Lecture Notes of the Institute
for Computer Sciences, Social Informatics
and Telecommunications Engineering 215

Editorial Board

Ozgur Akan

Middle East Technical University, Ankara, Turkey
Paolo Bellavista

University of Bologna, Bologna, Italy
Jiannong Cao

Hong Kong Polytechnic University, Hong Kong, Hong Kong
Geoffrey Coulson

Lancaster University, Lancaster, UK
Falko Dressler

University of Erlangen, Erlangen, Germany
Domenico Ferrari

Universita Cattolica Piacenza, Piacenza, Italy
Mario Gerla

UCLA, Los Angeles, USA
Hisashi Kobayashi

Princeton University, Princeton, USA
Sergio Palazzo

University of Catania, Catania, Italy
Sartaj Sahni

University of Florida, Florida, USA
Xuemin Sherman Shen

University of Waterloo, Waterloo, Canada
Mircea Stan

University of Virginia, Charlottesville, USA
Jia Xiaohua

City University of Hong Kong, Kowloon, Hong Kong
Albert Y. Zomaya

University of Sydney, Sydney, Australia



More information about this series at http://www.springer.com/series/8197


http://www.springer.com/series/8197

Yoram Chisik - Jussi Holopainen
Rilla Khaled - José Luis Silva
Paula Alexandra Silva (Eds.)

Intelligent Technologies
for Interactive Entertainment

9th International Conference, INTETAIN 2017
Funchal, Portugal, June 20-22, 2017
Proceedings

@ Springer



Editors

Yoram Chisik José Luis Silva

Madeira Interactive Technologies Institute University Institute of Lisbon
Funchal Lisbon

Portugal Portugal

Jussi Holopainen Paula Alexandra Silva

School of Computer Science National University of Ireland
University of Lincoln Maynooth

Lincoln Ireland

UK

Rilla Khaled
Concordia University
Montreal, QC
Canada

ISSN 1867-8211 ISSN 1867-822X  (electronic)
Lecture Notes of the Institute for Computer Sciences, Social Informatics
and Telecommunications Engineering

ISBN 978-3-319-73061-5 ISBN 978-3-319-73062-2 (eBook)
https://doi.org/10.1007/978-3-319-73062-2

Library of Congress Control Number: 2017962879

© ICST Institute for Computer Sciences, Social Informatics and Telecommunications Engineering 2018
This work is subject to copyright. All rights are reserved by the Publisher, whether the whole or part of the
material is concerned, specifically the rights of translation, reprinting, reuse of illustrations, recitation,
broadcasting, reproduction on microfilms or in any other physical way, and transmission or information
storage and retrieval, electronic adaptation, computer software, or by similar or dissimilar methodology now
known or hereafter developed.

The use of general descriptive names, registered names, trademarks, service marks, etc. in this publication
does not imply, even in the absence of a specific statement, that such names are exempt from the relevant
protective laws and regulations and therefore free for general use.

The publisher, the authors and the editors are safe to assume that the advice and information in this book are
believed to be true and accurate at the date of publication. Neither the publisher nor the authors or the editors
give a warranty, express or implied, with respect to the material contained herein or for any errors or
omissions that may have been made. The publisher remains neutral with regard to jurisdictional claims in
published maps and institutional affiliations.

Printed on acid-free paper
This Springer imprint is published by Springer Nature

The registered company is Springer International Publishing AG
The registered company address is: Gewerbestrasse 11, 6330 Cham, Switzerland



Preface

When Anton Nijholt asked me to chair the 2017 edition of Intetain I liked the idea of
holding a small conference on a small island as the ocean affords plenty of room for big
ideas to grow. Intetain is a celebration of the future of interactive entertainment. We
invited researchers to submit contributions around developments and insights in art,
design, science, and engineering regarding novel entertainment-focused devices,
paradigms, reconceptualizations, and reconfigurations of entertainment experiences and
we were not disappointed, as the submissions although low in number were high in
content and concepts crossing the full range of interactive entertainment from physical
play to virtual reality and from digital storytelling to email, or are they one and the
same?

In Computer Lib/Dream Machines, Ted Nelson wrote that “everything is deeply
intertwingled” and digital technologies have very deeply intertwingled into the very
fabric of our everyday existence with the past distinction between private and public
spaces, fact and fiction, tangible and intangible getting more and more blurry by the
day. Advances in sensors, actuators, and displays have enabled us to develop new
interactive surfaces and new forms of display. While in the past certain objects or
locales, be they cave walls, theater stages, cinema screens, statues, or radio receivers,
acted as focal points with limited interactivity, now almost any surface can become an
interactive device responding to direct and indirect interactions and/or environmental
stimuli. Furthermore, we are no longer just looking at screens, they are looking back at
us, this has many opportunities but also dangers such as predatory media or predatory
state agencies and one of the main challenges for us is to understand how to use this
technology as a force for good and how to enable people to counter and control the
potential harmful and dangerous aspects of this technological evolution.

Our vision of Intetain is that of a catalyst, a convivial environment for the sharing
and germination of ideas and it is our hope that the set of papers presented in this
volume will act as a spark for further thought and deliberation long after the sounds
emanating from the conference hall have quieted down.

December 2017 Yoram Chisik
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