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In this project, we create a game using generative Al and artificial intelligence technology. Games have many fields for creative activities such as story, music, visual el-
ements, and game system. Through the creation of such the game, the purpose of this project is to pursue how artificial intelligence can be used in actual develop-
ment sites and how creativity can be generated using artificial intelligence. In this year, we created a "looping 2D adventure game set in the deep sea”. The team was
divided into the Story, Sound, Visual, and System groups, and each group created parts while taking advantages of artificial intelligence and facing problems, and we

have integrated it into one game.
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We analyzed each from the perspective that explores the relationship with one round of the loop as a
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unit and the perspective that explores the role of repeated events. From the data, we extracted
factors that create the fun of loop stories.
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We automatically generate a plot based on extracted factors of fun in loop stories by using Al and

modified by human hands. We wrote the scenario based on the plot.
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We molded the data we analyzed from BGM of horror works about the sea into a usable form. We also
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manually created emotional data and used that data to build a model that predicts acoustic features

from specific emotions.
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We selected and synthesized original audio sources for each instrument, based on the acoustic
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features predicted from the model. When synthesizing, we also separated the audio sources for the
training data by instrument, measured the volumes, adjusted them to mean and synthesized. This

process made overall songs possible to be balanced.

emotion_train | put: | [(None, §)]

InputLayer output: | [(None, 8)]

concatenate 112 | input: | (None, 8)

Concatenate output: | (None, §)

dense 112 | input: | (None, 8§)
Denge output: | (None, 64)
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BPFM | input: | (None, 64) Centroid | input: | (None, 64) Chroma_dis | input: | (None, 64) Chroma_var | input: | (None, 64) ZCR | input: | (None, 64) EMS | input: | (None, 64)
Dense | output: | (None, 4) Dense | output: | (None, 4) Dense output: | (None, 4) Dense output: | (None, 4) Dense | output: | (None, 4) Dense | output: | (None, 4)
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Visual Team
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A method for generating character animations was established through training the Al with a tri-view

diagram of a single character, combined with previously developed methods. This approach yielded

fewer inconsistencies in continuity compared to traditional animation methods.
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Crafted game visuals: characters, maps, Ul. Enemies were 3D modeled by hand and then rendered into

2D for gameplay. Al assisted in designing maps and Ul, enhancing efficiency.
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System Team
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We developed the base of the game and integrated the work of each group to create a single game.
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We also incorporated elements that would enhance the quality of the game, such as enemy characters

and map gimmicks.
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We used reinforcement learning to control the behavior of some boss characters. The use of
reinforcement learning made it possible for the characters to move autonomously in accordance with

the situation, instead of simple actions designed by the program.
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System Team

OpenAl APl ZFfIBUL Tt

)9 AT L DFF Development of an automatic lines arrangement system using OpenAl API

AllICEDE—IVaYEBRODERZITZ D AT LDEFR Development of a system that can generate the motion itself using Al

DI REGDIERODERVD I vV ILDILFIC K D ETFTILBE DXZE Improvement of model accuracy by increasing the quantity and diversity of works analyzed

CEULEBEDI—Y 1y MERIC K DEE S EIHEE Adjustment of difficulty levels by creating agents of appropriate strength for the players



