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VR based social interaction system towards life events simulation
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To realize Al based real-world support system, prediction model of life events is required. Since the model should
include conversation of humans, 3D environment, and so on, it is not so easy to collect the real data. Therefore,
our strategy is to use a life events simulator to generate augmented life events data. Users can login to an avatar
in VR simulation to make interaction with other avatars. Novel behaviors of other avatars are generated by the
simulation system and event database. In this paper, a software configuration towards the realization of the life

events model/simulation is proposed.
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