Research Theme

sHEF—FFTF v |

A% o] Vo
BINEENZRF DA E 21— I D i
¥ %
Highly Adaptive Computer Technologies g
BEESO |3
© F—9-—R Keyword *l\%.;:::\l%.lgm_ao 3
wEE. ATHEEADN, FFARI—YI Vb 1—HY4Y9T1—2R K. Fukui

machine learning, artificial intelligence, expert agent, user interface

© HHEDEH Application

BEnfEd. &'—LBEM. T-INAZVT

automatic composition, educational game, data mining
© B - BiFTNA3MR

o SERBFBHAEIC LD BRUWEDZTIER(L
© EHIRBEHIBIED S DI I RAHDERS

2 i AL =Rk
TR Ra R e ® ® ® >

, AL =
=] R

BRHRRENEN T B(CONT, A VI TI—RDBEICEET ST T/ A MUAP, RINLA—)L, £8F—
FICXBERAKOBENMELCTVE T, AMRTIE. INSOFERN IV E1—F TV RT AOREEDORIICH B
TENDS. ZOMERE UCENBENZR >fc AV E 21— DREFRZES TEX Ulc, DIERRE SRR F BRIl
DHEGEICKY. IO UREDRRZEELTCVET,

é BiliE )

SEBEEER >0V P2 — I OBETE. BRELOEHOFILTURL,
SBOLHOERAAOESEE . BRBHORHEZZELTVFT, NS,
A—PA VI TIT—AOT—INAZVITDEMEULTEBUDDHIFT,

CO&SBRITOBARE LT, BIEEERBEERL. #RTANHT, 1—
OB RIECE U T BEMEIET S Y 27 LRI UE Uiz, o

. WALBERENEERL. BREROBRERLIHRELEDTH Y, @g@‘ Nt

LSRR UHETHERBBER UL F—ID SHLCABERET 2FE N F"l%.g‘ 2
e Yy b
L S)

ERFELCVE T, REDEZYET —IBLOLZOERAMICK T, BE
NOEEERZ TR T RICHODHMUVWAEZER UFE T FBICHERINIARER
PAERERRR EICEDVT, HcBREROHRZRET D EZEELTVET,

(58 3 Paper]

[1] N. Thammasan, K. Moriyama, K. Fukui, and M. Numao. “Familiarity Effects in EEG-based Emotion 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).

(45 = Patent]
[1] ZHFEERBR A ERTE DS KENRBRE ERTEE RUKHBERBEERT 7075 L $55E2015-169802.

k Osaka University ISIR 7




