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The project is divided into two main
'groups: the games group and the video
group. Both groups aim to introduce Al
topics in an easy-to-understand and fun
way by creating short videos and
mini-games.

The "Al in Play' project is an
educational initiative aimed at
developing Al knowledge and
competence through

} engaging and interactive media (short
videos and games).
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Our video team aims to deliver the specialized and complex field of Al in a
way that anyone can intuitively understand, leveraging the power of visual
expression. By carefully crafting visual direction and composition, we
strive to simultaneously provide viewers with “clarity” and “interest,”
creating an experience that serves as their first step into Al learning.
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How does Al find the answer? We can reply to that
question with a game! Learn the mechanism of state
spaces and search with the "8-Puzzle,” and experience the
A* pathfinding algorithm with a "Minecraft-style game". By
comparing your choices against Al calculations, you can
learn and enjoy at the same time as you deeply understand
the contents of Al.

Al in Play YouTube Channel
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Al in Play will continue creating games and videos aimed at beginners in artificial
intelligence. We particularly want to create games and videos about Al fields different from
the one covered this time. Furthermore, we plan to have the games and videos we create
used in actual classes and receive feedback on them. Based on this feedback, we intend to
update the games and improve the videos.




