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Preface

The use of computing technology for entertainment purposes is not a recent phe-
nomenon. Video game consoles, home computers and other entertainment media
have been used widely for more than three decades, and people of all ages are spend-
ing an increasing amount of time and money on these technologies.

More recent is the rise of a vibrant research community focusing on gaming and
entertainment applications. Driven by the growth and the coming of age of the gam-
ing industry, and by its increasing recognition in the media and the minds of the
broader public, the study of computer games, game development and experiences is
attracting the interest of researchers from very diverse fields: social sciences, comput-
ing, electrical engineering, design, etc.

Research of this kind looks to extend the boundaries of gaming technologies. In a
relentless drive for innovation, it looks to create and understand an ever increasing
range of experiences, and examine how games can provide value for educational,
therapeutic and other ‘serious’ purposes. These themes were reflected in the call for
participation and eventually the papers accepted for presentation.

The Fun n” Games conference was the second event of a bi-annual series of con-
ferences. The first event of the series was held in Preston in 2006 organized by the
University of Central Lancashire. Following the success of this event it was decided
to run a follow up.

The aim of this second event in the series was to bring together researchers creat-
ing innovations in games and technologies supporting games, researchers studying
the experiences of playing games, and those exploring the emerging theme of serious
games.

Fun n” Games was designed as a single-track conference for interaction between
participants coming from different disciplines. It included a workshop program, a
posters session and a demonstrations program. This volume contains the refereed
technical papers presented at the conference and the invited papers by the keynote
speakers. An adjunct proceedings volume distributed to the conference attendees
includes the papers in the other categories (demos, posters, workshop abstracts).

Technical papers were selected after a rigorous review process. In all, 36 technical
papers were submitted, of which 17 were selected for presentation. Each paper was
reviewed by three to five reviewers and a meta-review was conducted separately by
the Chairs. The selection criteria were designed to invite contributions from both
scientific and design disciplines; they included soundness, originality, innovativeness,
potential impact. We are confident that this process is reflected in the quality of the
selected articles and we hope that the proceedings are a useful point of reference for
designers and scientists working in this field.

The first section includes two invited papers contributed by keynote speakers.
Roderick Murray-Smith presents his work on tightly coupled embodied control of
movement-sensitive mobile devices. Matthias Rauterberg discusses the notions of
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hypercomputation and cultural computing and relates them to his design work in the
project Alice.

The second section includes papers that all share a focus on innovation; emerging
gaming paradigms, concepts and platforms to support gaming are described. The third
section focuses on affective aspects of gaming: first the measurement of experiences
relating to gaming is considered and second the use of psychophysiological measures
is considered, either as an input to games or as a tool for evaluation.

The final section includes a collection of papers on seniors and on children, and
addresses the notion of serious games; the aim here is to help provide cognitive or
physiological training.

Fun n” Games 2008 was organized by the Eindhoven University of Technology,
with the participation in the Organizing Committee of researchers from Philips Re-
search, the University of Nottingham, and the University of Central Lancashire. The
Program Chairs are grateful for the help of all members of the Organizing Committee
and the reviewers for their voluntary work. We would also like to thank the depart-
ment of Industrial Design, Philips, and Senter Novem, IOP Human-Machine Interac-
tion (IOP-MMI) for sponsoring this event.

July 2007 Panos Markopoulos
Boris de Ruyter

Wijnand Ijsselsteijn

Duncan Rowland



Organizing Committee

General Chair

Panos Markopoulos

Program Co-chairs

Wijnand IJsselsteijn
Boris De Ruyter
Duncan Rowland

Demonstrations Chair

Jettie Hoonhout
Iris Soute

Workshops Chair

Jettie Hoonhout

Posters Chair

Janet C. Read

Communications Chairs

Iris Soute
Matthew Leslie Horton

Student Volunteer Chairs

Iris Soute
Janneke Verhaegh

Webmaster

Javed Vassilis Khan

Past Conference Chairs

Janet Read
Matthew Leslie Horton

Organization

Eindhoven University of Technology

Eindhoven University of Technology
Philips Research
University of Nottingham

Philips Research
Eindhoven University of Technology

Philips Research

University of Central Lancashire

Eindhoven University of Technology
University of Central Lancashire

Eindhoven University of Technology
Philips Research

Eindhoven University of Technology

University of Central Lancashire
University of Central Lancashire



VIII Organization

Graphics Design

Atike Dicle Pekel

Organizational Support

Nora van den Berg

Sponsoring Organizations

Department of Industrial Design

Philips
Senter Novem

Scientific Review Committee

Tilde Bekker

Ed Huai-hsin Chi
Adrian Cheok
Karin Coninkx
Nuno Correia
Jonathan Freeman
Franca Garzotto
Matthieu Gielen

Ole Sejer Iversen
Fusako Kusunoki
Jean-Baptiste LaBrune

Bo Kampmann Walther
Haruhiro Katayose
Hannu Korhonen
Yvonne de Kort

Irma Lindt

Daniel Livingstone
Kris Luyten
Cornelius Malerczyk
Ali Mazalek
Laurence Nigay
Kazushi Nishimoto

Karolien Poels

Narcis Pares

Eindhoven University of Technology

Eindhoven University of Technology

Eindhoven University of Technology

IOP Human-Machine Interaction (IOP-MMI)

Eindhoven University of Technology,
The Netherlands
Palo Alto Research Center, USA
National University of Singapore, Singapore
Hasselt University, Belgium
New University of Lisbon, Portugal
Goldsmiths, University of London, UK
Politecnico di Milano, Italy
Delft University of Technology,
The Netherlands
University of Aarhus, Denmark
University of Tokyo, Japan
INRIA Futurs / CNRS / Université Paris Sud,
France
University of Southern Denmark, Denmark
Kwansei Gakuin University, Japan
Nokia Research, Finland
Eindhoven University of Technology,
The Netherlands
Fraunhofer, Germany
University of the West of Scotland, UK
Hasselt University, Belgium
ZGDV Computer Graphics Center, Germany
Georgia Tech, USA
Université Joseph Fourier Grenoble 1, France
Japan Advanced Institute of Science and
Technology, Japan
Eindhoven University of Technology,
The Netherlands
Universidad Pompeu Fabra, Spain



Celia Pearce

Lyn Pemberton

Marianne Graves Petersen
Judy Robertson

Michael Rohs

Marco Rozendaal

Johannes Schoening
Manfred Tscheligi
Dimitrios Tzovaras

Albrecht Schmidt
Elise van den Hoven

Wouter van den Hoogen
Arnold P.O.S. Vermeeren
Annika Waern

Daniel Wagner

Stephen Wensveen

Georgios N. Yannakakis
Panayiotis Zaphiris

Organization

Georgia Tech, USA

University of Brighton, UK

University of Aarhus, Denmark

Heriot-Watt University, UK

TU Berlin, Germany

Eindhoven University of Technology,
The Netherlands

University of Muenster, Germany

University of Salzburg, Austria

IX

Informatics and Telematics Institute Centre for

Research and Technology, Greece
University of Duisburg-Essen, Germany
Eindhoven University of Technology,

The Netherlands
Eindhoven University of Technology,

The Netherlands
Delft University of Technology,

The Netherlands
SICS, Sweden
Graz University of Technology, Austria
Eindhoven University of Technology,

The Netherlands
IT University of Copenhagen, Denmark
City University London, UK



Table of Contents

Keynotes

Rotational Dynamics for Design of Bidirectional Feedback during
Manual Interaction....... ... ... i
Roderick Murray-Smith and Steven Strachan

Hypercomputation, Unconsciousness and Entertainment Technology . . ..
Matthias Rauterberg
Focus on Innovation

Pervasive Mobile Games — A New Mindset for Players and
Developers . . ...t
Hannu Korhonen, Hannamari Saarenpdd, and Janne Paavilainen

EyeMote — Towards Context-Aware Gaming Using Eye Movements
Recorded from Wearable Electrooculography .......... ... ... ... ....
Andreas Bulling, Daniel Roggen, and Gerhard Tréster

The Audio Adventurer: Design of a Portable Audio Adventure Game . . .
Philip Mendels and Joep Frens

Building RFID-Based Augmented Dice with Perfect Recognition
Steve Hinske, Marc Langheinrich, and Yves Alter

ASEBA-Challenge: An Open-Source Multiplayer Introduction to Mobile
Robots Programming .. .. ... .. .. . .
Stéphane Magnenat, Basilio Noris, and Francesco Mondada

Test-Bed for Multimodal Games on Mobile Devices...................
Marcello Coiana, Alex Conconi, Laurence Nigay, and Michael Ortega

Affect and Gaming

Dynamic Game Balancing by Recognizing Affect .. ..... ... ... ... ...
Tim J.W. Tijs, Dirk Brokken, and Wijnand A. IJsselsteijn

Alone or Together: Exploring the Effect of Physical Co-presence on the
Emotional Expressions of Game Playing Children Across Cultures .. ...
Suleman Shahid, Emiel Krahmer, and Marc Swerts



XII Table of Contents

Shared Fun Is Doubled Fun: Player Enjoyment as a Function of Social
SEtEINE .t
Brian J. Gajadhar, Yvonne A.W. de Kort, and
Wignand A. IJsselsteijn

The Unlikeability of a Cuddly Toy Interface: An Experimental Study

of Preschoolers’ Likeability and Usability of a 3D Game Played with a

Cuddly Toy Versus a Keyboard . .......... ... .. .. ... .. . ...
Vero Vanden Abeele, Bicke Zaman, and Mariek Vanden Abeele

Think Aloud during fMRI: Neuronal Correlates of Subjective
Experience in Video Games . .......... ...t
Martin Klasen, Mikhail Zvyagintsev, René Weber,
Krystyna A. Mathiak, and Klaus Mathiak

Engagement and EMG in Serious Gaming: Experimenting with Sound
and Dynamics in the Levee Patroller Training Game .................
Ellen Lisette Schuurink, Joske Houtkamp, and Alexander Toet

Log Who's Playing: Psychophysiological Game Analysis Made Easy
through Event Logging ..... ... .. . i
Lennart Nacke, Craig Lindley, and Sophie Stellmach

Fun n’Games for Young and Old

Acting Your Age in Second Life......... ... ... ... . .
Darren J. Reed and Geraldine Fitzpatrick

Developing an Adaptive Memory Game for Seniors ...................
Elly Zwartkruis-Pelgrim and Boris de Ruyter

A Tangible Tabletop Game Supporting Therapy of Children with
Cerebral Palsy .. ...
Ying Li, Willem Fontijn, and Panos Markopoulos

A Music Educational Entertainment Environment for Preschoolers . . . ..
Lisette Jansen, Betsy van Dijk, and José Retra

Author Index . . ... ... .




<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (ISO Coated)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.3
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /ColorConversionStrategy /sRGB
  /DoThumbnails true
  /EmbedAllFonts true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 524288
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveEPSInfo true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Remove
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 600
  /ColorImageDepth 8
  /ColorImageDownsampleThreshold 1.01667
  /EncodeColorImages true
  /ColorImageFilter /FlateEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasGrayImages false
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 600
  /GrayImageDepth 8
  /GrayImageDownsampleThreshold 1.01667
  /EncodeGrayImages true
  /GrayImageFilter /FlateEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasMonoImages false
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 2.00000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /False

  /SyntheticBoldness 1.000000
  /Description <<
    /DEU ()
    /ENU ()
  >>
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [595.000 842.000]
>> setpagedevice




