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Abstract - In recent years, the diversification of digital content that utilizes the new information technology is
remarkable. But, the user is little opportunity to be aware of the development environment. In this study, through
the development of digital content that is intended for Department of Information Systems of Bunkyo University, it
is intended to try a new promotion of learning at the university using the digital contents and the development
method. In this content, as well as create a digital content to introduce the keywords of learning at the university
through the 3D rhythm game, summarized the way of the project in the development team. This 3D rhythm game is
using a head-mounted display and headphone as output interface device. We have created a cute character of three-
dimensional computer graphics model with the motif of the professor, added a motion of dance in this model to
dance and sing in a virtual space. The user is using the input interface device that mimics the chemical light with
the acceleration sensor, get to the point in this game by the operation in accordance with the rhythm icon that comes

flying from the screen back to the front.

Keywords: Rhythm Game, Promotional Media, Development Project, Text Mining, and Character Design

1. WROEREEH

T, ~y YUV N T A RATLARAY— N7 4
DEHRE, FLWERERAER LT o2 ra s
TUYDELIZERELVWLORH L. LirL, TD
BAREREEIC O\ T — PR EHRT 21T 0. AR
1%, SCERERE RIS RS AT 22 2R e LT
CHENAT Y OREEB LT, O LT
EERWIZH LOWKRETOERO S0 e — 3 ViR A

H5HLDTHA.

IHNETORETaET—Y 3 VOFIEIL, A5 mik
oA v A=y FDIKENRETHHT-. KRarrry
TiE, 3D U R AT —AL%E L CEODOF—T— K&/
TEHEFVE AT oY ETaE—a Y —LE LT
RETDH, Rary7T oY TEETL2Y AL —AZE LT
TRETORDER270nE—ar$T5LEH10, TOM
FKBRICBITLZF—LTOTaV s N TEELDD
TEITEST, HEINART T KA A=V O EEIE,
HTEEEMETS.

2. RBFZ7AFKLFODIHF

KarrF ook, EEBEEMT + A7 A (Head
Mounted Display, HMD) # M\ /23D U XL —ALTh
%2 (K1). ZZTIEHMD & LT, OculusRift DK2 % ¢
Ml TrEe—yaroxgl22%8HCHBT 5K

o LHEORY EWFEE W 2T 258
*1: Department of Information Systems, Faculty of Information and
Communications, Bunkyo University

FHEEET—TILETA VX% T 7 4% 3 RoLE
TNAHELTHEL, ZIIF Y RAE—Va &L T,

RAZEM E TRV 2L LT 5. — W E
TV ELOTIINTA FEBLIZT N REHNT,
HEE O FRICRA TS 2 AT A4 2 ilgbE T
BEETAZEICE ST, RAV MNEH/EHIENTES.

AVETIarOBLLTF—LENI AT 4T EHND

ZEikoT, 2—VFIZEERNICEF L TAYE—VE
fzbllbiz, MVEBELTLALTHLI72HIZ,
~UVHIEERITHAZ L & LTz,

3. ZFaPzy FoORREH

AKars o YoORBIEIF—2E 570y hTE
MEL7=. A2NX, 7Yzl bRk —Uy N 1 4, 7
nrI<inl14, THEAFTN34, YUV RTHFAF0
14064 THD.

A=/ N g SRS & Sl = BE /A N N S
Va— VEOEBRREFEHL, eVl FOTRT
DVERETKT LR LGB EATY, TRy NEERT
5. THAFE, v T77F8—THF AL, Thziic
L7Z3DETV Y, =Y a TP, A ¥ T x2—
ATYA IR EEITS. VU RTFAFIL, UXAS
—LATHEATHEIME, 2T U VICRBERTNTOY
T RET 2l NEERT D, Ters I, THEAF
Mo ENo TE TR RT —FEHELEESEL L L
%t,:y?yV’4V&§7v3y%mT

Talzl NETICHTZY, KR RX2 A NERE

766



M1 =7y offEREE
Fig.1 Operation Screen of the University Idle Project.
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Fig.2 The Character Design of the Faculty Motif
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Fig.3 3-dimensional character modeling in Light Wave

| 'i .;xv»rj 7

7 FOOF—U—RIZLDYVALT A2
Fig.7 Rhythm Icon by Faculty Keyword
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Fig.6 Modeling to Stage in Metasequoia

768



EXX T/ HZOF—TU— K2 XLT A a2t LTER
L7z (|7).
INOERLIEE—Ya v EMLIEXY T 7 XET L
RAT =D 3 RITIBIRET IV, VURXLT A 2L RED
QWA F T = — AWM, K ET LT LI, )
RERY, FHEBFMERDT—FERERBEREETHD
F=hxT Uy ETHEETS (K8). AT, F—2a
TV LT e MEATRTIE Unity %, BT
X UnrealEngine 8¢ L, &7 —Lx=> V> ETA ¥
FUvarEET IR s T ARk L.

5. AVTUYDEMEEAVE T =R

KarrFox, fEHNIT A AL LT HMD %,
BERH DT ANA AL LT~y 7+ U EERT S, 22—
F—ix, HEFEHRE L OIRERINDI YT I H LA
T=Uk o0, ERIERCHNAIHMEHE, a7
UV ETFVATHI L ERD. Fln, URXAT AT
K UTOMEAFT NA AL LT, 3 BNEEE Y%
Bowi VEar2dBLEbOEERTS. ZhiT,
ZI—FRNEERNORKT DV ALT A arOF A Iy
TWIHECTT A, RERY TATIMELZTRST5HDOT
H5 (X9).

=L, ZNUOOAHNEREEER LR, A4 —
FEEHAERT, ¥¥Y 727Xl 7 FEEIZBWNT 94D
Xv T ENSRT =D E BT HEEDOF
¥ T U AERIRT S, SRR 5L, B F—IC
BIRLIZX Y T 7 X DT —7 Lo BB RFFOX—
T—FRQ, VALTA a3 b L CTHEEER»D TR A
TL A, 2—HWiE, ZOURLT A arpymmfion
—YNEERSTRHT, XA I T ALY TEEATD
FRARERYTATIET, BA L M 2HBHZENT

RITHFAIIA = TITLDF YT 7 ZRIF—TU—F
—%
Table.1 Keyword List of Each Character by Text Mining.
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