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Screensj*lot of the VR voll%yball game with emotlonal virtual characters. After a point being
scored, the virtual characters express appropriate qmotlons according to the game state.

Introduction Method

REFUISE (VR) FIRBes N AATRAEFEE . R fE B SEtt A HEER L Fe b, 128 AN E S BEE
A IRLS, & M TS MARE IR FER /’TWZIKL@JKHEI’JF‘W Lban oy, R ER
EVRHABRTF R F, 5 A8 EHEH B AR Se AT I8 HREEF . XRE RS NI RE: 1> R
, ROREEN— I E AR S K 51 1R iZJ__EI/J AR AR A M TR BORES; 2) i
SR gE AR EAL AR 1 . A I VRARK T Xk RSN ===l ftﬂa%wzlwm\o
& F BT IR 1 X 12 B AH R BIAT N s AE B A A, AR FH SRR J5 2O R 003K a1 IR 34T
, PR ER. BEBRAALERSE, MR/ TAEIER] R, HAACKRYE, AT RIAEZE 43 A A
REFER 1 FIF B Rk . AT, miLEK 1 1E 1) #3E3K3h I Emotion Cause ModelFH T~ & T xk
SR TR TE XT3 I RGER AR T 2 T B 5 A A B A R TR HE TR IR 5 ) B BORAS

IR B AR BEERN —# . ik, ZEARTAES, 2) Expression Modelf T4 i A A7 3 5 2 .
PATTEE S OV AE VRFEFER i % A4 2 15 IR 1) s FU K

MR 2 IR A F SRS R B B e 72

o HfeREMER MR R LR HRE A FEE

SAIHEZE WL F B FATHIJ <
S A L \ o BHEZE W T B, 48715 WA TR Journal i 3.
SV TR RS R R ROV, IR AT IR B R R
Game State Emotion Cause Model Expression Model Result
gEs = m SRS EEEEEEEESEE S E = ~ N T ST R R R R
2 / \ /7 Basic 3D facial blendshapes
Game Score - 1 l . Latent feature BCE Loss l {
. : > E 7 e ~ : I g
Match Score - | ’z’, \""\% | :
9 | e Nig | I
Winner Team | A I Team . Last-ball-handler |
I | Emotion Emotion I | Facial ]
Score R 5 : .
core eason : rP—> — i, -Pd— — il — ASEST%t:‘:gnt Expression ’:
Last-ball-handler Team | A ! ' A I g Generation
S
Last-ball-handler Activity | 5 ' | ) f T y
| ;! Behavioral "
| I , ehaviora c
1 / \\ Personality ‘ Activity ]—»

VR Volleyball Game Environment

Methods Team Last-ball-handler Question Description Version  Mean Std.
Baseline 33.52 42 .31 1) I can feel the emotional changes of virtual characterson  Benchmark  2.20 0.696
Score-diff 33.20 43.60 the game as the game progresses. Emotional  3.65 0.875
Score-normalize 33.02 4213 ) The characters’ emotional expressions are reasonable Benchmark  2.50 0.761
Qeore-enende 34.51 4138 and consistent with the game state. Emotional  3.85 0.875
- I experienced emotional changes in my mind Benchmark 1.85 0.813
Last-activity 3543 5052 ©) duriltjlg the game. y ' Emotional  3.00 1.124

Benchmark 2.00 1.076

(4)  Ifeel engaged in the game. Emotional ~ 2.85 1.182
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