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Behavior Generation System of Context—aware
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Abstract With the aid of the increasing interests of Context—aware Augmented Reality Agent
(AR Agent), various researches of AR Agent have been performed to explore the possibility of
the agent as novel interface and the entity responding autonomously by user's input., However,
in previous works, AR Agents are lack of specific method for using various contextual
information, To revolve around those problems, we propose the Behavior Generation System for
Context—aware AR Agent using layered architecture, Based on Belief—Desire—Intention (BDI)
model and Hierarchical Task Network (HTN) searching, the sequence of agent behavior has
been selected in behavior planning layer, Then, the agent evaluates appropriateness of
behaviors using previous behavior and the type of input before activation, This behavior
generation system can be applied for edutainment, game, and assistant agent, which need
intuitive and effective behaviors to convey information, Through this research, we expect that
the Context—aware AR Agent could support for not only information delivery, but also the
capability of effective communication for user,
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