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Design Recommendations for Intelligent Tutoring
Systems explores the impact of intelligent tutoring
system design on education and training.
Specifically, this volume examines “Instructional
Management” techniques, strategies and tactics,
and identifies best practices, emerging concepts and
future needs to promote efficient and effective
adaptive tutoring solutions. Design
recommendations include current, projected, and
emerging capabilities within the Generalized
Intelligent Framework for Tutoring (GIFT), an open
source, modular, service-oriented architecture
developed to promote simplified authoring, reuse,
standardization, automated instructional
management and analysis of tutoring technologies.
Discover the latest research on crafting compelling
narratives in interactive entertainment Electronic
games are no longer considered “mere fluff”
alongside the “real” forms of entertainment, like film,
music, and television. Instead, many games have
evolved into an art form in their own right, including
carefully constructed stories and engaging narratives
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enjoyed by millions of people around the world. In
Handbook on Interactive Storytelling, readers will
find a comprehensive discussion of the latest
research covering the creation of interactive
narratives that allow users to experience a
dramatically compelling story that responds directly
to their actions and choices. Systematically
organized, with extensive bibliographies and
academic exercises included in each chapter, the
book offers readers new perspectives on existing
research and fresh avenues ripe for further study. Indepth case studies explore the challenges involved
in crafting a narrative that comprises one of the main
features of the gaming experience, regardless of the
technical aspects of a game’s production. Readers
will also enjoy: A thorough introduction to interactive
storytelling, including discussions of narrative, plot,
story, interaction, and a history of the phenomenon,
from improvisational theory to role-playing games A
rigorous discussion of the background of storytelling,
from Aristotle’s Poetics to Joseph Campbell and the
hero’s journey Compelling explorations of different
perspectives in the interactive storytelling space,
including different platforms, designers, and
interactors, as well as an explanation of storyworlds
Perfect for game designers, game developers, game
and narrative researchers and academics, and
undergraduate and graduate students studying
storytelling, game design, gamification, and
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multimedia systems, Handbook on Interactive
Storytelling is an indispensable resource for anyone
interested in the deployment of compelling narratives
in an interactive context.
This book constitutes the refereed proceedings of
the 4th International Conference on Interactive
Digital Storytelling, ICIDS 2011, held in Vancouver,
Canada, in November/December 2011. The 17 full
papers, 14 short papers and 16 poster papers were
carefully reviewed and selected from 72 paper and
poster submissions. In addition, the volume includes
6 workshops descriptions. The full and short papers
have been organized into the following topical
sections: interactive storytelling theory, new
authoring modes, virtual characters and agents,
story generation and drama managment, narratives
in digital games, evaluation and user experience
reports, tools for interactive storytelling.
The rich programme of ICIDS 2009, comprising
invited talks, technical pres- tations and posters,
demonstrations, and co-located post-conference
workshops clearly underscores the event’s status as
premier international meeting in the domain. It
thereby con?rms the decision taken by the
Constituting Committee of the conference series to
take the step forward: out of the national cocoons of
its precursors, ICVS and TIDSE, and towards an
itinerant platform re?ecting its global constituency.
This move re?ects the desire and the will to take on
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the challenge to stay on the lookout, critically re?ect
upon and integrate views and ideas,?ndingsandexpe
riences,andtopromoteinterdisciplinaryexchange,while
ensuring overall coherence and maintaining a sense
of direction. This is a signi?cant enterprise: The
challenges sought are multifarious and must be
addressed consistently at all levels. The desire to
involve all research communitiesandstakeholdersmu
stbematchedbyacknowledgingthedi?erences in
established practises and by providing suitable
means of guidance and int- duction, exposition and
direct interaction at the event itself and of lasting
(and increasingly:living) documentation, of which the
present proceedings are but an important part.
This book constitutes the refereed proceedings of
the 10th International Conference on Entertainment
Computing, ICEC 2011, held in Vancouver, Canada,
in October 2011, under the auspices of IFIP. The 20
revised long papers, 18 short papers and 24 poster
papers and demos presented were carefully
reviewed and selected from 94 initial submissions.
The papers cover all main domains of entertainment
computing, from interactive music to games, taking a
wide range of scientific domains from aesthetic to
computer science. The papers are organized in
topical sections on story, active games, player
experience, camera and 3D, educational
entertainment, game development, self and identity,
social and mobile entertainment; plus the four
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categories: demonstrations, posters, workshosp, and
tutorial.
This book presents the most up-to-date coverage of
procedural content generation (PCG) for games,
specifically the procedural generation of levels,
landscapes, items, rules, quests, or other types of
content. Each chapter explains an algorithm type or
domain, including fractal methods, grammar-based
methods, search-based and evolutionary methods,
constraint-based methods, and narrative, terrain,
and dungeon generation. The authors are active
academic researchers and game developers, and
the book is appropriate for undergraduate and
graduate students of courses on games and
creativity; game developers who want to learn new
methods for content generation; and researchers in
related areas of artificial intelligence and
computational intelligence.
This book reports on research findings and practical
lessons featuring advances in: digital and interaction
design; graphic design and branding; design
strategies and methodologies; design education;
society and communication in design practice; and
other related areas. Gathering the proceedings of
the 4th International Conference on Digital Design
and Communication, Digicom 2020, held virtually on
November 5-6, 2020, the book describes cuttingedge perspectives on and analysis of and solutions
to challenges digital communication is currently
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presenting to society, institutions and brands. It
offers a timely guide and a source of inspiration for
designers of all kinds, including graphic, digital and
web designers, UI, UX and social media designers,
and to researchers, advertisers, artists, and
entrepreneurs, as well as brand or corporate
communication managers.
This book constitutes the refereed proceedings of
the 12th International Conference on Interactive
Digital Storytelling, ICIDS 2019, held in Little
Cottonwood Canyon, UT, USA, in November 2019.
The 14 revised full papers and 10 short papers
presented together with 19 posters, 1 demo, and 3
doctoral consortiums were carefully reviewed and
selected from 66 submissions. The papers are
organized in the following topical sections: Creating
the Discipline: Interactive Digital Narrative Studies,
Impacting Culture and Society, Interactive Digital
Narrative Practices and Applications, Theoretical
Foundations, Technologies, Human Factors,
Doctoral Consortium, and Demonstrations.
This book constitutes the refereed proceedings of the 8th
International Conference on Interactive Digital Storytelling,
ICIDS 2015, held in Copenhagen, Denmark, in
November/December 2015. The 18 revised full papers and 13
short papers presented together with 9 posters, 9 workshop
descriptions, and 3 demonstration papers were carefully
reviewed and selected from 80 submissions. The papers are
organized in topical sections on theoretical and design
foundations, technical advances, analyses and evaluation
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systems, and current
and future usage scenarios and
applications.
This book constitutes the refereed proceedings of the 5th
International Conference on Entertainment Computing, ICEC
2006. The 17 revised full papers, 17 revised short papers and
28 poster papers presented together with one keynote paper
were carefully reviewed and selected. The papers are
organized in topical sections on agents, cultural and
psychological metrics, transforming broadcast experience,
culture, place, play, display technology, authoring tools,
object tracking, edutainment, and network games.
This book constitutes the refereed proceedings of the 6th
International Conference on Interactive Storytelling, ICIDS
2013, Istanbul, Turkey, November 2013. The 14 revised full
papers presented together with 10 short papers were
carefully reviewed and selected from 51 submissions. The
papers are organized in topical sections on theory and
aesthetics; authoring tools and applications; evaluation and
user experience reports; virtual characters and agents; new
storytelling modes; workshops.
This book constitutes the refereed proceedings of the 6th
International Conference on Advances in Visual Informatics,
IVIC 2019, held in Bangi, Malaysia, in November 2019. The
65 papers presented were carefully reviewed and selected
from 130 submissions. The papers are organized into the
following topics: Visualization and Digital Innovation for
Society 5.0; Engineering and Digital Innovation for Society
5.0; Cyber Security and Digital Innovation for Society 5.0; and
Social Informatics and Application for Society 5.0.
This book constitutes the proceedings of the First Joint
International Conference on Serious Games, JCSG 2015,
held in Huddersfield, UK, in June 2015. This conference
bundles the activities of the International Conference on
Serious Games Development and Applications, SGDA, and
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on Serious
12 full papers and 5 short papers was carefully reviewed and
selected from 31 submissions. The book also contains one
full invited talk. The papers were organized in topical sections
named: games for health; games for learning; games for
other purposes; game design and development; and poster
and demo papers.
This book constitutes the refereed proceedings of the Third
International Conference on Technologies for Interactive
Digital Storytelling and Entertainment, TIDSE 2006, held in
Darmstadt, Germany in December 2006. It contains 37
papers that cover a broad spectrum, from conceptual ideas,
theories, and technological questions, to best practice
examples in the different storytelling application domains, with
a focus on entertainment and games.
With the prevalence of social media, businesses and other
organizations have a growing need to utilize various online
media platforms and sites to engage and interact with their
potential consumer base. Virtual communities and social
networking can provide an effective escape route from the
limits imposed by traditional media. Using optimal strategies
can lead to more successful outcomes when using these
platforms. Modern Perspectives on Virtual Communications
and Social Networking provides innovative insights into
connection and conversation through internet media that
foster trust, commitment, and transparency in business. The
content within this publication represents the potential to
create virtual bonds with consumers through the observation
of buying behavior, social media best practices, and digital
marketing strategies. It is designed for business
professionals, academicians, consultants, managers,
marketers, and researchers and covers topics centered on
the use of online media as a method of reaching a wider
population.
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Interactive Digital Storytelling, ICIDS 2011, Vancouver,
Canada, November 28-1 December, 2011,
ProceedingsSpringer
Visitor engagement and learning, outreach, and inclusion are
concepts that have long dominated professional museum
discourses. The recent rapid uptake of various forms of social
media in many parts of the world, however, calls for a
reformulation of familiar opportunities and obstacles in
museum debates and practices. Young people, as both early
adopters of digital forms of communication and latecomers to
museums, increasingly figure as a key target group for many
museums. This volume presents and discusses the most
advanced research on the multiple ways in which social
media operates to transform museum communications in
countries as diverse as Australia, Denmark, Germany,
Norway, the UK, and the United States. It examines the sociocultural contexts, organizational and education
consequences, and methodological implications of these
transformations.
This volume contains scientific papers and case studies
presented at Interactive Sto- telling ’08: The First Joint
International Conference on Interactive Digital Storytelling
(ICIDS), held November 26–29, 2008, in Erfurt, Germany.
Interactive Digital Storytelling (IDS) is a cross-disciplinary
topic, which explores new uses of interactive technologies for
creating and experiencing narratives. IDS is also a huge step
forward in games and learning. This can be seen through its
ability to enrich virtual characters with intelligent behavior, to
allow collaboration of humans and machines in the creative
process, and to combine narrative knowledge and user
activity in interactive artifacts. IDS involves concepts from
many aspects of Computer Science, above all from Artificial
Intelligence, with topics such as narrative intelligence,
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automatic dialogue
drama management, and smart
graphics. In order to process stories in real time, traditional
storytelling needs to be formalized into computable models by
drawing from narratological studies. As it is currently hardly
accessible for creators and e- users, there is a need for new
authoring concepts and tools supporting the creation of such
dynamic stories, allowing for rich and meaningful interaction
with the content.
This book constitutes the proceedings of the 4th World
Summit on the Knowledge Society, WSKS 2011, held in
Mykonos, Greece, in September 2011. The 90 revised full
papers presented were carefully reviewed and selected from
198 submissions. The papers address issues such as
information technology, e-learning, e-business, cultural
heritage, e-government.
Over the last several years there has been a growing interest
in developing computational methodologies for modeling and
analyzing movements and behaviors of ‘crowds' of people.
This interest spans several scientific areas that includes
Computer Vision, Computer Graphics, and Pedestrian
Evacuation Dynamics. Despite the fact that these different
scientific fields are trying to model the same physical entity
(i.e. a crowd of people), research ideas have evolved
independently. As a result each discipline has developed
techniques and perspectives that are characteristically their
own. The goal of this book is to provide the readers a
comprehensive map towards the common goal of better
analyzing and synthesizing the pedestrian movement in
dense, heterogeneous crowds. The book is organized into
different parts that consolidate various aspects of research
towards this common goal, namely the modeling, simulation,
and visual analysis of crowds. Through this book, readers will
see the common ideas and vision as well as the different
challenges and techniques, that will stimulate novel
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In recent years, our world has experienced a profound shift
and progression in available computing and knowledge
sharing innovations. These emerging advancements have
developed at a rapid pace, disseminating into and affecting
numerous aspects of contemporary society. This has created
a pivotal need for an innovative compendium encompassing
the latest trends, concepts, and issues surrounding this
relevant discipline area. During the past 15 years, the
Encyclopedia of Information Science and Technology has
become recognized as one of the landmark sources of the
latest knowledge and discoveries in this discipline. The
Encyclopedia of Information Science and Technology, Fourth
Edition is a 10-volume set which includes 705 original and
previously unpublished research articles covering a full range
of perspectives, applications, and techniques contributed by
thousands of experts and researchers from around the globe.
This authoritative encyclopedia is an all-encompassing, wellestablished reference source that is ideally designed to
disseminate the most forward-thinking and diverse research
findings. With critical perspectives on the impact of
information science management and new technologies in
modern settings, including but not limited to computer
science, education, healthcare, government, engineering,
business, and natural and physical sciences, it is a pivotal
and relevant source of knowledge that will benefit every
professional within the field of information science and
technology and is an invaluable addition to every academic
and corporate library.
This book constitutes the refereed proceedings of the 11th
International Conference on Interactive Digital Storytelling,
ICIDS 2018, held in Dublin, Ireland, in December 2018. The
20 revised full papers and 16 short papers presented together
with 17 posters, 11 demos, and 4 workshops were carefully
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from 56, respectively 29, submissions.
The papers are organized in the following topical sections:
the future of the discipline; theory and analysis; practices and
games; virtual reality; theater and performance; generative
and assistive tools and techniques; development and analysis
of authoring tools; and impact in culture and society.
This book constitutes the refereed proceedings of the 10th
International Conference on Interactive Digital Storytelling,
ICIDS 2017, held in Funchal, Madeira, Portugal, in November
2017. The 16 revised full papers and 4 short papers
presented were carefully reviewed and selected from 65
submissions. The papers are organized in topical sections on
story design, location and generation, history and learning,
games, emotion and personality, posters and demos.
This book constitutes the refereed proceedings of the Third
International Conference on Interactive Digital Storytelling,
ICIDS 2010, held in Edinburgh, UK, in November 2010. The
book includes 3 keynotes, 25 full and short papers, 11
posters, 4 demonstration papers, 6 workshop papers, and 1
tutorial. The full and short papers have been organized into
the following topical sections: characters and decision
making; story evaluation and analysis; story generation; arts
and humanities; narrative theories and modelling; systems;
and applications.
The 1st International Conference on Virtual Storytelling took
place on September 27–28, 2001, in Avignon (France) in the
prestigious Popes’ Palace. Despite the tragic events of
September 11 that led to some last-minute cancellations,
nearly 100 people from 14 different countries attended the 4
invited lectures given by international experts, the 13 scientific
talks and the 6 scientific demonstrations. Virtual Storytelling
2003 was held on November 20–21, 2003, in Toulouse
(France) in the Modern and Contemporary Art Museum “Les
Abattoirs.” One hundred people from 17 different countries
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scientific talks and 11 posters/demonstrations. Since autumn
2003, there has been strong collaboration between the two
major virtual/digital storytelling conference series in Europe:
Virtual Storytelling and TIDSE (Technologies for Interactive
Digital Storytelling and Entertainment). Thus the conference
chairs of TIDSE and Virtual Storytelling decided to establish a
2 year turnover for both conferences and to join the
respective organizers in the committees. For the third edition
of Virtual Storytelling, the Organization Committee chose to
extend the conference to 3 days so that more research work
and applications could be be presented, to renew the
Scientific and Application Board, to open the conference to
new research or artistic communities, and to call for the
submission of full papers and no longer only abstracts so as
to make a higher-level selection.
V. 1. Cognitions -- v. 2. Critical theories
The book is concerned with narrative in digital media that
changes according to user input—Interactive Digital Narrative
(IDN). It provides a broad overview of current issues and
future directions in this multi-disciplinary field that includes
humanities-based and computational perspectives. It
assembles the voices of leading researchers and practitioners
like Janet Murray, Marie-Laure Ryan, Scott Rettberg and
Martin Rieser. In three sections, it covers history, theoretical
perspectives and varieties of practice including narrative
game design, with a special focus on changes in the power
relationship between audience and author enabled by
interactivity. After discussing the historical development of
diverse forms, the book presents theoretical standpoints
including a semiotic perspective, a proposal for a specific
theoretical framework and an inquiry into the role of artificial
intelligence. Finally, it analyses varieties of current practice
from digital poetry to location-based applications, artistic
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This volume, containing the proceedings of IVA 2003, held at
Kloster Irsee, in Germany, September 15–17, 2003, is
testimony to the growing importance of
IntelligentVirtualAgents(IVAs)
asaresearch?eld.Wereceived67submissions, nearly twice as
many as for IVA 2001, not only from European countries, but
from China, Japan, and Korea, and both North and South
America. As IVA research develops, a growing number of
application areas and pl- forms are also being researched.
Interface agents are used as part of larger - plications, often
on the Web. Education applications draw on virtual actors
and virtual drama, while the advent of 3D mobile computing
and the convergence of telephones and PDAs produce
geographically-aware guides and mobile - tertainment
applications. A theme that will be apparent in a number of the
papers in this volume is the impact of embodiment on IVA
research – a char- teristic di?erentiating it to some extent
from the larger ?eld of software agents.
Recent innovations and new technologies in education have
altered the way teachers approach instruction and learning
and can provide countless advantages. The pedagogical
value of specific technology tools and the cumulative effects
of technology exposure on student learning over time are two
areas that need to be explored to better determine the
improvements needed in the modern classroom. Advanced
Methodologies and Technologies in Modern Education
Delivery provides emerging research on educational models
in the continually improving classroom. While highlighting the
challenges facing modern in-service and pre-service teachers
when educating students, readers will learn information on
new methods in curriculum development, instructional design,
and learning assessments to implement within their
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is a vital resource for pre-service and
in-service teachers, teacher education professionals, higher
education administrative professionals, and researchers
interested in new curriculum development.
Videogames are full of horrors – and of horror, a facet of the
media that has been largely overlooked by the academic
community in terms of lengthy studies in the fast-growing field
of videogame scholarship. This book engages with the
research of prominent scholars across the humanities to
explore the presence, role and function of horror in
videogames, and in doing so it demonstrates how
videogames enter discussion on horror and offer a unique,
radical space that horror is particularly suited to fill. The topics
covered include the construction of stories in videogames, the
role of the monster and, of course, how death is treated as a
learning tool and as a facet of horror.
The study of what is collectively labeled “New Media”—the
cultural and artistic practices made possible by digital
technology—has become one of the most vibrant areas of
scholarly activity and is rapidly turning into an established
academic field, with many universities now offering it as a
major. The Johns Hopkins Guide to Digital Media is the first
comprehensive reference work to which teachers, students,
and the curious can quickly turn for reliable information on the
key terms and concepts of the field. The contributors present
entries on nearly 150 ideas, genres, and theoretical concepts
that have allowed digital media to produce some of the most
innovative intellectual, artistic, and social practices of our
time. The result is an easy-to-consult reference for digital
media scholars or anyone wishing to become familiar with this
fast-developing field.
This book constitutes the refereed proceedings of the 9th
International Conference on Interactive Digital Storytelling,
ICIDS 2016, held in Los Angeles, CA, USA, in November
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2016. The 26 revised
full papers and 8 short papers
presented together with 9 posters, 4 workshop, and 3
demonstration papers were carefully reviewed and selected
from 88 submissions. The papers are organized in topical
sections on analyses and evaluation systems; brave new
ideas; intelligent narrative technologies; theoretical
foundations; and usage scenarios and applications.

This journal subline serves as a forum for stimulating and
disseminating innovative research ideas, theories,
emerging technologies, empirical investigations, state-ofthe-art methods, and tools in all different genres of
edutainment, such as game-based learning and serious
games, interactive storytelling, virtual learning
environments, VR-based education, and related fields. It
covers aspects from educational and game theories,
human-computer interaction, computer graphics, artificial
intelligence, and systems design. This special issue
consists of two parts: the first one features original
research papers on interactive digital storytelling in the
applied context of edutainment; the second part contains
a selection of revised and expanded best papers from
the 4th eLearning Baltics (eLBa 2011) conference. The
papers on digital storytelling have been split into sections
on theory, technology, and case studies; the eLBA 2011
conference papers deal with technology and
applications, case studies and mobile applications, and
game-based learning and social media.
This book constitutes the refereed proceedings of the 5th
International Conference on Interactive Digital
Storytelling, ICIDS 2012, San Sebastián, Spain,
November 2012. The 14 revised full papers presented
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papers were carefully reviewed and
selected from 48 submissions. The papers are organized
in topical sections on theory and aesthetics; authoring
tools and applications; evaluation and user experience
reports; virtual characters and agents; new storytelling
modes; workshops.
This book showcases cutting-edge research papers from
the 6th International Conference on Research into
Design (ICoRD 2017) – the largest in India in this area –
written by eminent researchers from across the world on
design process, technologies, methods and tools, and
their impact on innovation, for supporting design for
communities. While design traditionally focused on the
development of products for the individual, the emerging
consensus on working towards a more sustainable world
demands greater attention to designing for and with
communities, so as to promote their sustenance and
harmony - within each community and across
communities. The special features of the book are the
insights into the product and system innovation process,
and the host of methods and tools from all major areas of
design research for the enhancement of the innovation
process. The main benefit of the book for researchers in
various areas of design and innovation are access to the
latest quality research in this area, with the largest
collection of research from India. For practitioners and
educators, it is exposure to an empirically validated suite
of theories, models, methods and tools that can be
taught and practiced for design-led innovation. The
contents of this volume will be of use to researchers and
professionals working in the areas on industrial design,
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This book constitutes the refereed proceedings of the 4th
International Conference on Virtual Storytelling, ICVS
2007, held in Saint-Malo, France, in December 2007.
The 12 revised full papers, three invited papers and
seven poster and demo papers were carefully reviewed
and selected. The papers are organized in topical
sections on authoring tools and story models, behavior
modeling, user interactivity, an invited session: related
EU projects, as well as the poster and demo session.
This book constitutes the thoroughly refereed postconference proceedings of the 13th Advances in
Computer Games Conference, ACG 2011, held in
Tilburg, The Netherlands, in November 2011. The 29
revised full papers presented were carefully reviewed
and selected from numerous submissions. The papers
cover a wide range of topics such as Monte-Carlo tree
search and its enhancement, temporal difference
learning, optimization, solving and searching, analysis of
a game characteristic, new approaches, and serious
games.
This book constitutes the refereed proceedings of the
12th International Conference on Intelligent Virtual
Agents, IVA 2012, held in Santa Cruz, CA, USA, in
September 2012. The 17 revised full papers presented
together with 31 short papers and 18 poster papers were
carefully reviewed and selected from numerous
submissions. The papers are organized in topical
sections on IVAs on learning environments; emotion and
personality; evaluation and empirical studies; multimodal
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perception and
expression;
narrative and interactive
applications; social interaction; authoring and tools;
conceptual frameworks.
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