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BackgroundBackground

• SG16 goes back to:

– The set up of Entertainment Computing Task 
Force ECTF in 2002.
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• ICEC (International Conference on 
Entertainment Computing) is the major 
conference of our SG. It is an annual 
conference held in Asia, North America 
and Europe.
– IWEC 2002:

• 14-17 May, Makuhari, Japan

• Participants : +100

– ICEC 2003:
• 8-10 May, Carnegie Mellon University, USA

• Participants : 130
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– ICEC 2004:

• 1-3 September, Eindhoven University of Technology, 
The Netherlands
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• Five working groups

– Digital Story Telling

– Entertainment Robots

– Theoretical Basis of Entertainment

– Games and Entertainment Computing

– Social and Ethical Issues of 
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MotivationsMotivations

• The SG16 has been successful in 
connecting academic and industrial 
experts in the field of entertainment 
computing

• We have managed to promote the 
field of entertainment computing

– The annual holding of ICEC is a clear 
evidence
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