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CreativeAl will create games to reproduce creativity using artificial intelligence, and will examine the usefulness of artificial intelligence in the creative field. We are divided into teams,
each is responsible for the scenario, sound, visual expression, and systems. Each team develops the creativity of artificial intelligence. Each group collected appropriate data for their
goals, analysed and classified the results and applied them to the game they were producing. This year, the game genre was produced as a horror adventure. The first semester
focused mainly on the analysis related to artificial intelligence, and the actual game part was produced in the second semester.
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Foreshadowing team worked with the goal of building an automatic generation system EnERE TR L 7o

for foreshadowing in horror games. In parallel with writing game scenarios, we analyzed Character team worked towards the goal of building a system that automatically

foreshadowing data in horror games and considered the results, and succeeded in generates the characters’ reactions using a large language model. Data on the

classifying foreshadowing using clustering and factor analysis. reactions of characters to fear were collected and classified for horror games, and the
results were compiled into a probability table. The use of a large language model also
enables the automatic generation of responses.
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Visual Team conducted research and development on visual expressions in games aza m

using generative Al. This year, the team focused on research using Stable Diffusion 1.5
to generate map ideas as images and conducted performance experiments. At the same
time, we worked on creating in-game assets such as map tiles, Ul designs, and
background images that appear during the game.
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Map composition image adjusted from idea image
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Generated map idea image
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System Team aimed to integrate the results of other teams' work generated by the
Artificial Intelligence and complete it as a horror adventure game. We used GitHub to
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Sound team aimed to build a system for automatically generating music that evokes
specific emotions. Utilizing Russell's circumplex model of affect, we analyzed the
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relationship between emotions (etc: joy, sadness) and musical features such as tempo
and pitch. Based on the analysis results, we developed a melody generation algorithm
in Python using the Mido library, which effectively conveys targeted emotions.
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reduce bugs during integration, and we periodically evaluated the code and debugged
it. Also, We used the JSON file format to exchange data with other teams. Which
enabled us to flexibly respond to the requests of other teams.

=5 —LORBIIFER LT, FLRERELT, FRBZNRZThEREL

TWAIAE GJIEFFJ bXDKEBREZEKT HIEDTE, SRITLVFRFEHECEEIEZEKR LT - LRSS OFIEE2EDH D L L HIC, ANTHIEERD

AICEWTHEICT

—2Z2NEL THREDBEZ LT3 X, YATLOBE

2L VEVLBRLDICEETIHREDHEZITToTWL,

Although some parts of the game remained lacking, the core scenario and accompanying mini-games were completed. In addition, each group was able to achieve most of their goals
for the use of artificial intelligence. In the future, we will continue to create game parts that are more operable and playable, as well as improve the use of artificial intelligence by
collecting more data to increase the accuracy of the results and changing the system structure to be more appropriate.




