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All autonomous agents think and act by themselves 
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Address of thanks
I feel honored  the invitation to this famous conference.

This is my second visit to Korea.
For the master’s degree, 
I studied physics with three Korean students of  Soul University.

Now I’m working with two Korean programmers in Tokyo, Japan, 
and everyday  I have lunch with a Korean friend.

All Korean friends are kind, polite, and wise ! 

Youichiro Miyake

On Monday ~ Friday,   I’m working in Sibuya, Tokyo, Japan

On Saturday~Sunday, I’m playing in Akihabara and so on…
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Chapter 1.

Game AI Overview
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Game AI technologies will grow in this game age (2005~), and
it will mature in the next age.     

History of technologies for developing digital game
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Game design & AI technologies

Game design
without AI

Game design with AI technologies

AI technologies expand the possibilities of game design!




