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Purpose : Reprodunction of creativity with using Al Al / .@ Game
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Goal : Automatic generation of quests, side conversations,
character visuals, select BGM, etc... with using All.
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- Setting of background - Creation of concept art
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- Generating main scenario - Character design/modeling
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- Collecting and analyzing moving stories - Motion asset selection
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- Automatic generating of moving quests - Automatic generation of NPC characters
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- Collecting and analyzing conversations

from several games . @llﬁd)ﬁﬁﬁ 7273'%@
= - - Deciding the feature quantity of the emotions
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- Automatic selection of BGM

- Automatic generating of conversations
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s MERPELSTORERGEZFELTWVS - We plan to report the result at the yearly Akihabara meeting.

- FHMMEER. 77— FOEBERETR CH S - An evaluation experiments and questionnaire survey will be conducted.




