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ABSTRACT

In this paper, we propose a method to automatically create the contents for
spot-the-difference games. A spot-the-difference game is the game that finds the
differences such as removal of some objects in the image or changes of shapes and
colors from the original image. The original purpose of the exemplar-based image
inpainting technique is to remove unnecessary objects. We use the exemplar-based
the spot-the-difference game

we showed the effectiveness

generation technique of spot-the-difference contents.

inpainting technique to make contents. From

implementation and experiments,

our

of our automatic
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[Fig. 4] System diagram of proposed method.
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[Fig. 5] Screen layout of our spot—the—difference

game,
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