Generation of computer's piece-move utterances in two-player board
game based on case-based techniques
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In human-computer two-player board game like tic-tac-toe, live feeling implementation is an important issue.
This paper describes a case-based approach for generating computer's piece-move utterances. By repeating
games with humans, the system grows up from novice to expert. Once the system loses the game, it doesn’t
take the same turn path again. The system memorizes all piece moves and their game gains. Also the system
utters pre-recorded human voices corresponding to the piece-move operations. By using these case-based
techniques, the player can feel good live performance with human-computer board game.
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