Meeting of Dutch and Flemish game researchers (DiGRA / AGS). 16 October 2009

SECOND ANNOUNCEMENT, change of program
Beste mensen, Dear all, 

The program of our first meeting has changed. We are very happy to announce a second presentation. Tilde Bekker (User Centred Engineering, TUE) has agreed to give a talk. We consider her presentation at this point more important than an open discussion about future meetings. The latter issue is therefore postponed to the drinks after the meeting. 

Our first meeting in the academic year 2009-2010 is scheduled on Friday, Oct 16, 1500-1800 hrs.

We will meet at our familiar venue: the Faculty Club “Helios”, Kanunnikenzaal, address: Achter de Dom 7a, Utrecht. http://www.helios.uu.nl/ 


The program of our meeting: 


15:00 Welcome (with coffee and tea)


15:15 Presentation by Sander Bakkes, Tilburg Centre for Creative Computing (TiCC).

Rapid Adaptation of Video Game AI


Over the last decades, modern video games have become increasingly realistic in their visual and auditory presentation. However, artificial intelligence (AI) in games has not reached a high degree of realism yet. Game AI is typically based on non-adaptive techniques. A major disadvantage of non-adaptive game AI is that once a weakness is discovered, nothing stops the human player from exploiting the discovery. The disadvantage can be resolved by endowing game AI with adaptive behaviour, i.e., the ability to adapt to game circumstances, typically by means of learning adequate game behaviour while the game is in progress. In practice, adaptive game AI in video games is seldom implemented because currently it requires numerous trials to learn effective behaviour in online gameplay (i.e., game adaptation is not rapid). In addition, game developers are concerned that applying adaptive game AI may result in uncontrollable and unpredictable behaviour (i.e., game adaptation is not reliable). 


The presentation addresses the investigation into what extent it is possible to establish game AI capable of adapting rapidly and reliably to game circumstances.

16:15 Presentation by Tilde Bekker, User Centred Engineering, TUE
Designing for social and physical activity through open-ended play.


We create tangible mobile play object that motivate players to be physically and socially active. I will present a number of design cases to illustrate our work.  The design cases have three design common themes. First, we use sensors to measure some aspect of the players’ behaviour and provide feedback. Second, we create play objects that provide opportunities for players to create their own design goals and rules (open-ended play). Finally, the play objects have affordances to facilitate social interactions. I will present findings of user studies that examined what games players created and whether the play objects facilitated social play.

17:15 Drinks 

Participation in this meeting is free. It is necessary, though, to register on the following website:

http://gate.gameresearch.nl/index.php?pageID=105 PLEASE REGISTER NOW
I do hope to see you all Friday 16 October 2009.

Also on behalf of Marinka Copier (DiGRA.nl) and Mark Overmars (AGS), Jeroen Jansz (DiGRA.nl) 
 

Please note the upcoming meetings for 2009 and 2010:

Friday, 15 January 2010

Friday, 23 April 2010

Friday, 18 June 2010

bye, jj

