
Tokyo University of Technology, 
Japan



Koji Mikami, Kunio Kondo

Motonobu Kawashima, Kazuo Sasaki, Hirokazu Yasuhara, 
Akinori Ito, Takashi Ohta, Taichi Watanabe

STUDENTS TEAM
1. Scifi_wabisabi : Motonobu Kawashima 

Robin Mariančík(Czech. R) u20017@student.osu.cz
Michal Náhlík(Czech. R) u20018@student.osu.cz

2. Character-making : Kunio Kondo, Kazuo Sasaki
Helana Chojnacka(Poland) hehehelios22@gmail.com 

Olesia Chirkovskaiao(Czech. R) U19070@student.osu.cz
Sabina Akhmetova(Czech. R) u19086@student.osu.cz , 
Botakoz Temirkhan (Czech. R) u19075@student.osu.cz

3. Game and Sound Design : Hirokazu Yasuhara, Akinori Ito, Koji Mikami
Matthew Kounechongprasert(USA) Z1825302@students.niu.edu 

Romane Rakotovao(TUT exchange students from France) 



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)



Team Project and Lecture

TEAM Project
1. Scifi_wabisabi : Motonobu Kawashima 
Robin Mariančík, Michal Náhlík

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



Tokyo University of Technology, 
Japan

1. Sci-fi Wabisabi team
Motonobu Kawashima

30th April,  2021



Progress of Sci-fi Wabisabi team
Creating 3D Asset
Character, Background and Props

Implementation on UE4
Developing scene and adjusting lighting and materials

30.April



Design Documents

30.April



Design Documents

30.April



Assets

30.April



UE4 Implementation

30.April



Tokyo University of Technology, 
Japan

2. Character-making team
Kunio Kondo

30th April,  2021



Progress of Character making team
From Sabina Akhmetova
We decided to make 2D animation, but we will be using some assets in 3D in the 
animation as well. 

Helena progress :
For example, some parts of the background. I believe, Helena works with 3D models 
right now and will be able to show final models until 7th of May. 

Botakoz and Olesia progress:
We are waiting for the response from Botakoz and Olesia to help with animation, but 
for now we are also drawing some assets that will be used in the animation itself. 

30.April



Check list of  Character Making Progress
[1] literal information
[2] Visual Design of Characters 
[3] Visual Design and  Character Setting
[4] Posing and Facial Expression
[5] Character correlation diagram
[6] Character List
[7] 2D Character Design
[8] Setting and background of Content (3D assets)
[9] Storyboard, Lighting and Camerawork
[10] 2D Animation and 3D assets 
[11] Summary and your comments 

Fill out the Character making template

2nd April

9th April

30th April

21st May

28th May

7th May

30th April,  2021



2.April



















references
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Japan

3. Game and Sound Design team
Hirokazu Yasuhara and Akinori Ito

30th April,  2021



Progress of Game and Sound Design team
Survey References
A gamer’s Brain: How neuroscience and UX can impact Video Game
Design - Celia Hodent
Game sound an introduction to the history, theory, and practice of
video game music and sound design - Karen Collins

Survey Games
Analyze the actual game based on the references



Sound Design
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1. Scifi_wabisabi : Motonobu Kawashima 

Robin Mariančík, Michal Náhlík

2. Character-making : Kunio Kondo, Kazuo Sasaki
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3. Game and Sound Design : Hirokazu Yasuhara, Akinori Ito, Koji Mikami
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Asian Forum on Graphic Science 
2021
6-8, DEC, 2021, HONG KONG

HTTPS://AFGS2021.COM/

OUR Proposal of 
the organized session and virtual gallery
on Monday, the first day of the conference.
Session are FS2 and FS4.

Presentation time of each university is 
20minites with QA



AFGS2021 Important Dates   ( https://afgs2021.com/schedule-and-deadlines/ )
● Submission of Abstracts: 30 June 2021 (30, May 2021)  one month later.
● Notification of Abstract Acceptance: July 15, 2021 (15, June 2021)
● Submission of Full Paper: 31 July 2021 or 15, August 2021 (31, July 2021)
● Submission of Final Paper: September 31, 2021, 15, August 2021     (31, July 2021) two week later.

PAPER submission:
1. ABSTRACT for Papers
https://afgs2021.com/submission/
AFGS2021 Abstract Format Instruction (Word file)
https://afgs2021.com/wp-content/uploads/2021/03/AFGS2021-Abstract-Format-Instruction.docx
2. Submitting Full Papers
AFGS2021 Full Paper Format Instruction (Word file)
https://afgs2021.com/wp-content/uploads/2021/03/AFGS2021-Full-Paper-Format-Instruction.docx
The full paper must be original and unpublished anywhere else, ranging from 6 to 12 pages.
I recommend 6 pages with many images of students' work.

プレゼンター
プレゼンテーションのノート
Dates in brackets is AFGS official.
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