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Abstract

An emotionally modeled robot is dealt in this
paper. The emotional model is required especially in
the entertainment robot. Recently, the entertainment
robots have been developed as the next generation
of electronic toys. They require several capabilities
such as perceiving, acting, communication, and
surviving. The owner recognizes the communication
with a entertainment robot by observing its expressi
-on and reaction. The expression is realized by
emotion-based actions based on moving, dancing,
sounding, speaking, and lighting.

Therefore, we propose an emotional modeling
algorithm, using the fuzzy logic system, in this
paper. Good performance of the algorithm is confirm

-ed by the result of a simulation.
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