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[Abstract]

In this paper, we propose a solution to apply a proximity voice dialog system to voice dialog

technology, one of the interaction systems in multimedia environments. A voice dialog between multiple

users in a multimedia space is designed by adjusting the volume of the voice according to the distance

between the user avatars and muting the user who is beyond the audible distance. The main feature of

this research is a reliable UDP-based active server system that delivers low-quality voice data to users

who are far away based on distance and does not transmit voice data to users who enter the inaudible

area for economic development. The performance of the proposed system was measured in a previously

completed project based on the Unity game engine, and it is expected that the system proposed in this

research will be actively used in environments that provide interaction between multiple users such as

met averse content and real-time battle action games.
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I. Introduction
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II. Preliminaries
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Fig. 1. Basic Implementation Concept for Proximity

Voice Chat

S, 2 FRIN &4 et ket she 4
FEe & o H3M02 AN 34 ot Aua

of &Aooz ARG U Jfdto] Jssiths 7t
940 stk & 7hgel g Fes wae Ads
2 A A7t BojA It ARRAAlE AgEe
At v 71 Alelo] ol AbgAtopl: of
251K AL My A|AEIS =T=™og
L5 7E e dishs 94 o
olelo] F7|o} K4 ojws xAFFORK K IIHA| Uyt
A& 22, 5744 "olHEY a5 3717t

7oz Zolgo] Tt A g4 MulAS i
A} 6= 47| E3F o] 7158 E3F AA|A0l Au|AT}

TRsls Zlolt.

3. Basic Configuration
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Fig. 2. Apply voice channels to in—game instances.
Establish an environment where all voice—related data
can be exchanged using a single channel
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. High-Qual | Low-Quali | Data size from far

Voice Data | . ) . .
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427 339 88 0.259587021

384 301 83 0.275747508
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