TR 2R
IPSJ SIG Technical Report

Vol.2017-CG-168 No.12
Vol.2017-DCC-17 No.12
Vol.2017-CVIM-209 No.12
2017/11/8

R—h—I2BTHRENSHFOFERKC AL

s

BT AERSS T PRI R

= LA

BEE 04, ALICEIT DL E LV, BRICHESOR e PORERBH 7 — LB 5 ALIdE b2k <Y, K
— =72 EDORGEEERT — 20 Al b (LA IT TE TV, LvL, RESERS —L0 ALITEFBEE2 %<
ZTEY, FCRBEHRS—MCBVW TEHEEARAERE TH AT S ICE L TH > TS, T2 TR TIIRGES
BT — AR 2RI S ERERD D120, RIEVPOHTFOTFEREL AlZIET 22 2L,

Poker game Al read our faces and
see through your hand

Hoshi Mitsuhiko™*  Abe Masaki'!

1. [XC®HIC

REEFERTS— L LT, R—=D—REDH—KF—10D
ko, Y=L —NT o T LA VY —RDIERN 4
THEESN T RN —L2DETH D, FHERHE L V-
SEEERS— A L ITEV, HTEOTEEEICHT I 2
TEP, RSN TV DI DLTDRIERNSL T LA LR T
bRV T, 7D LAY —Tho THEKIIIED
CERHD, INEDHF—LDAITIE, TAT 4y R
NI 7 — LW THIThLTWbET (— T T —=
7 (EEEE) Lol TARME O] oS 1A
FEEFZLTOL E 0oz ATRE W, ZORE & LTI,
INHOEEICHLIHTIZBEBNT, AHOf-oTEFr
FEBERL T O THD, LhL, ZRHDF LA 135h=R
FEROT VLA THY | BRTSIEERBD 720,

T, EBEOFR—D—F—ATHEbLLTWDLT 7 =
v 7 ThDH HEFORENPOHEFOFL ALK ICHEBL
oo TOT 7= 7T IVEMREN, BEDIMIL T LA
Y—OBNPOMHFOFERKELS Z b T NVIEEND, T
NERET VA P EERICIT> CLETEIOZ & T, X
v hYAX BEFEOKREZ) LT VAICHET DL
DL FRFEOEARS  HEOB XX DO FEIH D,
TaRLtoT LA TIEbEVFEHAINDS T 7 = 7 Tidi
WA, T a TR W T LA =T H 5 DS SR/ THE
WWESTRICHTLES Z&HEL, EFX¥F—FLETHT
LA THBET B & 2R LDER L R>TWN D,

FZTHFORESVBICL > TFE R Al ORRE %S
AP, FIANIC Lo TFEHRIT, Bl Z 8137
DOFTHLELWNEIND, o, HIFEOATHLHFOT
ERELS LIS AETH DI EEIND  ENLERE

1. HFOR LR RERAT 4 7 40
Tokyo University of Technology
a) m011438553@edu.teu.ac.jp

(© 2017 Information Processing Society of Japan

Watanabe Taichi'!

Mikami Koji'!

HFORFIZ L > THFEPARD AR Z AR L, €2
SHSOITEAZRET D Al 25X, HFL OB &%
RV D Z ENAREIC R D B R T,

2. BREFE

AR CIE, HORBLHEOBE 2 5H MDD
[Kinect for windows| & L., R HRT —LDRE
ELTALICIEA— I —28AT 5,

2.1 Kinect &%

Microsoft fEMN BB ENTNDE TV = AT ¥ —RFFH A
RIS THEENTE HF 34 2 (M 1)T, RGB I AT,
IR AT O OREEHINTWD, Tz Ll e
WREOT —HEBHETHZENAETHD, £, HigL
EEOTFT—2 L VEBROT—2E2BETLLLAETH
%, %= LT, IKinect SDK 1.5] LAF% L ¥ TFace TrackingSDK |
WSRO TH) TR Mo Rl of@EE2BEHETELRIICR
S7 2] .

FIMEZ Y E LRy b
IRE— el i A

RGBNZ—H AT

[%%ﬁtxa

1 kinect

22 R—HAH—H—LDIL—)LICDNT
R —HF = LD —IZHDONTER, L LTARE




TR 2R
IPSJ SIG Technical Report

EHEWT—LD Al ZHFRELTCODTA T4y Ry
7 —OOWRE[NEF L 77X RAF—NT Al OL—LT
72, 17747 —KFka—] OL—Laz8HT5,
THFYREBE—LT LA

BHEOVOFIT M DOHRT, BITHAR I THD THED
PG U RO, B0k E LTHATIR—h—
Thbd, THUFIAERER TR, HRAFERIh T
555, X VHEAEVPRGEL 2 DR E RO,
274 T h—FKFR—

BHWOFMLIFBARET LT, YV OI— Rl s
LTHEREICEEELS, 20#%, IBFZT LAY —i3gx
REOH— FEEAZICHICEES . TOHBERLZTWL
s h—FEjlE, BHooks LTBEATLIR—I—T
HbD, BEHARANIL > T—FHYHRDHHNL—VTE
59,

AR TIEBHLAT LI OVMFOFLZHLZILICIED
D ANTND, TERVAR—ILTAIRDLE, HEOF
DU HERRENTWAERICI > T Al LD
D, FHIFARFRTITHE LS W EEX, 774 70—
FRe—%28 3422 LIl
2.3 RIEZH

A [alX Visual studio C# TRIFEA T % [FaceTracker)
(K )% 3 5, FaceTracker &%, BHEIONELMH X IC
Mz, RIEICHETLHEREMGETL2LENRTELHDOTH
%, FaceTracker TEHGFTE LHIZS 2H 5,

& HFHOHAT ETONE

B D [EHREE K

BH A O IR

BEDKRA > b DOJERS

FiE&#FKT /X7 A—#fE (Animation Unit)

Z O THIZ T Animation Unit] Z {9 %, Animation
Unit (LLF AU) & 38k L7 BHIE ) AU 2183 H O T,
PIFD LS flidiKd 2 LN TE B,

1. EEPBEOCTHBESWN

2. OBBAVTHDEAWN

3. BEBIISIEHIILTWDES
4. JBEOAIE
5

6

AR ER-TND, FAR> TWBES
. BBOME
INHD AU ER-1~1 O TEILL, ZOEESEIC
FEEZHNNT D EEENET D,

(© 2017 Information Processing Society of Japan

Vol.2017-CG-168 No.12
Vol.2017-DCC-17 No.12
Vol.2017-CVIM-209 No.12
2017/11/8

ZNHHAUETH B,

2 FaceTracker
Fo, INOLDEESBICEREELHRT 503, AU HIZT
TEHRBEOHW 2T HITIXELHL, EOZRA  FOJE
BEHMN< HAID . W45 L2 Uiz, FICHEERL
TWLEHAIFEOE X LHOREN, NOEXTHD, K

BORICIEN 230 NEKE BT A, EEnfns
ERB LS BB, HYEORTIE, BEDED
B BB A5 Lo RS B S, L, ERHRE
R IE  TH BT, BERERT Th 3,

3. F&o

BUR, R—H— D/ — L3P E L, Kinect for Windows D Eg
BEMEHLL CT& T 5, FaceTracker CTIXEHOR# N, AU
B, &HRA Y NOMEREORRFRE TERETETND, K=
— = LADOREERNEETETWRVOTRDDFEES
LT 5, SBOBEE FEHIZOWNTIE, RIERHE LV
EREC L, REOHINZ T Tide . REPDEVOES
WEIELA (BAV) OEGWEFHET S, TUOLDOENS
AlDITBNERE L, LAY —LBAT LI L Vo — A
BED, o, RIGEHAID AL HIE, ZOfHE -7
FEPOLHTFZDERD LWV BRITE| & OFEEHME L
TW5,

SEXH

[l TA4T4y RN T7r =BT =00 IIRNERERT—
DTBIT 2B T T LA D5 OURETRILYE ] Johannes
Heinrich, David Silver. Deep reinforcement learning from self-play
in imperfect-information games.

[21 FIIREH, #MALT . Kinect &AW =E£HFIZX D AN v
Z—7 = A AORFE . 76 RIRERSGHERHCE , Vol 1-
110, pp. 4-5,2014-03-11.



