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This special issue of the International Journal of Arts and Technology comprises a 
selection of papers from ACE 2012, the 9th International Conference on Advances in 
Computer Entertainment (Nijholt et al., 2012). ACE is the leading scientific forum for the 
dissemination of cutting-edge research results in the area of entertainment computing. 
The main goal of ACE is to stimulate discussion in the development of new and 
compelling entertainment computing and interactive art concepts and applications. 
Interactive entertainment is one of the most vibrant areas of interest in modern society 
and is amongst the fastest growing industries in the world. The 2012 edition of this 
conference was organised in Kathmandu, Nepal, and its theme was ‘Entertaining the 
Whole World’. 

Technology has been increasingly providing us with tools to create interactive 
systems that can be exploited for entertaining and artistic purposes. Art and entertainment 
are important vehicles for people’s education and amusement, possibly enabling changes 
in thoughts, feelings and behaviours. This way, the design and creation of interactive art 
and entertainment involve many concerns, including: How to influence user experiences 
and engage people in specific activities or remote events? How to enhance accessibility 
to art performances? How to facilitate the design and creation of art and entertainment 
tools? The papers compiled in this special issue contribute towards giving further insight 
into these issues. 

Authors of some of the best papers from ACE 2012 were invited to update and 
improve their papers to be included in this special issue. Six representative papers, which 
fit with the mission of the International Journal of Arts and Technology, have been 
selected. 

Two studies with the aim of evaluating playability in social games and identifying 
domain specific playability problems are presented in the paper by Paavilainen, Alha and 
Korhonen. These studies also contribute to validate the adequacy of a set of social game 
heuristics previously proposed for the evaluation of social games. Moreover, the paper 
discusses the design characteristics that cause the identified playability problems and 
suggests possible solutions on how to overcome these problems. 

The second paper, by Hachisu and Kajimoto, presents a novel feedback technique for 
tooth brushing consisting of modulating tooth brush sounds to increase people’s 
motivation, comfort and sense of accomplishment, which may ultimately help to prevent 
various tooth diseases. In the described experiments, brushing sounds are recorded by a 
microphone built into the toothbrush, manipulated and presented to the users in real-time. 
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The results show that it is possible to motivate users by interactively manipulating the 
frequency of brushing sounds. 

A new paradigm, which explores affective computing and persuasive technologies to 
remotely recreate the venue atmosphere during broadcasted sports events, is presented in 
the paper by Centieiro, Romão and Dias. The authors propose some multiplayer mobile 
games aiming at engaging remote fans in live sports by stimulating them to participate in 
the actions happening at the venue. New technologies are explored to enhance remote 
spectators’ experience and to make them feel involved in the venue atmosphere. User 
studies were conducted and the corresponding results are reported in the paper. 

Konya and Siio describe a caption presentation system that enables both hearing 
impaired and unimpaired people to enjoy theatrical performances. To enhance the hearing 
impaired user experience when attending theatrical performances, the system supports 
dialogues, sound effects and audience response. It uses directional dialogue balloons to 
help the hearing impaired to locate the speakers and indicators of laugh and applause 
sounds from the audience, at the bottom of the caption display area, to help the hearing 
impaired perceive the audience reactions. The application was tested during theatrical 
performances and the audience feedback is presented in the paper. 

Choi and Cheok propose two multisensory fashion accessories intended for managing 
the impression one makes in face-to-face encounters, sound perfume and light perfume. 
The former uses auditory and olfactory stimulation to help people to express their identity 
and personality. The latter uses visual and olfactory stimulations to strengthen the users’ 
bond with their partners. The paper also describes the preliminary study conducted to test 
both systems. 

In the last paper, Takegawa, Fukushi, Machover, Terada and Tsukamoto propose a 
prototyping support system for the creation of painted musical instruments. It enables 
users to define input interfaces to control the sound output through the use of conductive 
ink. The paper describes the system’s design and implementation, as well as the 
evaluation procedures conducted during exhibitions and workshops. 
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