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Development of a Speech-Driven Embodied Entrainment Character
System with an Emotional Expression Function by Speech Recognition

Ryo Fusitt®  Tomio WATANABE??)  YuTAakA IsHII?©)

Abstract: We have developed a speech-driven embodied entrainment CG character called InterActor that
automatically generates communicative motions and actions such as nods for entrained interaction from voice
rhythm based on only speech input. In this paper, we develop an advanced embodied entrainment character
system with the expressive function of affective motions and signs from the meaning of utterance by speech
recognition as well as the entrained function of InterActor for affective avatar-mediated communication.
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Fig. 1 Interaction model.
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Fig. 2 Concept.
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Fig. 3 Example of affective expression.
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Fig. 4 Screen shot of the prototype.
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Fig. 5 Screen shot of the communication system.
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