DRAFT PROPOSAL OF A NEW TECHNICAL COMMITTEE IN IFIP

                                                   Tak Kamae, ECTF Chair

1. Background and Motivation

The advancement of information and communication technologies (ICT) has been enabling broad use of ICT and facilitating use of ICT in the private sector. ICT related industries are directing their business targets to the home.

   ICT applications in the home may be classified into the following two categories:

a) Applications extended from the office

-- Text input, output, and editing of letters

-- E-mail reading and writing

-- Web surfing

b) Home centric applications

-- Entertainment use of ICT

-- Household management

-- Educational use of ICT for children

      Among these applications, entertainment will differentiate ICT applications in the private sector from the office. Comprehensive research and development on ICT applications to entertainment will be very important to promote ICT use in the home.

      However research and development on entertainment has never been active in academic communities. On the other hand entertainment related industries such as video game industries have been growing rapidly in these 10 years. Entertainment robots are drawing attention of young people. The event called Robo Cup has been increasing the number of participants year by year.

    To bring up this newly born area of ICT it is important to build a good relationship between academia and industries, and to set up a nucleus activity group. It was this motivation that the IFIP General Assembly approved of setting up the Entertainment Computing Task Force (ECTF) under the auspices of the IFIP Committee for Cooperation with Industries (CCI) in August, 2000.

2. ECTF Activities

First of all, the major efforts of ECTF activities were directed toward demonstrating that the subject could be mature enough to attract the broad interest of ICT community. For this purpose a technical event, the International Workshop on Entertainment Computing (IWEC), was planned and IWEC Steering Committee members were appointed as shown in Annex 1.

The first such opportunity came when IFIP TC-13 kindly offered the time slot for the panel on entertainment computing at the site of its INTERACT 2001 in Tokyo, Japan in July 2001. The IWEC Steering Committee decided to accept the kind offer to increase the presence of ECTF and IWEC. The panel members were selected locally from IWEC Steering Committee.  At the panel many participants showed interests in entertainment computing.

The IWEC Steering Committee decided the structure of the technical program committee, its chair as shown in Annex 1, and IWEC 2002 call for paper as shown in Annex 2.

IWEC 2002 was successfully held at Makuhari, Japan on May 14-17, 2002 and its interim report on IWEC 2002 is attached as Annex 1. The reason for “interim” report is that editing works of IWEC 2002 Proceedings are still in progress. IWEC 2002 attracted over 100 participants and over 60 papers. There were many high quality papers and several interesting technical demonstrations in IWEC 2002.  These will be good evidences that entertainment computing is already an important technical area of ICT.

At the site of IWEC 2002 we had an extended ECTF meeting, whose meeting minutes were attached as Annex 3.  At the meeting it was agreed unanimously that the formation of a new TC on Entertainment Computing should be proposed formally at the IFIP General Assembly/Technical Assembly in Montreal, and also it was pointed out that careful selection of the scope of this proposed TC would be important to avoid the overlap with those of existing TCs and that adjustments would be necessary with existing TCs before the formal proposal would be made in Montreal. Therefore this was the second effort of ECTF.

3. Proposal of a Technical Committee on Entertainment Computing

A new technical committee on entertainment computing is proposed in the following ways:
3.1 Title 

   Entertainment Computing

3.2 Aims

      To encourage computer applications for entertainment and to enhance computer utilization in the home, the technical committee will pursue the following aims:

-- to enhance algorithmic research on board and card games

-- to promote a new type of entertainment using information technologies

--to encourage hardware technology research and development to facilitate implementing entertainment systems, and

--to encourage haptic and non-traditional human interface technologies for entertainment.

3.3 Scopes

(1) Algorithm and strategy for board and card games

      -- algorithms of board and card games

      -- strategy control for board and card games

      -- level setup for game and card games

(2) Novel entertainment using information technologies

      -- network-based entertainment

      -- mobile entertainment

      -- location-based entertainment

      -- mixed reality entertainment

   (3) Audio 

      -- music informatics for entertainment

      -- 3D audio for entertainment

      -- sound effects for entertainment

   (4) Entertainment human interface technologies

      -- haptic and non-traditional human interface technologies

      -- mixed reality human interface technologies for entertainment

   (5) Entertainment robots

      -- IT-based toys

      -- pet robots

      -- emotion model and rendering technologies for robots

   (6) Entertainment systems

      -- design of entertainments systems

      -- entertainment design toolkits

      -- authoring systems

   (7) Theoretical aspects of entertainment

      -- sociology, psychology and physiology for entertainment

      -- legal aspects of entertainment

   (8) Video game and animation technologies

      -- video game hardware and software technologies

      -- video game design toolkits

      -- motion capture and motion design

      -- interactive story telling

      -- digital actors and emotion model

   (9) Interactive TV and movies

      -- multiple view synthesis

      -- free viewpoint TV

      -- authoring technologies

   (10) Edutainment

      -- entertainment technologies for children's education

      -- open environment entertainment robots for education

3.4 WGs under TC

   WG1: Entertainment Theory

   WG2: Entertainment Technologies

3.5 Candidate chair 

   Prof. Ryohei Nakatsu, Kwansei Gakuin University, Japan

4. Considerations on overlaps

The following considerations were made to avoid the overlap with existing TCs.

4.1  TC-3 (Education)

The proposed scope #10 (edutainment) may overlap with those of WG3.5 (Informatics in Elementary Education), because the aims of WG 3.5 include 

a) to promote the development of ICT materials and equipment of recognized quality, and 

b) to enable ICT to make a beneficial contribution to children’s learning and living.

The new TC will restrict itself to applications of entertainment computing technologies to develop children’s education materials.

4.2  TC-5 (Computer Applications in Technology)

The proposed scopes #2 (novel entertainment using information technologies), #4 (entertainment human interface technologies) and #8 (video game and animation technologies) may overlap with those of WG 5.10 (computer graphics and virtual worlds), because the scopes of WG 5.10 include

a) graphics modeling and rendering

b) virtual reality

c) animating virtual worlds, and 

d) artificial life in virtual worlds.

      To avoid the overlap the new TC will restrict itself strictly to applications of those technologies to entertainment.  Generic technologies relevant to computer graphics, virtual reality and artificial life should be discussed in WG 5.10; however the applications of those technologies focused on video games, virtual reality games and digital actors/actresses should be handled by the new TC.  Anyway joint efforts with WG 5.10 in these areas should be promoted seriously.

4.3  TC-9 (Relationship between Computers and Society)

The proposed aims and the proposed scope of the new TC might be implicitly included in those of WG 9.3 (Home-Oriented Informatics and Telematics) though they do not overlap with each other explicitly. It may be true that most entertainment computing technologies are utilized in the home, but the main interests of the new TC are directed to entertainment, not necessarily to the home. 

The proposed scopes #2 and #4 may partially overlap with those of WG 9.5 (Applications and Social Implications of Virtual Worlds).  According to the scope of WG 9.5 they will welcome case studies on and experiences with virtual reality systems, e.g. in entertainment. WG 9.5 is generally interested in applications of virtual reality technologies, and entertainment is only an area of such applications. On the other hand the new TC is interested in entertainment itself and virtual reality technologies are only one of its base technologies. WG 9.5 and the new TC are viewing overlapped technologies from a different angle. Joint efforts with WG 9.5 will be necessary.

4.4  TC-12 (Artificial Intelligence)

The new TC may overlap partially with TC-12, because artificial intelligence (AI) is actually one of the base technologies for entertainment computing. The interests of the new TC in artificial intelligence will be restricted to applications of  AI technologies to entertainment. TC-12 and the new TC will stand complementary with each other.  The progress of AI  will make entertainment more amusing and enjoyable, and the new TC will promote applicability of AI. 

4.5  TC-13 (Human-Computer Interaction)

The proposed scope #4 may overlap with that of TC-13.  In the TC-13 scope they say that both general studies and specific studies on practical issues are important for progress. In this context the new TC will focus on specific studies of human-computer interaction only for entertainment. The new TC will provide practical knowledge of human-computer interaction for entertainment to TC-13, while general progress of human-computer interaction knowledge and technologies provided by TC-13 will improve entertainment computing human interface. Joint efforts will be important to both committees.

5. Concluding Remarks

To form a new technical committee especially when it is an application oriented one, a certain level of overlaps with existing technology oriented TCs cannot be avoided; however such overlaps may give good opportunities of discussing similar technologies from different viewpoints, because such overlapped areas are intersections of technical areas viewed from different angles.  Discussions on similar technologies from different viewpoints will stimulate the progress of such technologies.

The formation of the new TC on entertainment computing will demonstrate the positive attitude of IFIP toward newly developed area of ICT, and promote to expand the applications of ICT to non-traditional areas.

6. Annexes

Annex 1: Interim Report on International Workshop on Entertainment Computing (IWEC 2002) 

Annex 2: IWEC 2002 Call for Paper

Annex 3: Minutes of the extended ECTF meeting

Annex 4: Discussion Items for extended ECTF meeting

