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F7AV 7 FPRAIHEZAW Y —LFEZEBEL T, ATHEICXZ8EN LI YT YOEBBERK This project pursues the possibility of automatic generation of creative content by artificial intelligence
DFEEMZERLTWS, F—LIXDE|BRR [ FE L, BLLAENERESTATVS, ThbD through the creation of games using artificial intelligence. Games contain various creative elements such
BRICGBELEATHEZBZEBAL, VEN - AR - T8N - AT LD 4 2ORICHHPNIT, #EE as story,

images," and "music. By introducing artificial intelligence technology suitable for these

s e et = 35ss elements, we will challenge the automatic generation of complex contents by dividing into four groups:
My T/ ORBERKF YL IVT 5, the story group, visual group, sound group, and system group.

HRDEH TR Y —LDa 7 % [FREBOBEOT7 VR %27 —2IICLizd =7 7=V EFE5F—=L4L] I In the first semester's activities, the game concept was decided to be "an open world game based on the
REL. BABE T 3AHEREZOSRBVEFAPTF -2ty PORE. ¥—LOBRBUATFLOE theme of Alice in Wonderland," and each group grepared learning models and datasets for the target

=t @ 3 . s Faaia : -2 - A — auto-generated elements and implemented the basic game system. In the second semester activities, the
RETo> 7. BROEM TR —LZA PI%Z [Alice in the ideal world] ICREL. EMTFBETN game title was decided to be "Alice in the ideal world,gand each group improved the learning model,

DERPAVT VIV ZEMLTT LY AT LIKHE LT, generated content, and integrated it into the game system.
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The Systems Group was in charge of developing the
basic system for the game and integrating the results ¢'§
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The visual team was in charge of producing CG
materials and other materials in the game. The team
worked on the automatic generation of 2D character
designs and 3D models of fictitious creatures by utilizing
image generation Al, which is now rapidly developing
and spreading. To ensure that the desired designs and
models were generated, the team examined the

selection and combination of texts to be input to the Al
and controlled their quality.

of each group, and built an automatic gimmick “
generation system. Data on gimmicks, which are one
of the tricks that affect the progress of the game and
the state of the characters, was collected from
well-known game titles, and the data was analyzed
and patterns were generated using Python. Finally,
the gimmicks were automatically generated by
loading the generated patterns in Unity.
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The goal of the audio team is to realize interactive music,
and they create and supervise background music to

increase the immersion in the game scene. The main task
was to build a learning model for seamless song-to-song
switching, and completed a song classifier that performs
automatic genre classification and similarity selection for
each song. We also developed a database of sound

sources for learning, a system for predicting when to

switch songs, and a system for generating loop material
from the song structure of the original songs.
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The scenario team was in charge of
creating the world and scenarios in the
game, and worked on the background
history, meaning the background of the
characters, and the automatic

generation of the multiple endings. As a ’.‘i‘
"""""""""""""""""""""" specific activity, after collecting and .:.
YR T I URI T STS analyzing data for automatic generation, .
------------------------------------------ the final sentences were generated -
----------------------------------------- - using the large-scale language model - y
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Improved automatic gimmick generation system along the map.
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Automation of physical feature extraction from scenarios, development of a system that allows CLIP to determine the selection and placement of appropriate assets from a large number of 3D model assets.
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Automatic generation of BGM, automatic selection of effects.
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Output of background histories according to the attributes of the characters, development of an algorithm for automatic generation of multiple endings using the text before the ending as input.



