JankenF_en F6
12 g )anawh] BNT GET_ACTION_OPTION It'sadraw. -~ - D I
13 ||F6  |{OUTPUT} Pl -7 Janken3_en|3
I i i S~ [1.8] 3w ,"’ ) ‘\
T~< .- v
\\\ /” \
\\ /” \
\\\ /” \
_______________________ - _ _________________,‘::____________________________________________ \\
: \\\\ ’,” : \
| = &« 1 '
1 1 ‘\
1 . I 1 3\ >
. | win! : <
1
! [vudio file] and [animation trigger] are blank, 1 3.0 seconds wait
' so they will not be played. 1 Go to scenario-Janken3_en.csv
No voice or command recognition performed, (5) scenario-JankenF_en.csv |, scenario-Janken3_en.csv
compares the output value string with the string in [recognoized string]. "l win!" appears at the bottom of the
"{OUTPUT}" is replaced by the value of the output value, so it matches all output values. screen for 5 seconds.
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Tutorial: 2. about passing values between scenario files using output variable.

These are the methods for passing values between scenario files using output values.

The main points are as follows

« Confirm which values will be stored in the output value by checking the “[action] / [action option] / output values to be
entered in the dialogue scenario” appendix.

« |f you want to use the value of the output in the next scenario file, enter the [id] of the corresponding line in the next
scenario file in the [next ID] field.

Note that strings are case-sensitive.

If [recognized string] in the following scenario file is "{OUTPUT}", saved output values can be loaded into it.

The string "{OUTPUT}", which is replaced by the output value, is also available in [action option].

If you want to change the scenario according to the output values stored up to the previous scenario, specify the string for
each output value in the [recognized string] field. (e.g., "TRUE", "FALSE", "ERROR", etc.).
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Tutorial
3. About the action file
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Tutorial: 3. About the action file

« The voice and motion of the character when the user performs operations such as tapping the character or pressing a

button, the functions to be performed are described in the “action_*.csv file”. Also some random actions in the character(s
idle state are described in the same “action_*.csv” file.

- Japanese voice data
‘ ‘ Scenario for Japanese speech recognition

tutorial 1

Yawn.mp3
Yawn.wav
Hellol.mp3
Hellol.wav

action_ja.csv
scenario-00000 ja.csv

English voice data
Scenario for English speech recognition

5Yawn.mp3
5Yawn.wav
5Hello2.mp3
5Hello2.wav

action en.csv Open this file with an open CSV editor.
o BEEEE (This document uses the Cassava Editor.)

A
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Tutorial: 3. About the action file

= m]
) BACEIRM ®EES) =|:RN Y70M) ATvav0) ALTH)
| L BDER L CFrs BEB
1 |3 4 5 6 7 8 9 | | |
1 |[id] [action trigger] [voice data] [sound effect] [animation trigger] [object list] [facial expression] [action] [action option]
=2— PK1 [TAP.CHAR_MODEL] #Answerl:Answerl# <Recognizer> RECOGNIZER.SPEECH
3— PK2 [SHIFT] #Answer2:Answer2# <Recognizer> RECOGNIZER.SPEECH
4— PK3 [CTRL] #Answer3:Answer3# <Recognizer> RECOGNIZER.KEYBCARD
5— PK4 [MEDIA.PLAY_PAUSE] #Answerl:Answer1# <Recognizer> RECOGNIZER.SPEECH
IE PK5 [NAME_BUTTON] SeAnswer1:Answer2:Answer3% <Recognizer> RECOGNIZER.SPEECH|2.0
7 |PA1 APPEAR %DolLookGood1]|1.0:DolLockGood2|1.0:CheckMeQut|1.0% % Twirl:CheckFigure:ShopAskForOpinio
Z PA2 DISAPPEAR WaveHello
|9 |PA3 WAKEUP WaveHello
'10 |pag sLeep Yawn Yawn
N1 _ [id] o e R
( A

(1) Open ¥tutorial¥2¥action_en.csv with CSV editor.

The first line is an index what the value in each column (item) represents.
The values of these items are explained on the next page.

Also, since this first line is inserted for explanatory purposes, don't forget to delete them when you finally creating dialogue
scenario data.

Basically, each item is the same as in the dialogue scenario file.
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Tutorial: 3. About the action file

- a e
BACEIRRT #&F(S) F|RM NJO0M) ATav(0) ALT(H)
| L BOER L CFrh BEEE
1 [} |3 4 5 6 7 8 9 | | |
1 |[lid] [|action trigger] [voice data] [sound effect] [animation trigger] [object list] [facial expression] [action] [action option]
=2_ PK1 |TAP.CHAR_MODEL] #Answerl:Answerl# <Recognizer> RECOGNIZER.SPEECH
3_ PK2 |SHIFT] #Answer2:Answer2# <Recognizer> RECOGNIZER.SPEECH
4_ PK3 JCTRL] #Answer3:Answer3# <Recognizer> RECOGNIZER.KEYBOARD
5_ PK4 |MEDIA.PLAY_PAUSE] #Answerl:Answer1# <Recognizer> RECOGNIZER.SPEECH
IE PK5 INAME_BUTTON] SeAnswer1:Answer2:Answer3% <Recognizer> RECOGNIZER.SPEECH|2.0
7 |PA1 APPEAR %DolLookGood1]|1.0:DolLockGood2|1.0:CheckMeQut|1.0% % Twirl:CheckFigure:ShopAskForOpinio
E PA2 DISAPPEAR WaveHello
|9 |PA3 WAKEUP WaveHello
110 |paa $Leep Yawn Yawn
L) _ [id] o e R

Column 1: [id]

In ver. 1.7.0, this value is not used, so there are no restrictions.

(1) Open ¥tutorial¥2¥action_en.csv with CSV editor.

Enter any string of alphanumeric characters to identify the response.

7/15/2023
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Tutorial: 3. About the action file

= m] X
AlREM  #&®|(S) F|EN) I70OM) AT30) ANLTH)
| L BDER L CFrs BEB
| 4 5 6 7 8 9 | | |
1 |[id] | [action trigger] oice data] [sound effect] [animation trigger] [object list] [facial expression] [action] [action option]
=2— PK1| [TAP.CHAR_MODEL] #Answerl:Answer1# <Recognizer> RECOGNIZER.SPEECH
3— PK2| [SHIFT] FAnswer2:Answer2# <Recognizer> RECOGNIZER.SPEECH
4— PK3] [CTRL] FAnswer3:Answer3# <Recognizer> RECOGNIZER.KEYBCARD
5— PK4] [MEDIA.PLAY_PAUSE] #FAnswerT:Answer1# <Recognizer> RECOGNIZER.SPEECH
IE PK5| [NAME_BUTTON] cAnswerT:Answer2:Answer3% <Recognizer> RECOGNIZER.SPEECH|2.0
7 |PA1| APPEAR DolLookGood1|1.0:DolLookGood2|1.0:CheckMeOut| 1.0% % Twirl:CheckFigure:ShopAskForOpinio
E PA2| DISAPPEAR WaveHello
| 9 | PA3| WAKEUP WaveHello
'10 |pad] sLeep awn Yawn
N1 _ [id] o o e L
( )

(1) Open ¥tutorial¥2¥action_en.csv with CSV editor.

Column 2: [action trigger]

You can only enter a fixed string here.
See the list on the next page for details.

If there are multiple rows with the same [action trigger], the action is randomly selected from among the applicable rows.
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Tutorial: 3. About the action file

action trigger I I

[TAP.CHAR_MODEL]
[SHIFT]
[CTRL]

[MEDIA.PLAY_PAUSE]

[NAME_BUTTON]
APPEAR
DISAPPEAR
WAKEUP

SLEEP

RECOVERD

HELLO

GOT_IT
NOT_UNDERSTOOD
NOT_FOUND
SUCCEEDED
FAILED
TOO_CLOSE

WAKEUP_CALL
MUSIC_IMPRESSION
IDLE

Character display screen
Character display screen
Character display screen

Character display screen

Character Selection and Settings Screen

Character display screen
Character display screen
Character display screen

Character display screen

Character display screen
Character display screen
Character display screen
Character display screen
Character display screen
Character display screen
Character display screen

Character display screen

Character Selection and Settings Screen

Character display screen
Character display screen

Character display screen

Executed when the character is tapped.

Executed when the [SHIFT] key is pressed. (Bluetooth Keyboard)

Executed when the [CTRL] key is pressed. (Bluetooth keyboard)

Executed when the media playback button is pressed on a Bluetooth media remote control or other device.
Executed when the “name” button is pressed. But the feature cannot be changed.

Executed when the character is displayed.

Executed when the character hides by saying "good night."

Executed when the character wakes up.

Executed when the character sleeps (below the set value for remaining battery power or above the set value for
inactivity time).

Executed when the character wakes up (battery power restored).
(Not used)

(Not used)

Executed when the character something was not understood.
Executed when the character could not find something.

(Not used)

(Not used)

What the character says something when the camera is too close to them.

Executed in the wakeup call feature.
Executed after music playback.

Randomly executed when a character is waiting (in idle state).
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Tutorial: 3. About the action file

= m]
) BACEIRM ®EES) =|:RN Y70M) ATvav0) ALTH)
| 4 BORR L CFrh BEE
1 ]2 3 4 5 6 7 8 9 | | |

1 |[id] [action trigger] [voice data] [sound effect] [animation trigger] [object list] [facial expression] |[action] [action option]
=2— PK1 [TAP.CHAR_MODEL] | #Answerl:Answer1# <Recognizer> RECOGNIZER.SPEECH
3— PK2 [SHIFT] #Answer2:Answer2# <Recognizer> RECOGNIZER.SPEECH
4— PK3 [CTRL] #Answer3:Answer3# <Recognizer> RECOGNIZER.KEYBCARD
5— PK4 [MEDIA.PLAY_PAUSE]| #AnswerT:Answer1# <Recognizer> RECOGNIZER.SPEECH
IE PK5 [NAME_BUTTON] SeAnswer1:Answer2:Answer3% <Recognizer> RECOGNIZER.SPEECH|2.0
7 |PA1 APPEAR %DolLookGood1]|1.0:DolLockGood2|1.0:CheckMeQut|1.0% % Twirl:CheckFigure:ShopAskForOpinio
Z PA2 DISAPPEAR WaveHello
|9 |PA3 WAKEUP WaveHello
'10 |pag sLeep Yawn Yawn

[1,1] [id]

g . E—— — S— S— E— J

( A

(1) Open ¥tutorial¥2¥action_en.csv with CSV editor.

Columns 3-7: [voice datal, [sound effect], [animation trigger], [object list], [facial expression]
The values and description method will be the same as in the dialogue scenario file.

Specifying multiple audio data files using the enclosing character "%#&$" and a one-byte colon ":" will cause the following behavior.
%value 1:value 2:---:value n% : Select value randomly.

maximum emotion value (+24) into n. (rounded down to the nearest whole number)
&value 1:value 2:---:value n& : The value is chosen according to affection value by dividing the maximum affection (1000) devide into n.
(rounded down to the nearest whole number)
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Tutorial: 3. About the action files

- PR | Sar=m
JrAMF) BEE BACARD BES =RV I70M) ATyav0) ALTH)
D @~ H | 5 BDEN L Crs BEE
1 ]2 E 4 5 6 7 I6 9 N | |
1 |[id] [action trigger] [voice data] [sound effect] [animation trigger] [object list] [facial expression] |[action] [action option]
=2— PK1 [TAP.CHAR_MODEL] +#Answerl:Answerl# <Recognizer> RECOGNIZER.SPEECH
3—PK2 [SHIFT] #Answer2:Answer2# <Recognizer> RECOGNIZER.SPEECH
4—PK3 [CTRL] #Answer3:Answer3# <Recognizer> RECOGNIZER.KEYBCARD
5—PK4 [MEDIA.PLAY_PAUSE] #AnswerT:Answer1# <Recognizer> RECOGNIZER.SPEECH
IE PK5 [NAME_BUTTON] SeAnswer1:Answer2:Answer3% <Recognizer> RECOGNIZER.SPEECH|2.0
7 |PA1 APPEAR %DolLookGood1]|1.0:DolLockGood2|1.0:CheckMeQut|1.0% % Twirl:CheckFigure:ShopAskForOpinio
EPAZ DISAPPEAR WaveHello
|9 |PA3 WAKEUP WaveHello
'10 |pag sLeep Yawn Yawn
- oo fi) - e -~ L ]
( A

(1) Open ¥tutorial¥2¥action_en.csv with CSV editor.

Columns 8 and 9: [action], [action option].
The following items are available in ver.1.6.0.

RECOGNIZER.SPEECH - Starts speech recognition. You can connect with "|" to describe the wait time to start. The unit is (second).
[animation trigger] should be "<Recognizer>*.

RECOGNIZER.KEYBOARD - Starts command input recognition. Other are the same as above.
POST, TWEET.REPLY - The character tweet or reply to a tweet if user is using Twitter integration.
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Tutorial

4. Prepare the voice data
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Tutorial: 4. Prepare the voice data

* Prepare the voice data suitable for the dialogue scenario.

« We have included voice data for tutorial purposes, and will use it to explain the points of
creating voice data.

Japanese voice data
Scenario for Japanese speech recognition
1

tutorial

Yawn.mp3

Yawn.wav

Hellol.mp3
Hellol.wav
action_ja.csv
scenario-00000_ja.csv

English voice data
— Scenario for English speech recognition

2 5Yawn.mp3 = Open this file in your MP3 editing software.
5Yawrmwav In this manual, we use Adobe Audition,
5Hello2.mp3 but you can use any free software like
5Hello2.wav mp3DirectCut , bearaudio, and so on.

action_en.csv
scenario-00000_en.csv
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Tutorial: 4. Prepare the voice data

(1) Cut (trim) the silence portion of the voice data.

Audio data of "yawn.mp3" il il .
B Nthomm i

Adjusts the silence time between the start of playback and the first sound. During voice data playback, it is restricted user operation.
If this silence time is too long, the user may feel that the character will not Cut the silence time after speech so that it is not too long.
respond well. about 0.3 seconds to 1.0 seconds is good.
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Tutorial: 4. Prepare the voice data

- N
(2) Prepare voice data in MP3 or WAV format.

Because ACUAH editor cannot play MP3 format audio data, please prepare the data created by (1) in WAV format
with the same file name.

Also, adjust the volume (sound pressure) so that there is not too much difference between multiple voice data.

Japanese voice data
Scenario for Japanese speech recognition

tutorial 1
iawn.mp?; } With the same file name (excluding the extension)
awn.wav Prepare files in MP3 format and WAV format.
Hellol.mp3 }
Hellol.wav
action_ja.csv
scenario-00000_ja.csv
English voice data 4 )
— Scenario for English speech recognition [Warning]
About the file name of the sound data
2 awn.mp3
5Yawn.wav If it starts with a number, the numeric part will be
5Hello2.mp3 automatically deleted in editing process of ACUAH
SHello2.wav } editor. The file name of the voice data is changed to
tion_en_csv "0*.mp3" and "O*.wav".
scenario-00000_en.csv ("*"is an arbitrary character string)
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Tutorial: 4. Prepare the voice data

This completes the preparation of the voice data.

e If you load the voice data into ACUAH and play it, the volume may be too low.

If this happens, try adjusting the sound pressure (dB) again using audio editor like EcoDecoTooL.

« When adjusting the volume of multiple audio data, it is helpful to have software with a “Match Loudness Settings" feature for multiple audio
files, such as Adobe Audition.

-14LKFS(LUFS) is a standard value.

ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023




Tutorial
H. Start ACUAH editor

@ ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023



Tutorial: 5. Start ACUAH editor

« Save the data you prepared in “1. Create a dialogue scenario file” and “2. Prepare the voice data” in one folder.

e The following are saved in folders "1" and "2" for this tutorial.
(MP3 format, WAV format voice data, "scenario-*_**.csv" dialogue scenario file)

Japanese voice data
Scenario for Japanese speech recognition

tutorial 1

Yawn.mp3

Yawn.wav

Hellol.mp3
Hellol.wav
action_ja.csv
scenario-00000_ja.csv

English voice data
— Scenario for English speech recognition

5Yawn.mp3
5Yawn.wav
5Hello2.mp3
5Hello2.wav
action_en.csv
scenario-00000_en.csv
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Tutorial: 5. Start ACUAH editor

(1) Set the image quality and working directory.

Image o AC
quality setting
(Low) Very Low

Set work directory C:\utorial\ 2

(High) Ultra

Please select the image quality. Check scenario file unchecked
By default, is set to "High".

Set work directory

It is set to the working directory. it

Click "Set work directory." Wait a moment, please. ,
Create new "editeddata” directory under the work directory.

An Explorer window will launch. Create new "sound” directory under the work directory.
Set work directory. C:\tutorial\ 2

Please select the folder where the VRM set fo default model.

created voice data and dialogue scenario files

are saved in.

In this tutorial, please select and set the
¥tutorial¥2

And in this process, it will create a directory called "editeddata” under your working directory.

7/15/2023

Import motion (BVH)

VRoidHub
Load local VRM file

Load Default

[CTRL] : show model info

[mouse]

move with button: rotate, up/down
wheel : zoom +-

ACUAH editor ver.3.0.0
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Tutorial: 5. Start ACUAH editor

(2) Select a character.

B A

3D character
Set work directory C:\tutorial\ 2 Wav Platform SpeCIflcatlon

Chackycicefle Tl To the right of the one you are selecting

Check scenario file unchecked o Import motion (BVH) ) will be attached.

VRoidHub

P, o} VRoidHub

Load local VRM fi

Download the character model from VRoidHub.
Load Default
Load local VRM File
Load VRM file from PC local directory
Walt 8 momen, plse, . Load Default
Create new "editeddata” directory under the work directory.

Create new "sound" directory under the work directory. ¥ Load Default (Standard) VRM mOde|
Set work directory. C:\tutorial\ 2
VRM set to default model.

Select a character In any of the above ways.
i s You can still use the application's standard character model.

move with button: rotate, up/down
wheel : zoom +-

ACUAH editor ver.3.0.0

The first time you start
Application standard VRM character model
(ACUAH (short sleeve)) will be displayed.
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Tutorial: 5. Start ACUAH editor

(3) Check the voice data file (proceed to the lip-sync data edit screen).

Lip-sync data language settings

The data under ¥tutorial¥2 directory is
English voice data. ST cuiorien 2
So in this tutorial please set language setting unchecked

Check voice file e [ VRoidHub
VOice f”e and LR o Load local VRM file
lip-sync data & s

consistency check

Load Default

First, to create lip sync data,

click on "Check voice file."
WRoidHub login succeeded.
Wait a moment, please.

Check for consistency with the voice date e e e

and lip-sync data under work directory. 0] s e St
But, at first it will be fail and
the error (Failed) shown.

[CTRL] : show model info

[mouse]

move with button: rotate, up/down
wheel : zoom +/-

ACUAH editor ver.3.0.0

Check voice file
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Tutorial: 5. Start ACUAH editor

(3) Check the voice data file (proceed to the lip-sync data edit screen).

In the message window, you will see the following
The message is displayed. C:\tutorial 2

Check scenario file unchecked il Import motion (BVH)

[notice] “lip_shape_data.csv” file is not found K - VRoidHub

in work directory. :
& i Load local VRM file

Created new “lip_shape_data.csv” v’
file in work directory. e Load Default

"voice_lipsync_data.csv" file is not found
in work directory.

Created “voice_lipsync_data.csv” file in work Create new "editeddata" directory under the work directory.
. L - Create new "sound” directory under the work directory.
directory, but it has no lip-sync data. Set work directory. C:itutoriall 2
. . . VRM set to default model.
Please edit then on Lip-sync editor. Checking voice files.....

The name of » changed to start .
[notice] "li is not found in work directory.
Created new "lip_shape_data.csv" file in work directory.

Created "voice_lipsync_data.csv" file in work directory, but it has no lip-sync
data. Please edit them on Lip-sync editor.
Check voice files. :

[CTRL] : show model info

[mouse]

move with button: rotate, up/down
wheel : zoom +/-

ACUAH editor ver.3.0.0

The initial check resulted in an error “Failed.”, but this check made the necessary files created in work directory.

Then, click "Check voice file" again.
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Tutorial: 5. Start ACUAH editor

(3) Check the voice data file (proceed to the lip-sync data edit screen).

Now it shows "

If you pass, the "Lip-sync editor’
at the bottom right of the screen

Click on the "Lip-sync editor" button.

Ci\tutorialt 2

»
-
Check scenario file unchecked

Data convert

e hanged to start with [0].
[notic | : s not found in work directory.
Created new "lip_shape_data.csv" file in work directory.

Created "voice_lipsync_data.csv” file in work d .. it has no lip-sync
Pl adit them on Lip-sync editor.

The ne ile e changed to start with [0].
Check voice files.
Save the list of checked voice files to directory "editeddata”.

7/15/2023

Import motion (BVH)

VRoidHub
Load local VRM file

Load Default

[CTRL] : show model info
[mouse]

move with button: rotate, up/down Lipayne ad
wheel : zoom +-

ACUAH editor ver.3.0.0

Go to
lip-sync data
edit screen
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Tutorial: 5. Start ACUAH editor

This completes the startup of ACUAH editor.
* You are now ready to proceed to the lip sync data editing screen.
. ¥tutorial¥2

The folder status (file storage status) of

English voice data
Scenario for English speech recognition

tutorial 2

OYawn.mp3
OYawn.wav
OHello2.mp3
OHello2.wav
lip_shape_data.csv
action_en.csv
scenario-00000_en.csv
voice_lipsync_data.csv

‘ checked voice files

editeddata
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Tutorial
6. Edit lip-sync data
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Tutorial: 6. Edit ip-sync data

(1) Screen description

Lip-sync data language settings

Please select language according to lip-sync data
that you create.
The creation process varies depends on the language:

Image
quality setting
(Low) Very Low

(High) Ultra

Please select the image quality.

In ACUAH, lip-sync mouth movement varies
depending on the image quality setting. T —
'ait a moment, please.

. VRM set to default model.
Very Low, Low, Meduim:.

It has a limited animation-like expression.
[CTRL] : show madel info
High, Very High, Ultra [nm‘:r:ewimhuﬂnn:mtate,upfduwn
Make the shape of the mouth change smoothly heel :zoom
It has a full animation-like expression.

Since “ACUAH editor” lip-sync expression does the same thing as “ACUAH”", The character you selected will be displayed.
please change the image quality setting to confirm.
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Tutorial: 6. Edit ip-sync data

(2) Play voice data.

Voice data selection
drop-down list

The list includes ) I

Oelo? .

OYawn pitch m

—@

You will see two options, select [ = ]
. . 0 —

Click the "play" button on the right.

Voice data o

playback button =

Since the lip-sync data has not been created yet, VRoigHub login succeeded.

the voice data will only be played. VRM set to defauit model.

[CTRL] : show madel info
[mouse]

move with button: rotate, up/down
wheel : zoom +-

First, we create lip-sync data for the "Hello" voice data.
Select “OHello2” from the voice data selection drop-down list.
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Tutorial: 6. Edit lip-sync data

(3) Get the pronunciation symbol of voice data.

Text (pronunciation symbol) input field
for voice data

I
N E
I x

In English, use the diacritics.

If you play the voice data “OHello2”, you can hear "Hi there."

w
T
|o||
Ed
- W
'

Change this phrase to the pronunciation symbol
by the following pages and others.

2. timing

Il

o m c - »

w
-

"hal dea."

o
. —
'— TN
e —
==

Then copy it to the text (pronunciation symbol) input field

of the voice data and click on the button "1."
VRoidHub login succeeded.
Wait a moment, please.
VRM set to default model.

Syllable-by-syllable diacritical marks data

[CTRL] : show model info

In the syllable-by-syllable diacritic data field, v i butkn: e, uphiown
"n,ha1,3ea" will be displayed. etz

[Warning]
The first string “n“ in syllable-by-syllable diacritical marks data field is for a silence time padding,
so please not to delete.
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https://tophonetics.com/

Tutorial: 6. Edit ip-sync data
(4) Acquisition of pronunciation timing "OHello2"

Next, acquisit of the pronunciation timing of each syllable.

Timing acquisition button
Click once on "2. timing."

At a very slow rate, the voice of "OHello2" will be played.

Il

o m c - »

Pitch slider

w
-

(You can change the playback speed by the pitch slider.
The initial value is 0.50x.)

The timing acquisition button is

1st click: Start playing voice data i e S
Second and subsequent clicks: getting the timing Rkl et ta st modl.

(Obtaining time from voice data playback)

. . . ‘TR [CTRL] : show model info
You can interrupt the timing acquisition [mouse]

L. o mave with button: rotate, upidown
by clicking the "Il" stop button. wheel : zoom +i -
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Tutorial: 6. Edit ip-sync data
(4) Acquisition of pronunciation timing "OHello2"

Let's actually get the timing.

Click "2. timing" to start playback. (1)

Click "2. timing" when you hear the “Hi" (2)
Click "2. timing" when you hear the “there" (3)

o m c - »

EE.
e
®
-
Py
Ll e ]

Click a total of three times.

Try a few times until you think you've got it right.
If you feel that the playback is too fast (too slow),
adjust the playback speed by the pitch slider.

w
-

VRoidHub login succeeded.
Wait a moment, please.
VRM set to default model.

[CTRL] : show model info
[mouse]

maove with button: rotate, up/down Main menu
wheel : zoom +/-

@ ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023



Tutorial: 6. Edit ip-sync data

(4) Acquisition of pronunciation timing "OHello2"

If you can get the timing rightly,
the time data is automatically entered in the timing data field.

Also, if the number of clicks is correct,
the number on the left of the timing data field marks “3".

This number must be the same with

the numbers on the left of the
"Syllable-by-syllable diacritical marks data.
(If they are the same, they will be green.)

E
—
® =
-
[ ——
L e

o m c - »

w
-

If , please click on the button "3."

VRoidHub login succeeded.
Wait a moment, please.
VRM set to default model.

[CTRL] : show model info
[mouse]

mave with button: rotate, up/down Main menu
wheel : zoom +/-
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Tutorial: 6. Edit ip-sync data
(4) Acquisition of pronunciation timing "OHello2"

When click on "3.%,
the value is displayed in the lip-sync data field.
This is the lip sync data.

Lip-sync data field

EI
— ) —
e
—e
g
@

o mc - »

Let's click the “voice data playback button again.
The character should have lip-synced to the voice.

Watch the character's mouth move.
If you are OK, click the "save" button to save the file.

Save the lip sync data you have created. e e w
(It will be written to "voice_lipsync_data.csv".) A st S0 el mock -

[CTRL] : show model info
[mouse]

maove with button: rotate, up/down Main menu
wheel : zoom +/-

The above is the lip-sync data for “Hello2” has been created.
Continue to make lip-sync data for "Yawn".
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Tutorial: 6. Edit ip-sync data

(4) Acquisition of pronunciation timing "0Yawn"

The data of "0Yawn" is the same procedure as "OHello2".
But this data comes with a caveat.

“| got a bit tired. I'll take a break.”

The voice data waveform is shown below.

| got a bit tired. I'll take a break.

In the part of the @, the character's mouth should be closed.

This is the silent time.

If there is a silent period where the character should have
closed their mouth, you have to acquire the timing of
that silence time.

EI——
——
®
-
[ ==
@

o mc - »

w
-4

VRoidHub login succeeded.

Wait a moment, please.

VRM set to default model.

Save lip-sync data to work directory. voice_lipsync_data.csv

[CTRL] : show model info
[mouse]

maove with button: rotate, up/down Main menu
wheel : zoom +/-
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Tutorial: 6. Edit ip-sync data

(4) Acquisition of pronunciation timing "0Yawn"

Text (pronunciation symbol) input field
for voice data

If you play the voice data “OYawn”, you can hear
“| got a bit tired. I'll take a break."

Change this phrase to the pronunciation symbol
by the following pages and others.

"a1 got o b1t 'tared. a1l teik @ breik.”

Then copy it to the text (pronunciation symbol) input field
of the voice data and click on the button "1."

Syllable-by-syllable diacritical marks data

“n,a1,gnt,s,bit,taiad,n,ail, teik,s,breik”

If the pronunciation symbol text is
“. “(period and half-width space), it is replaced to “n,”.

E.
e— s
® =
L e
[ ——
@

o mec - >

0
-

VRoidHub login succeeded.

Wait a moment, please.

VRM set to default model.

Save lip-sync data to work directory. voice_lipsync_data.csv

[CTRL] : show model info
[mouse]

move with button: rotate, up/down Kbt n s
wheel : z00m +-
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https://tophonetics.com/

Tutorial: 6. Edit ip-sync data
(4) Acquisition of pronunciation timing "0Yawn"

Let's actually get the timing.
Listen to the voice data and try it a few times.
Click "2. timing" to start playback. (1)

Click "2. timing" when you hear the “I" (2)
Click "2. timing" when you hear the “got" (3)
Click "2. timing" when you hear the “a" (4)
Click "2. timing" when you hear the “bit" (5)
Click "2. timing" when you hear the “tired." (6)

o mc - »

I
——
e
—e
g
@

w
-4

Click "2. timing" when you hear [silence time](7)
(It is shown “@” on page 89 waveform.)

Click "2. timing" when you hear the “I'll" (8) s
CIICk "2' timing" When you hear the “take" (9) gﬂﬁ:ﬁfﬂﬁ@ﬁ;‘ directory. voice _lipsync_data.csv

Click "2. timing" when you hear the “a" (10)
Click "2. timing" when you hear the “break." (11)

[CTRL] : show model info
[mouse]

. . move with button: rotate, up/down
Click a total of eleven times. whael :200m +1

Try a few times until you think you've got it right.
If you feel that the playback is too fast (too slow),
adjust the playback speed by the pitch slider.
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Tutorial: 6. Edit ip-sync data
(4) Acquisition of pronunciation timing "0Yawn"

When click on "3.%,
the value is displayed in the lip-sync data field.
This is the lip sync data.

Lip-sync data field

E.
-
® =
L
[ ——]
P

o m c - »

Let's click the “voice data playback button again.
The character should have lip-synced to the voice.

Watch the character's mouth move.
If you are OK, click the "save" button to save the file.

1 VRoidHub login succeeded.
Sav¢=T the Ilp_sync dz?'ta you _have created. ) e Save button
(It will be written to "voice_lipsync_data.csv".) VRN g6t to default modsl

Save lip-sync data to work directory. voice_lipsync_data.csv

. . @ [CTRL] : show model info
The above is the lip-sync data for “Yawn” has been created. [mouse]

move with button: rotate, up/down Main menu
wheel : zoom +/- -

This completes the editing of the lip sync data.

. . ) Go to the main menu screen
Click the "Main menu screen" button to return to the main menu.
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Tutorial: 6. Edit ip-sync data

This completes the editing of the lip sync data.

« In the tutorial, we created lip-sync data with two (English) voice data, but you can create original voice data by the same procedure.

« The timing of pronunciation and clicking should be roughly the same. Listen to the voice data several times and try to click in rhythm.
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Tutorial

/. Check the voice data and dialogue scenario files
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Tutorial: 7. Check the voice data and dialogue scenario files

(1) Check the consistency of the voice data and the lip sync data.

Lip-sync data language settings

Make sure that the language setting is the same as

in lip-sync editor screen.

Please make sure that “English (en)" is selected.

Voice data
playback button

To check for consistency of

the voice data and the lip sync data you created.

Click on "Check voice file."

" will be displayed.

T Ctutoria 2

Check scenario file unchecked

WRoidHub login succeeded.
Wait a moment, please.

The name of ce fi hanged to start with [0].
Check voice
Save the list of checked voice files to directory "editeddata”.

7/15/2023

Import motion (BVH)

VRoidHub
Load local VRM file

Load Default

[CTRL] : show model info
[mouse]

move with button: rotate, up/down Lip-ayne adior
wheel : zoom +/-

ACUAH editor ver.3.0.0
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Tutorial: 7. Check the voice data and dialogue scenario files

(2) Check the consistency of dialogue scenario files

Check scenario file g
consistency check of voice data
and dialogue scenario files.

Set work directory C:\tutorial\ 2

When click here it is checked mainly about below. Checkiieicaile : S Passed.

Check scenario file Passed.

- Whether there are all the files you needed.
- |s the file format correct? Create loading flle llst
- Are there any prohibited characters used?
- |s it consistent with the voice data?

and so on.

Data convert

For this tutorial.
In the dialogue scenario file

n

Checking action files
! Sh0U|d appear on the screen. Checking action file existence.: action_ja.csv

action_ja.csv not found.
Checking action file existence.: action_en.csv

If the dialogue scenario file is incomplete, gﬁm?‘;L‘ﬁ:ﬂi;:”“"—e""’“:D"‘ 7

an error message will be displayed. o O i
i Checking scenario file existence.: scenario-00000_en.cev

Please CheCk and CorreCt |t' Checkigsce io file : sce 'o—ODDDD_en.csv:ﬁK

Removed white space character of sound file name if it
Check action file and scenario files.
Save the list of checked scenario fil

7/15/2023

Import motion (BVH)

VRoidHub
Load local VRM file

Load Default

[CTRL] : show model info
[mouse]

move with button: rotate, up/down Lip-ayne aditor
wheel : zoom +/-

ACUAH editor ver.3.0.0
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Tutorial: 7. Check the voice data and dialogue scenario files

(3) Check the character model.

Check loading file list -
Create editeddata folder

for loading ACUAH file list
C:\tutoriah 2
If “Check voice file” and “Check scenario file" axe Passed.
both passed, the "Create loading file list" button e ) e R B}

will be clickable.
‘ : VRoidHub
You are able to proceed to create

——
n B "o 4 ] Load local VRM file
a "acuah_local_list" file. o

And you can also make a set of below files. ; Load Default

- Dialogue scenario file
- Voice data
- Character model Checking action files

Checking action file existence.: action_ja.csv
action_ja.csv not found.
Checking action file existence.: action_en.csv
Checking action file : action_en.csv : OK
Checking scenario files
Checking scenario file existence.: scenario-00000_ja.csv
scenario-00000_ja.csv not found.
Checking scenario file existence.:
Checking scenario file : scenari en.csv : OK
Removed white space characie d file name if it contained . .
Check action file and scenario files. sed E:;Ei] show model Info

ax
: s : Cyes q
Save the list of checked scenario files to directory "editeddata”. mave with button: rotate, upidown
ip-sync editor
wheel : zoom +/-

ACUAH editor ver.3.0.0

If you want to make a set with the character model, make sure you select the appropriate character model here.
If it is a VRM file, please select the corresponding file on PC. (You can check the character model information by pressing the [CTRL] key.)
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Tutorial: 7. Check the voice data and dialogue scenario files

This completes the check of the voice data and dialogue scenario files.
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Tutorial
8. Create a local loading list file for ACUAH
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Tutorial: 8. Create a local loading list file for ACUAH

(1) Confirm and agree to the Terms of Use.

If you click "Create loading file list.”,
a window on the right will appear.

Character model information on the left and
On the right is the voice data and
dialogue scenario information (settings).

In the message window on the upper right shows
Terms of Use. It is written by Japanese, but

the contents are the same as on p.3 of this manual.

Please read the Terms of Use to the bottom
of the page and you will be able to click on
the "Agree" button.

If you agree to the Terms of Use,
please click on the "Agree" button.

(The date and time when the you agree
will be recorded.)

Checking action files
Checking action file exis!
action_ja.csv not found. |
Checking action file exis!
Checking action file : acll
Checking scenario files. |
Checking scenario file el
scenario-00000_ja.csv nj
Checking scenario file &)
Checking scenario file
white e
file and scy
Save the list of checked,
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Character model information
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FE e T2l —FEELE
2 =5 "Agree" HE v EL Uu s LT,
T2 OEREISEAT CEED,
FIEROEBEE T OB EET L Agr
e’ ALY v b TESLIISHYET,

< FlIFERE >

1. "ACUAH editor” (L. FY 2 F9cPL
BOET, ) OFFEE. FYy 7RI TOR
#:E (“riemaoshawk” twitter:@oroiect ACUAH

Seananio version

Lock in a set of this character,
scenario and voices.

Seanario author / Contact information

Voice actor / Contact information

[ ] Contains VIOLENT EXPRESSIONS
Contains SEXUAL EXPRESSIONS
Use of POLITICAL or RELIGIOUS PURPOSES
Contains ANTISOCIAL or HATEFUL EXPRESSIONS
COMMERCIAL USE

CORPORATE USE

ACUAH editor ver.3.0.0

Voice data
Dialogue scenario information (settings)

7/15/2023




Tutorial: 8. Create a local loading list file for ACUAH

(2) Input the voice data and dialogue scenario information.

If you agree, you will be able to
enter the following items.
Please enter the appropriate value.

In this tutorial, please enter your information.

Scenario version (default 0.1)
Version information of
the scenario you created (number)
(Any string)

Scenario author / Contact Information *
(Any string)

Voice actor / Contact Information *
“Ah-ya" / "twitter @aya_voicer"

* Caution.
Contact information is optional,
but you should enter if you use an original data,

Please comply with the intellectual property rights

Checking action files
Checking action file exis
action_ja.csv not found.
Checking action file exis
Checking action file : aci
Checking scenario files..
Checking scenario file &
scenario-00000_ja.csv n
Checking scenario file

Checki nario file :

Save the list of checked

and terms of use of each data owner and enter appropriate values.
( Note that this information is not collected by the app provider.)
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Please check the toggle propery which
expressions the scenario and voice file
contains.

Scanano varsion

Lock in a set of this character,
scenario and voices.

Seanano author / Contact information

Voice actor f Contact information

B contains VIOLENT ExPRESSIONS

) contains SEXUAL EXPRESSIONS

@ Use of POLITICAL or RELIGIOUS PURPOSES

B Contains ANTISOCIAL or HATEFUL EXPRESSIONS
B comercia use

B corPoRATE UsE
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port motion (BVH)

Load Default

ACUAH editor ver.3.0.0

@ ACUAH - Customizable 3D character assistant application for all creators.



Tutorial: 8. Create a local loading list file for ACUAH

(3) Set the usage conditions for the voice data and dialogue scenarios.

Please make the settings
about the contents of the voice data and
dialogue scenarios.

- dialogue scenarios
- voice data
- motion data

If they contain violent expression,
check the "Contains VIOLENT EXPRESSIONS.”

If they contain sexually explicit material,
check the "Contains SEXUAL EXPRESSIONS.”

If they are used for political or religious purposes,
check the “Use of POLITICAL or RELIGIOUS
PURPOSES.”

If they contain antisocial or hateful expressions,
check the “Contains ANTISOCIAL or HATEFUL
EXPRESSIONS.”

If they are used for commercial,
check the “COMMERCIAL USE.”

Please make appropriate settings.
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Checking action files - b ) ey
Checking action file exis ~ ERGEHEERERGS >3 PHR g
action_ja.csv not found. Bs - TS .
Checking action file exis v o
Checking action file : aci _

Checking scenario files.. COETLEFRALAHBHNACEE o2 vonSmens
Checking scenario file e BET my
scenario-00000_ja.csv n o R
Checking scenario file & . . o L ETT A ORRE R
Checking scenario file - 1 7 V¥ v MREOERE L VEROEE =5
Rem wh 1
Check action file and sci
Save the list of checked
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"CORPORATE USE" cannot be checked manually.
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Please check the toggle propery which
expressions the scenario and voice file
contains.

Seananio version

Lock in a set of this character,
scenario and voices.

Seanario author / Contact information

Voice actor f Contact information

B contains VIOLENT ExPRESSIONS
) contains SEXUAL EXPRESSIONS
@ Use of POLITICAL or RELIGIOUS PURPOSES
I Contains ANTISOGIAL or HATEFUL EXPRESSIONS
B comercia use
B corPoRATE UsE
L]

port motion (BVH)

Load Default

ACUAH editor ver.3.0.0

Only those who are using a corporate use license will have this checked automatically.

7/15/2023
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Tutorial: 8. Create a local loading list file for ACUAH

(3) Set the usage conditions for the voice data and dialogue scenarios.

"Lock in a set of this character,
scenarios and voices."

If you check this box, the

Voice data, dialogue scenarios, and
character model as a set and

they will be fixed.(locked-in)

The User of ACUAH will not be able to select
character model if it is locked-in.

Checking action files
Checking action file exis
action_ja.csv not found.
Checking action file exis
Checking action file : aci
Checking scenario files..
Checking scenario file &
scenario-00000_ja.csv n
Checking scenario file

Checki nario file :

Save the list of checked
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Please check the toggle propery which
expressions the scenario and voice file
contains.

Seananio version

Lock in a set of this character,
scenario and voices.

Seanano author / Contact information

Voice actor f Contact information

B contains VIOLENT ExPRESSIONS

) contains SEXUAL EXPRESSIONS

@ Use of POLITICAL or RELIGIOUS PURPOSES

B Contains ANTISOCIAL or HATEFUL EXPRESSIONS
B comercia use

B corPoRATE UsE

7/15/2023

port motion (BVH)

Load Default

ACUAH editor ver.3.0.0
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Tutorial: 8. Create a local loading list file for ACUAH

(4) Create a local loading list for ACUAH.

Click the "Create" button at the bottom right. C—
If it is created successfully, In the message window Cilutoriah 2

Check voice file unchecked
n
" Check scenario file unchecked

will be displayed.

Checking scenario file : scenario-00000_en.csv : OK

Removed white space character of sound file name if it contained.
Check action file and scenario files.
Save the list of checked scenario files to directory "editeddata”.

W E e U GOy g s o U al VO 30T susuLELa

Copy "action_en.csv" to "editeddata” directory.

Copy "scenario-00000_en.csv" to "editeddata” directory.

Copy "lip_shape_data.csv" to "editeddata” directory.

Copy "voice_lipsync_data.csv" to "editeddata” directory.

Copy "OHello2.mp3" to "editeddata” directory.

Copy "0Yawn.mp3" fo "editeddata” directory.

Create "acuah_local_list" and "editeddata™ directory. : Complete.

7/15/2023

Import motion (BVH)

VRoidHub
Load local VRM file

Load Default

[CTRL] : show model info
[mouse]

move with button: rotate, up/down
wheel : zoom +/-

ACUAH editor ver.3.0.0
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Tutorial: 8. Create a local loading list file for ACUAH

- N\
(5) Check the “editeddata” folder.

. ¥tutorial¥2 and look in the editeddata folder.
You should now have the following files saved.

English voice data
Scenario for English speech recognition

tutorial 2

- OYawn.mp3

OHello2.mp3
editeddata acuah_local_list
lip_shape_data.csv
action_en.csv
scenario-00000_en.csv
voice_actor_data.csv
voice_lipsync_data.csv

@ ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023



Tutorial: 8. Create a local loading list file for ACUAH

- N\
(6) Check the operation with ACUAH.

Connect your PC and smartphone with a USB cable or Bluetooth and save the whole editeddata folder.
Copy the folder to the following directory on your smartphone.

Internal Shared Storage: /Android/data/com.csunitetech.acuah/files
If ACUAH can load them correctly, please check the voice data and dialogue scenario.

ACUAH operation manual are available at
Please refer to the "ACUAH Application manual".

_I T HLLWPATL - \/ =< EenTER
DAY FIRR - BUET o 2B% W% AR AN0 WUy 0 o AR CORRER
EEeEs O E va-ravkeomysy | T TN T S vy - 2F  HERowvyex
OYawn_mp3 FYyFiti-F =2 R = iR
0H€"02 mp3 « v » PC >- » MEEEIAR-Y > Android > data > com.csunitetech.acuah > files v | O O filesDER
editeddata acuah_loca I_I ist . - " il2cpp Unity VRoidCharacter

= disk

lip_shape_data.csv
action_en.csv
scenario-00000_en.csv
voice_actor_data.csv
voice_lipsync_data.csv

- PEREEAMN-Y

; Foyn-F L errorlog L ifttttrigger L musiclist
W 7277

5| FFuivh L production_account L production_localstorage L updatelog
= E9Fr

B &7
b =g

e Windows (C) w

- copy and paste the “editeddata” folder

k S ENEE EEl— /
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https://acuah.info/

Tutorial: 8. Create a local loading list file for ACUAH

We have finished creating the file list for loading ACUAH and checking the operation with ACUAH.
This concludes the tutorial on how to use the ACUAH editor.

Please create your original voice data and dialogue scenario data.

@ ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023



Additional Tutorial

9. Import motion data (BVH)
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Additional Tutorial: 9. Import motion data (BVH)

(1) Save motion data (BVH) in the working directory

« Motion data in BVH format can be imported along with dialogue scenarios and voice data.
« Save the motion data file in BVH format directly under the working directory.

Multiple files can be imported at once, so please save all the target files.
« Once saved, click the "Import motion (BVH)" button.

Set work directory Citutoriall 1
Check voice file _ unchecked

: w
eck scenario file unchecked

VRoidHub login succeeded.
‘Wait a moment, please.

Set work directory. C:\tutoriall 1
VRM set fo default model.

@ ACUAH - Customizable 3D character assistant application for all creators.

Import motion (BVH)
button

Import motion (BVH)

VRoidHub
Load local VRM file

Load Default [ ]

[CTRL] : show model info

[mouse]

move with button: rotate, up/down
wheel : zoom +/-

ACUAH editor ver.3.0.0

7/15/2023



Additional Tutorial: 9. Import motion data (BVH)

(2) Import motion data (BVH)

After successful import, the message window will display "Motion file "BVHI_xxx.bvh" imported.
When importing a file, the string "BVHI_" is automatically added to the beginning of the file name.
In the drop-down list for motion, the file name of the imported motion data is added.

Set work directory Ctutoriall 1

Check scenario file unchecked

Check voice file

VRoidHub login succeeded.
Wai

I_( imported.
Motion file "BVHI_02_08.bvh" imported.
Motion file "BVHI_13_09.bvh" imported.

Motion file "BVHI_13_20.bvh" imported.
Motion file "BVHI_13_21.bvh" imported.
Mation file "BVHI_14_04.bvh" imported.
Motion file "BVHI_85_02.bvh" imported.

@ ACUAH - Customizable 3D character assistant application for all creators.

Load lecal VEM file

Load local VRM file
Load Default [ ]

[CTRL] : show model info

move with button: rotate, up/down

ACUAH editor ver.3.0.0
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Additional Tutorial: 9. Import motion data (BVH)

(3) Confirm motion data (BVH) and specify it in the dialogue scenario

« Select the imported motion data from the motion drop-down list to confirm the character's movement.
« The file name appears in the motion name string copy field.
Please enter this string in column 5 [animation trigger] of the dialogue scenario file.
« This string (filename), like the other [animation trigger] specifications, corresponds to the enclosing characters.

©

Set work directory C:\tutorial\ 1

Check voice file unchecked
ck scenario file

unchecked

motion name -] 6
string copy

l] [animation trigger] [o
BVHI_13_20.bvh

VRoidHub WaveHello

Load local VRM file

o
g

Load Default

Eis I e When specifying with enclosing characters

Wait a moment, please.

Set work directory. C:\tutorial\ 1

VRM set to default model.

Motion fle "BVHI_02_07.bvh imported. %BVHI_13_20.bvh:WaveHello%.
Motion file "BVHI_02_08.bvh" imported. - -

Motion file "BVHI_13_09.bvh" imported.

Motion file "BVHI_13_20.bvh" imported.

o B -EATA 14 oA b o "BVHI_13_20.bvh", "WaveHello".
Motion file "BVHI_85_02.bvh" imported. ﬁ;Ril o sdsi |S se | e Cte d at ran d om.

move with button: rotate, upidown
wheel : zoom +/-

ACUAH editor ver.3.0.0
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L
About ACUAH editor / ACUAH

Please visit the following website for more information.

ACUAH website
BOOTH (riemgoshawk)

If you have any questions, such as how to use the software or bugs, please contact us at the email address below.

@ ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023


https://acuah.info/
https://riemgoshawk.booth.pm/
mailto:riemgoshawk@gmail.com

Thanks

| would like to express our gratitude to the following people for agreeing to distribute the voice data for this tutorial.

Thank you once again.

Nana Shiina (&7 7 £  twitter @C7na7)

Ah-ya@ (twitter @aya_voicer)

@ ACUAH - Customizable 3D character assistant application for all creators. 7/15/2023
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