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Abstract Augmented reality systems are widely used in the fields of entertainment, shopping, education,
and training, and the augmented reality technology is gradually increasing in importance. When
augmented reality technology is used for education or training, it must be possible to represent different
virtual objects depending on the work stage even for the same marker. Also, since the training content
varies depending on the situation, it is necessary to describe it using a training scenario. In order to
solve this problem, we propose a scenario markup language for an augmented reality system that can
create training content based on a scenario and connect it with an augmented reality system. The
scenario markup language for augmented reality provides functions such as a method for connecting
a scene, a marker and a virtual object, a method for grasping the state of equipment or sensor value,
and a method for moving a scene according to conditions. The augmented reality scenario markup
language can flexibly increase the usefulness and expandability of the augmented reality system usage

method and content usage.
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<scene> , Sub-task 1 || Sub-task 2 || Sub-task 3 |
<scenetitle>TV News</scenetitle>
<sceneplay> I Time
<p>(</p>
<time>day-night</time> [Fig. 4] Multiple Sub-tasks
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[Fig. 3]1 Modules of Augmented Reality Systems
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(Table 1) An Example of AR-SML

{scenarioy
(scene name="one"y
(ary
{marker name="switch"/)
({object name="switch.on"/)
(fary
Cif condition="#light > 90" goto="two"/»
{/sceney
(scene name="two")

(/sceney

{/scenario)
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