CIG’18 Keyword Index

Keyword Index

3D BAIMIES ... 308
abstract puzzle game ....... .. 189
action analysis .. .....o. . 405
action TeCOgNItION . ... ... 405
ACKOT-CITEIC oottt e 391
AdaBOOSt ..o 62
adaptive algorithm selection ...... ... ... i 393
AP VI Y oo 157
adversarial . ... 157
adversarial planning ........... o 437
affect recognition . ... ... 362
affective computing .. ... ..o 332
agent COMTTOL . ... 381
agent representation . .........oo. e 110
agent SIMUIATION . ... o 33
AT benchmarking ... ... e 316
AT COMPELITIONS .« o ettt ettt et e e e e e e e 409
altruistic punishment . ....... . e 41
ANCIENE ZAINIES . .ottt et e 490
ANBAGONIST ... 157
applied ECOMOIMICS . ...ttt ettt e et e e e e 418
apPlied AINES . ...t e 332
artificial general intelligence (AGI) ... ..ot 1, 466
artificial intelligence (AI) ....... i i 9, 94, 285, 381, 409, 490
artificial neural networks .. ... ... 285
ASSESSINENT GAIIIC ...ttt 339
AUthoTIng tOOIS ... . 332
automated game design . ........ 17, 277
automated playtesting .. .......o e 141
automatic TestIng ... ...t 466
AULONOMOUS ATIVETS ...ttt ettt e e e e e e 269
DalanCIng . ..ot 205
beginner heuristics ...... ... e 237
belief TeVISION ... ..o 425
believability ... ... e 157
believable behaviors . ... ... ... e 46
believable characters . ... ... ... 125
breadth first search ...... ... 425
CATA AIIIES ..t ettt ettt et et ettt e e e e 409
cellular automata . ... ... 86
CROICE o 339
CIG data mining competition . ....... ... e 213

CO-CTEALIVITY .. vttt ettt et e et e et e e e e 482



CIG’18 Keyword Index

collectible card GAImeEs . ........ oo 9
combinatory categorial grammars ..............oi.iii i 437
computational Creativity ... ........ .t 17, 277
computational intelligence ........... .. . 277, 324, 482
computational models of emotions ........ ... ... 393
comMPUEET CRESS ...ttt 70
(6703001 03D TCY = ' L Y 285
continUOUS CONETOL . ..ottt e 25
convolutional neural network (CNN) ... 33, 301
COOPETALIVE GAIMIES o .ttt ettt ettt et ettt e et e e e e e 410, 482
CreABIVITY ... 482
curriculum learning .. ... 293
data mMining .. ... 213
AabaSEE .ot 405
decision Making . ........ouiiii 197
deck building . .......ouii i 9
deep learning ....... ... 33, 277, 383, 394, 433
deep Q-1earning . ... ...ttt 149
deep Q-NetWOrK ... 433
deep reinforcement learning ........... ... ... 149, 293, 316, 387
design asSISEANCE ... ..ottt 141
deterministic finite automata .. ...... ... . 78
digital archaeoludology .. ...t 490
digital Games ... ..o 346
discrete-time Markov chain (DTMOC) .....iuiii i 381
dynamic difficulty adjustment ...... ... .. . 46, 261
Edit ZAIIES ..ot 102
educational Games . .........o i 324, 346, 354
ETNPOWETINIEIIT . . ittt ittt ettt et e e ettt e e e e e e e 165
EMUIATION ... 197
EIIETILY « e ettt ettt ettt e et e e e e e e e 157
Ensemble Decision System (EDS) ... o 197
ensemble methods .. ... ... .. 197, 385
EVAlUALION ..ttt e 269
evolutionary methods ........... ... ... ... L. 86, 102, 110, 221, 245, 277, 409, 417
exception-tolerant hierarchical knowledge bases (HKB) ...t 425
EXETTION GAITIES ...ttt ettt et e e 405
experimental design ... ....... .. 324
X DO ISE .. 117
explainable Al ... .. 458, 474
fighting game Al ... .. 46, 54, 433
FightinglCE .. 433
first person shooter (FPS) ... ..o e 261, 389
oW o 324

forward model approximation . ... ......... ... 425



CIG’18 Keyword Index

framework . ... 377
fUzzy CONLTOLIETS . ..ot e e 269
game Al . 133, 387, 417, 474
game analytiCs . ... ... . 117
ZAINE COMETOL .. e e 25
game deSIZIL . ...t 458
game design assistant ....... ... 466
game eNVIIONINENt ... ... ...ttt e 149
gaIEe thEOTY .. e 181
game tree SEATCH .. ... .. . 253
game USAZE dATA ... ...ttt 213
game-playing agent analysis/Metrics ...........ooieii i 1
aMIICALION . ..o 370
BAZE .« oot 125
general game playing (GGP) ... ... 78, 110, 490
general video game AT (GVGAL) ... ..ot 1, 62, 285, 315, 397, 425
genetic algorithms (GA) ... o 189, 269, 417
genetic programming (GP) . ... .. 237
Eraph GraIINATS ... ...ttt ettt e e e e e e e 86
Hanabi ... 409
Hearthstone .. ... 445
Heroes of Might and Magic ..........oiuiiti i e 86
REUTISTIC oot 445
heuristics design .. ... 94
history of mathematics ....... .. . e 490
human computer interaction (HCI) ........ ... .. i, 405, 458
RUMAN POSE ..ot 405
human test .. ..o 498
hybrid reward architecture ......... ... 433
imitation learning ............. o 308
imperfect information ......... ... . 181
Influence MapPs . ... 133
information theory .. ... i 165
intelligent feedback ...... ... 339
interactive storytelling .. ........ i 332
internet-of-things (IoT) ..ot e 354, 362, 370
intrinsic MOtivation ........ ... 157, 165, 293
JOINE training ... ... e 70
JOIIES 405
Kingdomino .. ... 94
learner-game interaction . ....... ... e 324

LeATTIIIE ..ot e 117, 362



CIG’18 Keyword Index

learning by ObSEIVING ... ... 78
learning motivation .. ........ . i e 324
learning platform .. ... e 149
learning PIrOCESS . ...ttt e e e e e 346
level Generation . ... .....c.uiui e 277
LUAEINES . ..o 490
machine learning . ...... ..o 391, 458
map geNeration ... ... . ... 86
matchmaking . ... ... 377
math functions . ... 346
mathematical games . ...... ... 110
mathematical model .. ... ... . 377
Methodology .. ... o 466
0011 (=N 482
MICro MANAZEIMENT . . ...\ttt et ettt e ettt e et e e e et e e 221
mixed-Initiative . ... ..o 205, 482
mixed-initiative Co-Creation ..............o i 458
multi-player online battle arena (MOBA) ... .. i 117
Monte Carlo methods .. ... i 94
Monte Carlo tree search (MCTS) ...33, 46, 54, 62, 141, 165, 197, 253, 301, 397, 425, 445, 490
Ms. Pac-Mam ... ..ot e 197
multi-agent Search .. ... ... 173
multi-agent SYSEEIMIS ... ..o 25
multi-task learning . ... 70
neural Networks .. ... 70, 221, 445
non-dominated sorting genetic algorithm (NSGA-II) ........ ...t 133
non-player character (NPC) ... ... i 157, 261, 393
01071y PO 482
ONLINE GAINES ..ottt 377, 385
online optimization . ...... ... ... 25
online parameter tUNING .. ........ ot e 397
opponent exploitation . ...... ... 181
opponent MOdElING ... ...t e 181
OPEIMIZATION . ...ttt et e 269
1001101 1= PPN 229
Pac-Man ... 197
pathfinding .. ... i 173, 394
PErfOIMANCE . ... e 339
DETSOIIAS o ettt ettt ettt ettt e e e e e e e e e 54
PRYIOZENEICS .. ot 490
physically-based simulation ............... i 25
Planar graph . e 189
Planet Wars .. ..o 401

player modeling ... ... 141



CIG’18 Keyword Index

player satisfaction . ......... ..o i 377
player commitment /engagement .. ........ ...t 213
player modelling . . ... e 213
player usage MEtTICS . ... ...ttt 213
PlaytestIg . oot 33
PoKer .. 237
potential flelds . ... ..o . 133
PIE-PTOCESSIILE ...t vttt ettt ettt e ettt et et e e e e e e e 213
probabilistic computation ......... ... 94
procedural animation . ........... ...ttt e 125
procedural content generation (PCG) ..., 17, 86, 101, 245, 277
procedural level generation .............. o i 189
PUDLiC G0OAS GAIME ... 41
DUZZIES . oo 102
Q-leaTnINg . ..ot 9, 149
random SEATCHL .. ... . 62
real-time strategy game (RTS) .............. ..., 149, 205, 221, 229, 301, 401, 437
real-time heuristic search ........... .. i 173, 394
recommender SYSTEINS ... ...ttt e 385
regular language inference ......... ... 78
TegUlAriZabION . ... .. 70
reinforcement learning (RL) ... i 229, 261, 285, 308, 391
repeated SAIMES ... ...ttt 181
T c] 0] 2 498
a7 3 0) 0 L PP 339
reward Shaping ... ... i 293
TODUSEIIESS . .o ottt e e e e 157
rolling horizon evolution . ....... ... i e 62, 401
RIS MACTO ottt e e e e e e e e e e e e 133
scale-free NetWOTKS ... ... o 245
SCEILATION .ttt et ettt et ettt e ettt e e e e e e e e e e e e e 354
S€A WALEL SCETMATIOS ...ttt ittt ettt e et et e et e e e e 354
ST CI . e 453
search-based PCG ... .. . 277
self-adaptive search . ... .. . 397
T 81570 = 370
SETIOUS GATIIES vttt ettt et e ettt e et et e e e e e e e 332, 362, 370
simplified boardgames ... ... ... .. 78
simulated car TACINE ... ... 269
SIMULALION . . o 197
skeleton tracking .. ....... ..o 405
SKIll QCqUISIEION ...t 117
SKill MatChing . ... e 261
SKILL TabINg . oot 377

social dIlemMIMa . . ..ot 41



CIG’18 Keyword Index

social INbEraction ... .. ... ..o 125
SPATSE TEWATAS .t ettt ettt ettt et e e e e e e 293
SPEC LA O S .\t ettt e e e 54
StarCraft . ... 453, 498
StarCraft: Brood War ... ... 417
state evaluation .. ...... ... i 301
Strategy GamIes .. ... o 86, 253
supervised machine learning .............. o 445
surrogate model ... .. e 277
team Of AgENLS .. .. . 466
The Open Racing Car Simulator (TORCS) ..... ..o 269
Bree SEATCh ... 165
L0501 PP 141
upper confidence bounds for trees (UCT) .......ouiiiiiii e 165
USEr DERaVIOT ... 385
value NetWOTK ... o 70
VIAEO ZAINES . ..ottt 125, 269
video game Streaming .. ...ttt 54
virtual aents ... ... 332
virtual character . ... ... . 381
virtual human .. ... 125
VISUAL ZOT oot 498
Vi D00 .. 389
wall bullding ... ... 453
WIn Prediction . ... ... 62

WOTKING MEINIOTY .« . ettt ettt ettt e e et e et e e et e e et 474



		2018-10-10T17:51:47-0400
	Preflight Ticket Signature




