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- Automatic name generation based on sound symbolism -

B . —L{ERBEEDZRIFTITDFEZEIB T S

Overview Goal: To facilitate the process of generating names for game characters

- 5% Method
Step 1: AUSAVERBRERDE R (TOT ST )
Prepare the environment for conducting online experiments (Programming Team)
Step 2: F¥SVF—BDHIRDHAE GAEIM. XA T L)
Survey to collect impressions about character names (Survey Team, System Team)
Step 3: FEET—ADLBREDELEDHIRICOVNWTOERIRSHT (9 HTHE)
Multiple regression analyses of phonological impressions from the survey results (Analysis Team)

Step 4: E[RIEFHTDRBRZANT, BRIZERT DV AT LZHE (FrI3 03— £/, AT LD

Generate names using the collected data to create a prototype for character name generation (Name-Generating System Team, System Team)
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- BHEY  Goal 1 - BH#Y Goal
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Conduct a survey to collect data for the purpose of the project Create scripts to collect data online as required by the Survey Team

- B9 DRAEI Character names surveyed - A5 A2ZEER  Online Experiments
— 4DDEEHZEFDI8DEEREE(RZBD ZIERT S d — J0FBEOFEICKY ., X ETHOERERNEEH
FDAZBNZXTHENRIZDINTI4ORE (fl : B2V —FEN) (2X9 A3 1{E Face-to-face experiments are difficult to conduct due to COVID-19
KT D 1 -PsychoPy + Pavlovia

Create 198 nonsense words (names) with 4 syllables o e - . _
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Collect ratings on 14 scales (e.g., light-heavy) for the names generated — %R &? D? 7Af&$ﬁnTL’CPsychoPy + Pavloyla’&{EJﬂa’é ElZL7=
After reviewing various platforms, PsychoPy + Pavlovia were chosen
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Analysis Team Name-Generating System Team System Team

B Goal 8- H#J Goal i - BB Goal
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Analyze the data from the survey Create a character name-generating system — 2B NI A F—T—RZ1ESH

5 : Create an interface to provide character names
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Conduct statistical analyses on R Generate names and search for optimal solutions il - ¥£#6 Ongoing
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- ﬁ_j\*ﬁ?'%% Analysis results - Ongoing Interface under preparation
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See the table below. Algorithm under preparation
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