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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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Fig. 1. Basic Implementation Concept for Proximity

Voice Chat
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Establish an environment where all voice—related data
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