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Enhancement of User Experience and Sustainable Game 
Development

・ Research for...

Efficient Character Making (Kunio Kondo)
Innovative Game Design (Koji Mikami, Hirokazu Yasuhara)
Interactive Technique / XR (Takashi Ohta, Koji Mikami)
Visual Design (Kazuo Sasaki, Motonobu Kawashima)
Sound Design (Akinori Ito)
High-end Graphics (Motonobu Kawashima) 
Game AI and Engineering (Taichi Watanabe)



Sabina Akhmetova: portfolio



Olesia Chirkovskaia:  portfolio



QUANTUM INTROVERT
The following images are in-engine screenshots from my bachelor’s degree UE4 project. The final result 

was 　 a VR experience of an art gallery on a spaceship.

Robinn Mariančík : portfolio



Research proposal



Research proposal



Interests Area of Lab. Students

Robin Mariančík:High Quality Asset Production Using UE
Michal Náhlík:High Quality Asset Production Using UE
Helana Chojnacka: Small Apps, Sound Nobel, Animation
Olesia Chirkovskaiao: 2D Animation Character Design
Sabina Akhmetova: Character Design
Botakoz Temirkhan: Animation, Illustration, Concept Art, Character Design, storytelling
Matthew Kounechongprasert: Modeling, 2D/3D Animation, Sound Design
Romane Rakotovao (TUT Students) : Game Design, Emotion Design



Team Project and Lecture

TEAM Project
1. Scifi_wabisabi : Motonobu Kawashima 
Robin Marian ík, Michal Náhlíkč

2. Character-making : Kunio Kondo, Kazuo Sasaki
Helana Chojnacka, Olesia Chirkovskaiao, Sabina Akhmetova, Botakoz Temirkhan 

3. Game and Sound Design : Hirokazu Yasuhara, Akinori Ito, Koji Mikami
Matthew Kounechongprasert,  Romane Rakotovao 

Lecture 
Lecture from specific area from Professors.
•Game AI, Game Design, Realtime Graphics Technique, Interactive Technology, Sound Design,
Storytelling, Stylized Anime Methodology and so on



1. Scifi Wabisabi Team (Motonobu Kawashima)

3D Game Scene Production
Develop Realtime Demo of Laboratory Scene Using Unreal Engine 4

Science Fiction High Quality Look
Wabi-Sabi Style (Japanese Stylization)



Example of Wabi-Sabi Style



Example of Stylization

Intentional editing of vanishing points”Nausicaä of the Valley of the Wind” Studio Ghibli 🄫
https://www.ghibli.jp/works/nausicaa/#frame





2. Character Making Team 
Character Making is an action to create a character(object) with own personality and able to tell a story.
[1] Lectures
    Introduction to Character Making based on DREAM Process
    CG and Content Production Technology for Character Making
    Photogrammetry for Character Making
   Japanese Characters of Traditional Game and Animation World
[2] Exercise
   2D Character Making based on DREAM Process
   3D Character Modeling using Photogrammetry
[3] Project Work
Requirement:
 1. literal information :  Story and Plot, Character literal information 
 2. Character Visual Design: Pose, Facial Expressions List
      Collage, Sketch&Coloring,  Pose, Facial Expressions List, etc.
 3.Storyboard
Optional:
    3D Character model, Animation
  



2. Character Making Team: Student Work 



2. Character Making Team 
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2. Character Making Team: Research 



3. Game and Sound Design Team 

• Learning sound design methods and game design methods
• Practicing novel sound design and game design methods
• Prototype creation and implementation using Unity3D and ADX2
• Demonstration experiments

A sound source management system for sound design in AR.
•Selecting the playback method and changing the 
playback method during execution.
•Place sound sources in the AR space and test how they 
sound.
•Test computation-based playback methods such as 
localization calculation and sound field reproduction.



3. Game and Sound Design Team 
Dynamic Difficulty Adjustment for Suitable Game play
•Procedural stage generation using EEG of real-time play
•Horror presentation adjustment system based on heart rate
•Other methods: Voice Feature, Gaze, Electromyography and so on.

Henry D. Fernandez B, Koji Mikami, Kunio Kondo ， Adaptable Game Experience Based on Player‘s Performance and EEG ， NICOGRAPH International2017, 
http://ieeexplore.ieee.org/document/8047384/?reload=true
 Henry Fernandez, Koji Mikami, Kunio Kondo ， Perception of Difficulty in 2D Platformers Using Graph Grammars ， International journal of Asia digital art and design ， 22(2),pp.38-46, 
https://www.jstage.jst.go.jp/article/adada/22/2/22_38/_article/-char/en

http://ieeexplore.ieee.org/document/8047384/?reload=true
https://www.jstage.jst.go.jp/article/adada/22/2/22_38/_article/-char/en


The work completed so far…

Just Started 



COMMUNICATION

Mainly, we use Zoom and Slack

15th Jan. : Kick Off Meting (ZOOM) Introduction
End of Jan.: Submission of Research Proposal

5th Feb. :Meeting (ZOOM) Team Forming
5th Mar. :Meeting (ZOOM) 

Each Team Start Discussion From Mid Feb.





NOTES / SUGGESTIONS

I would like to fix and announce the schedule of students project



Thank You





『未確認で進行形』
© 荒井チェリー / 一迅社未確認で進行形製作委員会

Our proposed methodAnimation with Cartoon Blur

Real-time CG using Cartoon Blur, WANG yilong, Koji MIKAMI, Kunio KONDO ,2016.2
　

WANG yilong, Koji MIKAMI, Kunio KONDO , Real-time CG using Cartoon Blur method, Proceedings of 2015 Annual Conference, Digital 
Games Research Association JAPAN, 2016.2  



Simultaneous drawing of blur and outline is needed

Real-time processing of model deformation and Outline drawing

『未確認で進行形』
© 荒井チェリー / 一迅社未確認で進行形製作委員会

Real-time Outline blur

Real-time CG using Cartoon Blur, WANG yilong, Koji MIKAMI, Kunio KONDO ,2016.2
　

WANG yilong, Koji MIKAMI, Kunio KONDO , Real-time CG using Cartoon Blur method, Proceedings of 2015 Annual Conference, Digital 
Games Research Association JAPAN, 2016.2  



Number of Blur ： 80    parameter （ length:0.1 Outline:0.1  Distortion thickness 1.2 Smoothing Iteration 6
）

Real-time CG using Cartoon Blur, WANG yilong, Koji MIKAMI, Kunio KONDO ,2016.2
　

WANG yilong, Koji MIKAMI, Kunio KONDO , Real-time CG using Cartoon Blur method, Proceedings of 2015 Annual Conference, Digital 
Games Research Association JAPAN, 2016.2  



Number of Blur ： 120    parameter （ length:0.3 Outline:0.1  Distortion thickness 3.0  Smoothing Iteration 
6 ）

Real-time CG using Cartoon Blur, WANG yilong, Koji MIKAMI, Kunio KONDO ,2016.2
　

WANG yilong, Koji MIKAMI, Kunio KONDO , Real-time CG using Cartoon Blur method, Proceedings of 2015 Annual Conference, Digital 
Games Research Association JAPAN, 2016.2  



Outline with Variable width
(c) 藤子プロ・小学館・テレビ朝日・シンエイ・ ADK

outline
(c)LEVEL-5/FC イナズマイレブン GO MOVIE 2011

Shape Oriented Line Drawing, T. Matsuo, K. Mikami, T.Watanabe, K. Kondo,2009 　

Takashi Matsuo Koji Mikami Taichi Watanabe Kunio Kondo “Shape Oriented Line Drawing in Real-Time 3DCG” SIGGRAPH ASIA 2011, 
2011.



Shape Oriented Line Drawing, T. Matsuo, K. Mikami, T.Watanabe, K. Kondo,2009 　

Takashi Matsuo Koji Mikami Taichi Watanabe Kunio Kondo “Shape Oriented Line Drawing in Real-Time 3DCG” SIGGRAPH ASIA 2011, 
2011.

Real-Time 3DCG
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