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Real-time automatic generation of game music by Al
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1.1 BIE (Abstract)

The goal of this research is to devise a way to automatically generate game music with Al in real
time. Ultimately, we would like to find a way to add game music to user-generated game screens. This
is because I thought that there are many people who are interested in composing music, even those
who can create games but not game music. In this research, I mainly used deep learning using Keras,
which can learn relationships with images. As a result, we were able to discriminate between the two
types of screens and successfully sorted them into two different scenes. However, the aforementioned
final goal has not been achieved.
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