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Abstract: We developed the Free-Batting game that is a prototype. We verified the difficulty to develop
a game with using MikuMikuDance for Unity. MikuMikuDance for Unity is Unity’ s plugin. It works to
convert MikuMikuDance’ s model and animation data to what Unity is able to deal with. The player of the
Free-Batting game knocks a ball thrown by the pitcher in order to compete for a score. When the player
knocks a ball and succeeds to hit a target, a score is to be added. This paper describes the summary and

specification of the proposed Free-Batting game.
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