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Prototype

Dragon
Drunk
Knight
Ninja
Pirate
Robot
Sumo Wrestler
Superhero
Thief
Vampire
Wizard
Zombie

Is Strong

Description

0.8
0.3
0.7
0.4
0.4
0.7
0.9
1
0.2
0.7
0.2
0.5

Wears Cape

0.1
0.7
0.2
0.3

0.9
0.3
0.8
0.7

Wears Mask

Apparel

Wears Armor

0.8
0.1
1
0.3
0.3
0.9
0
0.4
0
0.1
0.1
0

Is Naked

0.8
0.7

0.1
0.8
0.9
0.2

0.2

Smells Bad
Bodily Feature

0.8
0.8
0.2
0
0.8
0
1
0.1
0.1
0
0.1
1




Knight Sumo Wrestler Drunk Prototypes

-
(to every attribute) , (to every attribute)
0.4 0.0
1.0 0.8
0.1
' Degree of Membership (DOM)
drinks wears armor
alcohol 57
IS large
g smells bad

and fat

0.0-0.6

08-1.0 06-1.0

DOM Range

trips and falls over

sweats profusely

walks slowly
around the room
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Improvisation is a constant process of
receiving new inputs and producing new |

e

output |




Improvisation is a “continuous and serial
process as opposed to one that is

“discontinuous and involving iteration,”
such as music composition




Improvisation involves decision-making
based on domain-specific as well as

real-world knowledge.




Collaborative improvised pieces (as
opposed to solo works) may involve

both explicit and implicit
communication.




Improvisation is a process of severely
constrained human information-

processing and action.




