BEILAEZRF DOV Ea— I it DREF

Highly Adaptive Computer Technologies

T

.............................................................................................................................................................................

RN | AEF—F7IFv HRE | BRES R
Department Architecture for Intelligence Researcher M. Numao K. Fukui

.............................................................................................................................................................................

foo—p\ EEEE. ATHOEA). SFPRI-YIYh, 1-Y1Y9TI—2

Keyword machine learning, artificial intelligence, expert agent, user interface

uopwIou|

.............................................................................................................................................................................

GESE \ BEf. S—LAREH, F—IT(=VD

Application automatic composition, educational game, data mining
R R R ER P }—%
B et (e A1t
- N
B =

BERGRBENENRTDICONT, A VITI—ADBEICKERAT DT T/ ARVRAP, ZINLAX—)L. $EFT—
FICKDIEMHKDEBENMELCTVE T, AARTIF. INSORRANIVE21—I VAT AORBHMEORIICH S
ZENS. TONRE LU TCHEDRENZF >V E1—IDRFEZED TEX Ulc, DNERERESERENF Bl
DHEGEICKY. IO UIEREDRRZEELTVET,

B 158

o EFBHEEEF O LIV E 1 —I DFEF
o EHIBBEZ UTc T — I h S BRI ZRR I 5 FADRFE

RiTNE

FEREZR LIV E 1Y DX TE. BFREDICHDO7ILTUX
L. ZEDREHOOEENHDOESLGE., BRREDEHREZESELULTCVET,
INBEF. IS VI TI—APT—IRAZVTDHEITELTEB LD
DHFRT,
COKXDBREAMOEALIE LT, RRMESHEZIREL,. HRTUDHT,
1—TOEMEERIBISEING L CEBEMEHMZETD VAT AZBFRELF LI,
e, BEARBEHRZEEZEAL. BRZRDERZELEIMRZED TS
U, EZERBZFCHETIEMBRMEEZE LT —IDSFIBAHERER
FRFEZERELCVEF T, AEDEEYET —IBLOEZFDOERAHIC
KoT. BENOEEEMEZEFATZOOHUWAEMERELEF T, Fio. FRICERINISRAIOEEERRE
[CEDVWT., FicBEROBEZRET D EZBIELTVETD,

HENOZE-HFINDIIR
© BB & B ERIBORMEL
o G EIEIBED OB BABROES

(58 X Paper]

[1] N. Thammasan, K. Moriyama, K. Fukui, and M. Numao. “Familiarity Effects in EEGbasedEmotion Recognition”,
Brain Informatics, 1-12 (2016).

[2] V. Vachiratamporn, R. Legaspi, K. Moriyama, K, Fukui, and M. Numao. “An Analysis of Player Affect Transitions
in Survival Horror Games™ , Journal on Multimodal User Interfaces, 9 (1). 43-54 (2015).

(4% 3F Patent]
[1] #5FE2015-169802. [ i FEEUX A EHEH X, RHBIREBREEETRE RORMBREBREEEE /0774
N r

) 0saka University SANKEN





