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SPECTATOR SUPPORT TEXT GENERATION FOR COMPETITIVE FIGHTING GAMES
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In the modern age, watching competitive fighting game tournaments as eSports has become a popular pastime,
but it also requires knowledge of competitive games, making it difficult for spectators to watch the games. In
this paper, a text generation system is proposed to support spectators by analyzing game content using object
detection and posture estimation in order to lower the barrier to spectating.
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