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Preface

The 9th International Conference on Entertainment Computing (ICEC 2010) was held 
in September 2010 in Seoul Korea. After Pittsburgh (2008) and Paris (2009), the 
event returned to Asia. 

The conference venue was the COEX Exhibition Hall in one of the most vivid and 
largest cities of the world. This amazing mega-city was a perfect location for the con-
ference. Seoul is on the one hand a metropolitan area with modern industries, universi-
ties and great economic power. On the other hand, it is also a place with a very fasci-
nating historical and cultural background. It bridges the past and the future as well as 
east and west.  

Entertainment computing also aims at building bridges from technology to leisure, 
education, culture and work. Entertainment computing at its core has a strong focus on 
computer games. However, it is not only about computer games. The last ICEC con-
ferences have shown that entertainment computing is a much wider field. For instance 
in games, technology developed for games can be used for a wide range of applica-
tions such as therapy or education. Moreover, entertainment does not necessarily have 
to be understood as games. Entertainment computing finds its way to stage perform-
ances and all sorts of new interactive installations.  

In this sense, entertainment computing has the potential of influencing many other 
areas of computer science and engineering. But in contrast to other disciplines, enter-
tainment computing always starts from the human experience and with the question of 
how to tell the users a story and how to immerse people into an entertaining world. 
Many critics of modern computer games believe that these technologies may distract 
people from the real world. In contrast to this, however, we are exploring the new 
medium of digital entertainment in order to expand classic media and their expressive 
power.  

The presentations and papers of ICEC 2010 showed the broad spectrum of enter-
tainment computing. The paper selection process was selective. Out of over 100  
papers, 19 were accepted as long papers and 27 as short papers. With poster presenta-
tions we give researches the opportunities to present new ideas and also work in pro-
gress. The review process involved an international board of reviewers who put much 
effort into selecting an excellent set of papers for presentation.  

For the highly influential conference,  in addition to paper presentations, we put 
utmost effort in bringing together a number of distinguished keynote and invited 
speakers, global leaders representing a broad spectrum of entertainment computing 
fields; Roy Ascott (Media Theory, Art& Science), Susumu Tachi (VR&Telepresence), 
Keith Devlin(Media & Human Science), Don Marinelli (Entertainment Technology), 
George Joblove (Movie Industry), Shigeru Saito (Game Industry),  Naoko Tosa  
(Culture &Media Art), Norico Wada (Animation&Contents), Junichi Osada (HRI& 
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Robot Design), Zenjiro (Comedy&Performance), Tomonaka Takahashi (Robot De-
sign). We also organized five workshops dealing with hot issues including Culture 
Computing and Media Arts, 3D Stereoscopic Technology and Contents Production, 
The Awakening of Asian Animation and Content Power, Improvisational Acting, 
Spatial Sound and Entertainment Computing. 

We would like to thank all Organizing Committee/Program Committee members 
and all supporting organizations that helped to make this event possible: The IFIP as 
the leading supporting organization of ICEC and the IFIP TC14 as the sponsoring 
organization. We specially thank Yeong Nam Chae and all other graduate students 
and staff of the KAIST AIM Lab for their tremendous effort in the preparation and 
assistance of all main programs and wonderful activities of ICEC2010. 

July 2010 Hyun Seung Yang 
Rainer Malaka,  

Junichi Hoshino 
Jung Hyun Han 
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Guillaume Tiger

NetPot: Easy Meal Enjoyment for Distant Diners . . . . . . . . . . . . . . . . . . . . 446
Zoltan Foley-Fisher, Vincent Tsao, Johnty Wang, and Sid Fels

Glasses-free 3D Display System Using Grating Film for Viewing Angle
Control . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 449

Masahide Kuwata and Kunio Sakamoto

Omni-Directional Display System for Group Activity on Life Review
Therapy . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 452

Tomoyuki Honda and Kunio Sakamoto

Light-Weight Monocular 3D Display Unit Using Polypyrrole Linear
Actuator . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 456

Yuuki Kodama and Kunio Sakamoto

Easy Robot Programming for Beginners and Kids Using Command and
Instruction Marker Card . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 460

Masahiro Nishiguchi and Kunio Sakamoto

Automatic Mobile Robot Control and Indication Method Using
Augmented Reality Technology . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 464

Koji Ohmori and Kunio Sakamoto

Eye Contact Communication System between Mobile Robots Using
Invisible Code Display . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 468

Takeru Furukawa and Kunio Sakamoto

The ‘Interactive’ of Interactive Storytelling: Customozing the Gaming
Experience . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 472

Barbaros Bostan and Tim Marsh

Remote Context Monitoring of Actions and Behaviors in a Location
Through the Usage of 3D Visualization in Real-Time . . . . . . . . . . . . . . . . . 476

John Conomikes, Zachary Pacheco, Salvador Barrera,
Juan Antonio Cantu, Lucy Beatriz Gomez, Christian de los Reyes,
Juan Manuel Mendez Villarreal, Takao Shime, Yuki Kamiya,
Hideki Kawai, Kazuo Kunieda, and Keiji Yamada

Wave Touch: Educational Game on Interactive Tabletop with Water
Simulation . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 479

JoongHo Lee, Won Moon, Kiwon Yeom, DongWook Yoon,
Dong-young Kim, JungHyun Han, and Ji-Hyung Park

Healthy Super Mario: Tap Your Stomach and Shout for Active
Healthcare . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 482

Jaewook Jung, Shin Kang, Hanbit Park, and Minsoo Hahn



Table of Contents XVII

Interactive Manipulation Model of Group of Individual Bodies for VR
Cooking System . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 484

Atsushi Morii, Daisuke Yamamoto, and Kenji Funahashi

Smile Like Hollywood Star: Face Components as Game Input . . . . . . . . . . 487
Jaewook Jung, Hanbit Park, Shin Kang, and Minsoo Hahn

Study on an Information Processing Model with Psychological Memory
for a Kansei Robot . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 490

Yuta Kita, Masataka Tokumaru, and Noriaki Muranaka

Vegetation Interaction Game: Digital SUGOROKU of Vegetation
Succession for Children . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 493

Akiko Deguchi, Shigenori Inagaki, Fusako Kusunoki,
Etsuji Yamaguchi, Yoshiaki Takeda, and Masanori Sugimoto

Penmanship Learning Support System: Feature Extraction for Online
Handwritten Characters . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 496

Tatsuya Yamaguchi, Noriaki Muranaka, and Masataka Tokumaru

Development of Wall Amusements Utilizing Gesture Input . . . . . . . . . . . . 499
Takahisa Iwamoto, Atsushi Karino, Masayuki Hida,
Atsushi Nishizaki, and Tomoyuki Takami

Study on an Emotion Generation Model for a Robot Using a Chaotic
Neural Network . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 502

Hiroyuki Sumitomo, Masataka Tokumaru, and Noriaki Muranaka

Interactive Tabu Search vs. Interactive Genetic Algorithm . . . . . . . . . . . . . 505
Tatsuya Hirokata, Masataka Tokumaru, and Noriaki Muranaka

Instant First-Person Posture Estimation . . . . . . . . . . . . . . . . . . . . . . . . . . . . 508
Takafumi Serizawa and Yasuyuki Yanagida

Monitoring User’s Brain Activity for a Virtual Coach . . . . . . . . . . . . . . . . . 511
Bram van de Laar, Anton Nijholt, and Job Zwiers

Developing Educational and Entertaining Virtual Humans Using
Elckerlyc . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 514

Dennis Reidsma, Herwin van Welbergen, Ronald C. Paul,
Bram van de Laar, and Anton Nijholt

Author Index . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 519




