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Development of functions for audience participation promotion and procedural
play generation in well-being live streaming
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This research was conducted to establish artificial intelligence methods and
intellectual methods for health promotion content and verify their effectiveness on live streaming
distribution platforms represented by Twitch. Specifically, we proposed algorithms that do not
require any player intervention and can cope with everyday stress in the daily life of players. We
have succeeded in constructing methods for generating content that promotes health and improving
spectator participation that promotes social health, which shows that it is possible to maintain
connections with other people and communities.
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