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Theater of Tomorrow System

Motion Capture Interface

Neutron Mocap Data [— Interchange App TOT App(Remote PC)
Optical Mocap Data  |—| Interchange App LAN/Cloud Server TOT App PQC)
Azure Kinect Data [ Interchange App TOT App(Remote PC)

Camera Record Interface

Virtual Camera1
CLOSEUP

Maps and jump
Interface

Open Garden Theater

Peking Opera and Kunqu
performances

video record

Virtual Camera1
MEDIUM SHOT

Contemporary Dance
Theater/Blackbox,
International Theater

Contemporary Dance
Theater/Blackbox

Rehearsals for dance
performances

Virtual Camera1

FULL SHOT output

Videos (MP4)

D
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Drama Theater

Shakespeare’s plays

Art Museum

|
|
|

International Theater Thestispetfanmances
and conferences

Visual arts, painting,
installation, sculpture

built-in/Web Camera
microphoneVideo Chat Interface

LED screen in TOT theater

Agora
built-in/Web Camera

microphone

ScreenShare

screen in Avatars
Pictures and audio video

files

DanceLab Database

DanceLab Server

Motion capture data

Unity WebGL player

TOT Client

websocket virtual dancer in TOT

3.Telepre-
HhEER  sencelEiR

113 €

= Unity WebGL Player | dancelab

Select the dance
piece in dancelab
website and data
tansfer to TOT
dancer.

Al Chatbot Interface

FRONTEND

USER INPUT

TYPE QUESTION

SUGGESTED QUESTION

Documantation should
kto

the actual page in the.

metadata. s0. when we
give response to the.

user we can put link to
original document

REPLY

convert text to embeddings for the

Do semantic analysis of the textl

current model

BACKEND
DOCUMENTATION
EMBEDDINGS
+ Company data converted into the embedding format.
« Can use few different formats to test which on gives better result based on user feedback.
« ability for a user to add his own data (EXEL shirts related to the case, pdf document, contract)
EXTERNAL RELATED
'TO CASE DATA
Get text
SEMANTIC ANALYSIS Get text embedding
question « get the topics of the text
AP| ENDPOINT « get the sentiment analysis
(positive, negative, neutral)
FILTER
ADD CONTEXT
« filter if there is undersired to
topics or overly negative or + add context that was founded
positive text. related to user request
« check if the text in the borders
FAQ ﬁ of context and conversation N
REPLY l
sy ADD SYSTEM MESSAGE

user feedback

+ add system prompt based on
the context and scenario

l

CONVERSATION MEMORY

DATABASE

Save all conversation in the model
and metadata for the future model

ADD CONVERSATION

- add conversation memory and
summary to have the context of
the previous conversation

finetuning and improving Ul with
the context aware FAQ

FILTER REPLY

+ Check reply on relation to topic
and context, if it have any
undesired context

e

Send generated message with
context to the model
— " |

LARGE LANGUAGE MODEL

OPEN Al (GPT-3.5)

SELF HOSTED MODEL

replace in future
for self hosted
model to have
everything
under control

FINE TUNING MODELS

Can fine tuning of
the model on the
user data for a
better result and
to narrow topics
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BT FEIEEIEDanceLabBWebSocket-Web API3EO, B EPAHE|IZE

DancelLab
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Pik: www.dancelab.cn https://addressable-9gza33lieadc81da-
1253337800.tcloudbaseapp.com/TOT/dancelab/0.5/index.html
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a - b=|a||b| cos().  cos? (g)=(1+cos€))/2
a x b=|a||b| sin(0)n. sin(20) = 2s1(0)cos(0)
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using OpenAl_API;
using OpenAl_API.Chat;

= using OpenAl_API.Models;
Asure Openal 5=
using System.Collections;
using System.Collections.Generic;
G L M *iu using TMPro;
o r using UnityEngine;
using UnityEngine.Ul;

public class OpenAlController : MonoBehaviour

{
public TMP_Text textField;

public TMP_InputField inputField;
public Button okButton;

private OpenAlAPI api;
private List<ChatMessage> messages;

/[ Start is called before the first frame update
void Start()

{
// This line gets your API key (and could be slightly different on Mac/Linux)

api = new OpenAlAPI(Environment.GetEnvironmentVariable("OPENAI_API_KEY",
EnvironmentVariableTarget.User));

StartConversation();

okButton.onClick.AddListener(() => GetResponse());

}

private void StartConversation()

{

messages = new List<ChatMessage> {
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