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Figure 1: (A) PCG boss. (B) RCG boss.

6



Tl 47
THAHIE

YR LUAEICERT 2MHET—2 kA, JOvIZEHOEE
ZAETZHHWREETIL (IMM) ZHEEHEEHTICA L.

FERNAZH RY) 70V VEBZERT A-0IC, A5
it (PCA) Z2E=m L TEH@EFRZE ST LI

il

5

- AV O EHROH
SMEBDTO T 4—)b, T—LEARKRER, etc
- iCFRZEROH

R MEE LS, THAY, BAR et




|l

Rl =E

ST, WMHEFBR
PCADFER, 4 DD HR—x2 FHAHIEH IS

1:THAY, ZBLEICETIEM~AOREDELED

2 MEREIZL DAY MIBETIHEEHDET LD

B:BELHZEDE LD

4:7—LDT LA FHHEDEELED

XBABICOVWTHOEEEILTICEENTEY, BRICEREESETEHA 1=
SEEHONT-RAIEREDE AN HEENFOoNLS_ELTMND.

—




T IR =<

|l

T \I' ——
1L >
J 1.
Technique Profile Developing Games Gamer Profile Girougp
More than Less than Target Mon Targel Gl Gz

Pla Developers Meutral e S,
AVEES SEVEIEPEIS )0 hWeek 10 hoWeek  Audience 00 Audience  (ROG-PCG) (POG-RCG)
Came RCG 4182323 4382152 4052527  d5TEl9F  ASTEA36 332a223 5332277 d162203 Q322283
Doration | PCG 2104202 1542055 2304206  L34e068  15E£050 L01s138 2132234 2212235 L792093
All 3124261 31B42E5 2962181 3224283 2052218 | 307333 2624192 37343 L9277 05244
RCG 0332039 020033 032039 0362035 020 0252032 052039 DALED3E 0226034
Won rate POG D7a0d 071404 0peDAZ 094026 Be0 0684036 0952016 076604 0662030
All 052£043 0522043 05Le042 | 0452043 oesx0ql  [JPEGIEEINEERGY 050:042 04042
o RCG 52R4L59 3754191 5994173 S44£163 284148 5E6«142 5612138 G4R&131 5334203
”_ﬂf‘n POG 2E4+Z 358231 614225 2062134 622170 1414106 172409 POALT 16 B14L2D06

LI }'
All 4232221 4064217 4674235 | 454218 3754226 | 454237 4644200 3674228 4024718 424223
ROG DFEENERY 4532160 5228166 4632079 ARER1AZ 464223 AT3LLT  ATA£1S4 417Gl 5324153
Design POG| BSSLIMF | 3542148 35815 3672045 3292151 327146 357204 1564162 332147 3T8x145
All 4132167 404263 4362178 d1S2160  0E2D1E5 3032191 415:lsd  d15:167 DS EEEEET
ROG DEESEIEEY 4134205 4962176 d184108 4662203 424217 4294106 dATE209  AD9+182 4642207
Fun PCG| S4eL8] | 3382180 3462167 3392073 3412201 Z1elM 3572165 156420 IMelE 3702170
All 38B£195 3754199 421+185 3794180 4032200 3058200 3034152 4014209 | 3574181 421419
ACG 4352198 4002216 5042123  dLl1:D06 4752201 3646198 4432175 4474228 AIT2LEd 4552216
Immersiveness POG 4065181 4062178 442:194 4162166 416821 342227 4382158 4112197 4072171 4262104
All 4262189 40B196 473e162  413e18  4d722ed  PEEEENDAEIENEE AEREENTY 4124176 4414203
o ,  RCG 20054275 1202136 4158417 2052321 1932177 120164 202357 2204193 FI62Bds 1612167
'f’_’:"']’;" POG  177£223 862807 3362156 1604056 1442155 1232170 1772170 1364133 15£172 1604135

g

Al ameers SRS  1s0:os1 l6se6s 1224157  1ER£27F 170+ 149 1924274 1614150
Commene  MCG ZBELSS  2ALEL6 3426107 LG4s150 2754153 L6182 238kl6 333119 L6lsle2 2762151
Type POG 2552167  194£l63 3672116  232e17  Z562171  L6«Z10 2382175 267215 1094162 ET621T3
all 2eserss |[EIEIESSEEY | sl 2ecele  [JEEIRESERNEGINEERSE  :cseloz r7ealel

Cohen’s d %,

1LV=5

Technigue Profile Developing Games
(RCGwvs  (Playersvs (= 10f/week vs
PCG)  Developers) = 10k week)

-er.mu'. - (MG 0.103
duration

Gamer Profile Group
{1ws2, 1vs3, 2vs3)  (GlvsG2)

{0.203,-0.213 -0.448)  0.051

Won rute _ (L0 10 0454

g 007) 0553

B 0.272 0339
difficulty - ’

(-0L067 0563 0.448)  -0.009

Dresign 0.760 -0.194 0.039 {-0.128,-0.125,0.002) | S0.457
Fun 0.501 -0.235 -0.125 (-0.418,-0.417,-0.044)  -0L335
Immersiveness 0.102 =347 -0.177 (-0L527-0.379,0.060) 0,151
Comment ,

0200 6l {-0.261,0.338,0.046) 0.141
Length
Comment

0168 -0.541 =(1.460 =0.405) -0L257
ame (o408 0

:701/ /f H%':Fllfﬁa H%?_—%ia
_KEBLEWNVDDHSH Z &

H-
>

FzORKA

Ve WANPCGERCGICS

XHEVWVHAE NS

?63\75\

i




D|IL“
I~
A
=<5

S

o 2, 7"“*7“4 v, BEARKIC F'asElTé X fitT D 2=

B 22 (JPCG, 7-47“4 /t‘:m/x)\uliRCGd)ﬁb‘ I- O 6%?5%&7:;972.
ATl FE & &

BEEEIIPCG, TNLUNDERIIRCGOANNENRH B ELND T EMN
PREY TMHoT-.

10



ROB L O ZF o EZE

J—F O ITRAF I
RQL: A —LICEWTHEMIZY 7 by 7 EEKT HTIE,
BT—LODHRINOIREICEEZTSZHOMN?

0 Z  HERABICK D TERDIEAANELG 1128,
RSNDEBEICEEZEATVWSEERAD.

= Bl R AT AVED

LYy

RQ2:EFlT AENDTO T4 —ILHAELBE, Y—LDREFME
BRH50DM0"7?

Z BELET—LERUNOEHN S DO 0 —ILERIZK S5

O
ETHERLGEENERETE AN o128, FMmEBEO IO 4 —ILH
SEICEEEZSZ 5 EIEEVUINAL.

11



25 G am

ks
- FITHRGETODEE

H—LIZEWTBHRBAETLAVIZENEDL L ERBINDIEWSBSaAN
HD. FOEPCGHIS VA LMIZFHFLWLWIAVDTUOVEILITAE VWS ATERMTH
HEEZONS.

- SEIOEE

RCGODFEHIIL LABENGZA D TIUOVEENIL, PCGGEYEENE-TDZEEHA
H9 WD ZEME@MmM LMo,

fd: I:IlLa\ I:I% 0) % 75\ o

SETCOMRIIWRHREZ I LA VIZEK > TV =1=8.

O IAEEBIRTELREBRZT o186, EITHARDBIEN—FKRIZE S TIEXGEL
CEMNBALMIE ST

J?

12



+ =D
IPA pht

NETODT—LY I Iz T7IRIZETHa0TUYERRBDEZLC
X, VIFDIT7IZDEMEERTRKOONIANRA TSV T 4R
IZEMLTWVEMN o=, (RERDIETR, Z51%E, 7471, eto)

AKAETIET—LDREIRELERIN-EEAEZZTHME L TEER
TR, AVTUOVDOBHANERIZITERIZES ELVD R
KDBEHRICRT HERENFoNT-.

SR RAEAOERSMZRI MG REREZRI IENTEL.

13



A%

| WERE A—LOBREICE-THEOENHY ZS.
- B AR EBEOAICKDEESDTBHOM
s a—T 40 —LLY, RRELISNTIZE S TDOH

| GUIBEDHIEICEZ BHE S H

= RCG 7&*”4

1L CGUIYERL? =LLMFIBERILC ?

B N YRR B EDFRIEUME DS E 5.

14



	本編
	スライド 1: Game Software Engineering: A Controlled Experiment Comparing Automated Content Generation Techniques
	スライド 2: 背景
	スライド 3: ゲームとソフトウェア
	スライド 4: PCGとRCG
	スライド 5: 評価
	スライド 6: 評価
	スライド 7: 評価分析
	スライド 8: 評価結果
	スライド 9: 評価結果
	スライド 10: 評価結果
	スライド 11: RQおよびその回答
	スライド 12: 考察と結論
	スライド 13: 考察と結論
	スライド 14: 所感


