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YEERT—~ / Theme

HH#J / Purpose
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We produce an original game that includes an automatic generation system with
artificial intelligence.

{FHY—JL / Tools used

Unity - Python-Blender-CLIP STUDIO PAINT -VRoidStudio

— ZADRE | Relief of the mind
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We will create a game about
the relief of those who have
fallen into darkness.
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Our project aims to bring
hope to this world.

LIEDEE / Activities of each group
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HEYE / Visual
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Creating character designs and 3D
models

e EETHAVDBEEIERK
Automatic generation of background
design

o UIFADEZDERK

Creating images for User Interface

EEIT / Story
A DBE

Setting a world view, writing scenario

o iR FTIVADBEBEM

Automatic generation of relief scenarios

o &)TMEEMHE

Automatic extraction of utterance
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v AT L3R | System

o T—LDEMELZDH AT LDEF

Developing basic systems of the game

Building a map system for the game
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Integrating the work of other teams

Z2YF / Audio
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Automatic generation of sound source for
each scene and SEs that match each
scene

o EEIBGMMD XY E NUIEEE
Building up the background music source
for the battle scene

22 %8 / Problem S DRELE / Future prospects

o HEAL—)—DT—IDINEEFTIELT

Increasing the amount of data collected relief stories.
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Simplifying the process of the automatic BGM generation system.
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Full completion of the game development by bug fix.
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User evaluation experiment using the prototype.
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Participation in extracurricular presentations.

o NTHEEFEFDEEFETHXFEEKRT D

Presentation of papers at related conferences such as the Japanese Society for
Artificial Intelligence.




