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This Distinguished Lecture looks at the current and expected developments and outcomes in the games and
entertainment industry. It further highlights in more detail promising technologies like modular augmented
computing and artificial life and motivates the importance of human factors covered by the discipline of usability
engineering.
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The future of Games and Entertainment

Peter Astheimer

Entertainment is a vital part of life at leisure, home and work - and there are 6 Billion people on earth! The leisure
system is analysed from a futurist's holistic viewpoint and significant trends and shaping factors are identified.
Games and entertainment industry revenues have long surpassed box office and home video retail revenues and the
production of a games title can consume a larger budget than a Hollywood movie. Despite maturisation and
consolidation, the industry still enjoys respectable two-digit growth rates. Development of products is quite
demanding with vivid competition, bringing new technologies to a variety of platforms and making it enjoyable and
affordable for virtually everyone. Many virtual reality technologies are now available on a consumer scale and
games are incorporating an increasing number of sensory channels. The combination of Virtual worlds, augmented
reality technology and modular wearable computing gear opens a wealth of novel applications. Currently explored
in industry for hands-free operation and multivendor I multiproduct service and maintenance it is expected to make a
significant impact in conjunction with 3G mobile technologies for personal purposes in the future.

Evolving Creatures in Virtual Worlds

Tim Tavior

The realistic physical modelling of creatures in games and virtual worlds is becoming a viable alternative to more
traditional animation techniques. Physical modelling can enhance realism and allow users to interact with the world
much more freely. However, designing controllers to move physically modeled creatures (e.g. to make a human
character walk) is generally a difficult task. Artificial life techniques can be useful in automating this task. For
example, artificial evolution can generate suitable controllers for simple behaviours, given only a high level
description of that behaviour in terms of a fitness function. In this talk, the state of the art in evolving controllers,
and also in evolving the creatures' body shapes, will be described and demonstrated. It will then be suggested that
current approaches are unlikely to scale up to more complicated behaviours. A number of possible solutions to this
problem will be discussed. The talk will conclude with some predictions of practical applications that are likely, and
unlikely, to arise from artificial life research over the next 25 years.

Coffee

Applications of Usability Engineering in Video Game Research

Lucy Joyner

Usability engineering has been long established as a discipline dedicated to supporting the process of developing
electronic applications, maximising ease of use and robustness for their intended use. By implementing user centred
design the discipline offers developers the opportunity to assess the quality and potential success of their application
from the viewpoint of intended users. When considering the process of making video games, developers need to
consider not only how usable the game is, but how likely it is that intended users will be attracted to playing the
game, enjoying it and purchasing the final product. Through supplementing usability engineering with cognitive
and social research methodologies, we can take video game research beyond observation of behaviour, to study
cognition, mood states and individual differences associated with game playing. This talk will show the complexity
of the gaming situation, the beneficial applications of usability engineering, and its limitations. Ways to overcome
these shortfalls will be demonstrated through the practical application of cognitive and social methodologies.
Implications for game developers and the future of this research will be discussed in relation to crosscultural
markets and expectations.



