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Project No.4

Creative Al

I 70 H :/ L 7 I‘ *EEE Project Overview

A7OV o b TR —LAVT YV OREEBLT, 7UTAT4 7RATHEES AT LAOERB LV, AESPELSONSPHABRONEEBNE L, ¥ —LAICBENBELBANENIY TV VICBLEAT
MBS AT LERE LY — LEERT > 720, (Y27 L) [9E] [HE] (52 0400REAINER L, SEEIR, FHET 7> 2O —HREEAL LERPGS — LA LI, ZNZhOYTIE, Al%ER
LTH — LICBEREMERT 5 & &b, BFEEROMTOCEBERS T LADORERE TR -7,

This project aimed to realize creative artificial intelligence systems and advance scientific understanding of fun and beauty through game content creation. To develop Al systems suited for various creative elements within games, we divided into four teams: “System,” “Story,” “Visual,”

and “Audio.” This year, we created an RPG game set in a medieval fantasy world. Each team utilized Al to create necessary game assets while also analyzing existing works and developing automated generation systems.
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Our System Team developed an automated skill tree generation
system utilizing Al. First, we analyzed existing skill data,
examining the progression of skill evaluation values and the
number of branching points within skill trees. Based on these
findings, we built a mechanism that ranks skills based on their
evaluation values when inputted, enabling the generation of

optimal skill trees.
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Our Scenario Team utilized Al to create the overall plot for
the scenario, particularly for generating multiple endings. First,
we selected existing works for analysis and categorized
their elements. Next, we performed factor analysis and
used the results to create prompts for the Al to generate

endings.
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During the first semester, our System Team focused on developing
the core game systems and analyzing the progression of skill
tree branches. In the second semester, we continued system
development while integrating assets from each team, performing
debugging, and developing an automated skill tree generation

system.
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During the first semester, our Scenario Team solidified
foundational settings such as the worldview, characters, and
fields, and shared them with each team. Based on this, we
created an overview of the entire game. In the second semester,
we utilized plot generation to create the plot and worked on

translating it into concrete scenarios.
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Our Visual Team created a program that automatically combines
several elements to generate prompts for Al-generated skill
effects for fire, water, and lightning attributes. By analyzing
existing skill effects and extracting distinctive patterns in shape,
color, and movement, it can now generate diverse effects while

maintaining the unique characteristics of each attribute.
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Our Visual Team was responsible for creating visuals that
matched the game's atmosphere, producing and collecting
characters, backgrounds, map tiles, and more. By actively
utilizing generative Al, we supplemented the amount of detail
in illustrations, generated multiple ideas, and minimized quality

inconsistencies caused by differences in experience.
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The Audio Team created an Al that generates melody patterns
based on specified impressions. Because melodies are composed
of continuous sounds, the Al program was constructed using an
LSTM model that handles time-series data and language. The
Al's training was linked to the training audio source and the user's
impressions of it. Based on the melody patterns generated by

the Al, background music for forests and caves was created.
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Our Audio Team was responsible for creating and preparing
the background music and sound effects used in the game.
We selected and edited music tracks to match the atmosphere
of each scene, and collected sound effects corresponding to
player actions and events. Furthermore, we applied techniques
such as fade-out processing to ensure natural transitions within

the game, contributing to enhanced realism and immersion.
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While the game mechanics still have room for improvement, the core narrative scenario and the fundamental framework of the game's systems are now complete. Furthermore, the integration of illustrations and music produced by the Visual and Sound teams into the game is progressing,
bringing the work to a state of near-completion. Additionally, regarding the Al utilization targeted by each team, we have achieved certain results in many areas, including automatic skill tree generation, multi-ending generation, melody generation, and skill effect generation. Future

challenges include balancing the game as a whole and maintaining a consistent aesthetic when combining assets like illustrations and music. Regarding Al implementation, further data collection and analysis are necessary to improve the accuracy of generated results.



