Generating Emotional Utterance of the Virtual Adversary Player
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Abstract-A player feels bored when he play the match-up type computer game without adversary person. One of the
main reasons is "The reaction of adversary Al is scarce'. To improve this problem,this paper proposes "The Virtua
Adversary Player" that reads the game situation from game image and returns the reaction by the utterance voice when the
player interferes or the environmental is changed. An internal parameter that changes dynamically by the game situation is
set to the virtua adversry player. As a result, an emotional voice file selection is done. At the last, the evaluation
experiment of the technique is conducted.
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