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	Third International Game Design and Technology Workshop – GDTW 2005. Liverpool John Moores University.

 8-9 November 2005 – Liverpool Marriott Hotel.

A two days event of lectures, tutorials and seminars on Computer Games Design, Technology and Research.



	GDTW 2005 - Conference Programme

Keynote Talks and Sessions A – Industry Talks: Merchant Suite 

Keynote Talk and Sessions B – Research Talks: Syndicate Room 1

	Tuesday, 8 November 2005

	Registration - Coffee
	9:00 – 9:30

	Welcome, Conference Context and Programmes
	9:30 -10:00

	Welcome

Prof. Michael Brown: Vice Chancellor, LJMU
Context and Programme

Prof. Diane Meehan: Dean of Faculty Technology and Environment, LJMU

Prof. Madjid Merabti: Director of School of Computing, LJMU

Abdennour El Rhalibi: Principal Lecturer, LJMU 
	

	Keynote Speech 1 – (Chairs: Prof. Taleb / Abdennour El Rhalibi) 

	David Freeman  (The Freeman Group, Los Angeles, CA, USA): How to Make Games Emotionally Engaging 
	10:00 – 11:00

	Tom Buscaglia (The Game Attorney, Miami, FL, USA):  Ins & Outs of the Developer Publisher Relationship
	11:00 – 12:00

	Lunch Break
	12:00 – 13:30

	Parallel Session A1:  Game Technology – (Chairs:  Marc Price / Martin Hanneghan ) 
	13:30 – 15:30

	Dave Burrows (SCEE Liverpool): WipeOut Pure – Post Mortem 
	13:30 – 14:30

	Dr Marc Price (BBC): The Future of Games at the BBC?
	14:30 – 15:30

	Parallel Session B1: Research Sessions’ Keynote – (Chair: Stefano Ferretti)

	Elina M.I. Koivisto (Nokia Research, Finland): Networked and Electronic Media Technology Platform (NEM).
	13:30-14:10

	Parallel Session B2: Long Papers Session 1 – (Chair:  David England)
	14:10 – 15:30

	Design of a Body-Driven Multiplayer Game System

Sami Laakso, Mikko Laakso, Telecommunications Software and Multimedia Laboratory. Helsinki University of Technology, Espoo Finland
	14:10 – 14:30

	Graph Theoretic Methods Applied to an Investigation into the Navigability of Large-scale Virtual Game Environments

NSC Dalton, University College London - UK
	14:30 – 14:50

	Accessible video games for visually impaired children

A. Sepchat and N. Monmarche, Universite Francois Rabelais, Laboratoire d’Informatique, Tours, France

D. Archambault, Universite Pierre et Marie Curie, INSERM U483/Inova. France
	14:50 – 15:10

	FILA, a Holistic Approach to Massive Online Gaming: Algorithm Comparison and Performance Analysis

Stefano Ferretti (1), Claudio E. Palazzi (1,2), Marco Roccetti (1) ,Giovanni Pau (2), Mario Gerla (2)

(1)Dipartimento di Scienze dell’Informazione, Università di Bologna, Italia

 (2)Computer Science Department, University of California Los Angeles, Los Angeles CA, USA
	15:10 – 15:30

	Coffee Break
	15:30 -16:00

	Parallel Session A2: Game Industry Experience – (Chairs: Dave Burrows)
	16:00 – 17:30

	Andrew Oliver (Blitz Games - UK): Tackling the Next Generation of Consoles 
	16:00 – 16:45

	Jeremy Chatelaine (EA - UK): Working in game industry - Walking on the Moon 
	16:45 – 17:30

	Parallel Session B3: Short Papers Session 1 – 

(Chairs:  Dominique Archambault / Abdennour El Rhalibi)
	16:00 – 17:30

	Iterative Design of Mobile Games

Elina M.I. Koivisto, Nokia Research Center, Visionkatu 1, Tampere Finland

Tommy Palm, Jadestone Group AB, Björnsträdgårdsgränd 1, Stockholm, Sweden
	16:00 – 16:15

	Is presence a relevant or useful construct in designing game environments?

Dan Pinchbeck, University of Portsmouth, UK
	16:15 – 16:30

	Crossing Borders: Game Avatars on the Web

Heiner Wolf, bluehands, Hebelstr. 15, 76133 Karlsruhe, Germany
	16:30 – 16:45

	Exploiting P2P in the Creation of Game Worlds

Daniel Hughes, Kiel Gilleade and James Walkerdine, Lancaster University - UK
	16:45 – 17:00

	A Fast and Handy Method for Skeleton-driven Body Deformation

Wang Zhaoqi, Mao Tianlu, Xia Shihong, Institute of Computing Technology, CAS P.O.Box 2704, Beijing, 100080, China
	17:00 – 17:15

	Automating the Clean-up Process of Magnetic Motion Capture Systems

Iain R. Miller, Stephen McGlinchey, School of Computing, University of Paisley - UK
	17:15 – 17:30

	Dinner Gala – Jazz Band: Tin Pan Alley Live
	19:30 – 22:30


	Wednesday, 9 November 2005

	Registration - Coffee
	9:00 – 10:00

	Keynote Speech 2: (Chairs: Prof. Taleb / Rubem Pereira)

	Prof. Mark H. Overmars (Utrecht University, The Netherlands):  Path Planning in Games 
	10:00 – 11:00

	Ben Geisler (Radical Entertainment  - USA): Iterative Development: The Technical Requirements of Strike Teams in Radical's Hulk: Ultimate Destruction
	11:00 – 12:00

	Lunch Break
	12:00 – 13:30

	Parallel Session A3:  Game Production   (Chairs: Ben Geisler)
	13:30 – 15:45

	Chris Bateman (International Hobo): How and Why We Play Games  
	13:30 – 14:15

	Sarah Ewen (SCEE London): CELL: A New platform for Digital Entertainment
	14:15 – 15:00

	Dino Dini (Abundant Software): GamePlay Design
	15:00 – 15:45

	Parallel Session B4: Long Paper Session 2 – (Chairs: Carl Bamford / Sudi Sudirman)
	13:30 – 14:50

	Lucid Platform: Applying HLA DDM to Multiplayer Online Game Middleware

Elvis S. Liu, Milo K. Yip, Gino Yu, Multimedia Innovation Centre, The Hong Kong Polytechnic University - Hong Kong
	13:30 – 13:50

	Educational Games Design: Model and Guidelines 

 Stephen Tang, Kolej Tunku Abdul Rahman, Kuala Lumpur, Malaysia

Martin Hanneghan, Liverpool John Moores University, UK
	13:50 – 14:10

	Towards Integrated Imitation of Strategic Planning and Motion Modelling in Interactive Computer Games

Bernard Gorman - Mark Humphrys, Dublin City University - Ireland
	14:10 – 14:30

	Towards a Model and Java Framework to Build Web-based Multi-user Videogames

Leandro Balladares, National Polytechnic Institute - IPN, Computer Research Center, México;  Rolando Menchaca-Mendez, University of California Santa Cruz, CA, USA
	14:30 – 14:50

	Parallel Session B5: Short Papers Session 2 – (Chair: Nick Dalton)
	14:50 – 15:35

	Tactical Waypoint Maps: Towards Imitating Tactics in FPS Games

Christian Thurau, Bielefeld University, Germany; 

Christian Bauckhage, Centre for Vision Research York University, Toronto, Canada
	14:50 – 15:05

	Motocross and Artificial Neural Networks

Benoit Chaperot and Colin Fyfe, The University of Paisley - Scotland
	15:05 – 15:20

	Emotion and Acousmetre for Suspense in an Interactive Virtual Storytelling Environment

Wendy Ann Mansilla, Bernhard Jung, ISNM International School of New Media, University of Lübeck, Germany
	15:20 – 15:35

	Coffee Break
	15:30 -16:00

	Parallel Session A4: Game Industry Production – (Chairs: Chris Bateman / Dino Dini)
	16:00 – 17:30

	Jon Wetherall (Onteca) and Chris Orton: An Open Approach to Game Development: New Skills, New Tools, New Business Models
	16:00 – 16:30

	Michael Crampton (Game Republic): Engaging Support for Game Production 
	16:30 – 17:00

	Robert Ruts (Ennea, Bureau for Urban Culture, Amsterdam, The Netherlands):

 Playing games all the time; developing seriously entertaining games as tools in daily life
	17:00 – 17:30

	Parallel Session B6: Short Papers Session 3 – (Chair: Dan Pinchbeck)
	16:00 – 17:30

	Characterization of User Interaction in a Multiplayer Online Game

Michael Kwok, School of Computer Science, University of Waterloo, Ontario, Canada

David Evans, Faculty of Computer Science, Dalhousie University, Halifax, Canada
	16:00 – 16:15

	Modelling for Massively Multiplayer Games: A Complex System Approach

Viknashvaran Narayanasamy, Kok Wai Wong, Stephen Tang 

School of Information Technology, Murdoch University, Perth, Western Australia
	16:15 – 16:30

	Children and early multiple narrative experiences: a segway to digital narrative play

Krystina S. Madej - School of Interactive Arts and Technology, Simon Fraser University, Surrey, British Columbia, Canada
	16:30 – 16:45

	Video-games in linguistic education

Andrea Valente, Aalborg University Esbjerg (DK); Emanuela Marchetti, University of Southern Denmark (DK)
	16:45 – 17:00

	The SoundGlove II: using sEMG data for intuitive audio and video affecting in real time

Lars Graugaard, Department of Software and Media Technology, Aalborg University Esbjerg, Denmark
	17:00 – 17:15

	Panel Session – Plenary (Chair: Prof. Mark H. Overmars)
	17:30 – 18:30

	Title: Future of Computer Entertainment – Challenges of Technology and AI
Panel Members: Tom Buscaglia, Ben Geisler, Chris Bateman, Dr Marc Price, Dino Dini, Jon Wetherall, Chris Orton, Michael Crampton
	

	Best Paper Awards and Best Research Seminar Presentation Award
	18:30

	GDTW / IGDA - North West Chapter – Closing Party @ Crown Pub Liverpool
	19:30
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