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Jaśkowski

Artefacts: Minecraft meets Collaborative Interactive Evolution . . . . . . . . . . . . . . . . . . . . . . . . . . . 349

Cristinel Patrascu and Sebastian Risi

Breeding a Diversity of Super Mario Behaviors Through Interactive Evolution . . . . . . . . . . . . 357

Patrikk Sørensen, Jeppeh Olsen and Sebastian Risi

Evolving Micro for 3D Real-Time Strategy Games . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 364

Tyler Dewitt, Sushil Louis and Siming Liu

Semi-automated Level Design via Auto-Playtesting for Handheld Casual Game Creation. . 372

Edward J. Powley, Simon Colton, Swen Gaudl, Rob Saunders and Mark J. Nelson

Evaluating Real-Time Strategy Game States Using Convolutional Neural Networks . . . . . . . 380

Marius Stanescu, Nicolas A. Barriga, Andy Hess and Michael Buro



IEEE CIG 2016 Table of Contents

Improved LinUCT and Its Evaluation on Incremental Random-Feature Tree . . . . . . . . . . . . . . 387

Yusaku Mandai and Tomoyuki Kaneko

Detection and Labeling of Bad Moves for Coaching Go . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 395

Kokolo Ikeda, Simon Viennot and Naoyuki Sato

Investigating Vanilla MCTS Scaling on the GVG-AI Game Corpus . . . . . . . . . . . . . . . . . . . . . . . 403

Mark J. Nelson

Modeling Player Decisions in a Supply Chain Game . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 410

Yifan Sun, Chisheng Liang, Steven Sutherland, Casper Harteveld and David Kaeli

Sonancia: a Multi-Faceted Generator for Horror . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 418

Phil Lopes, Antonios Liapis and Georgios N. Yannakakis

Ms. Pac-Man Versus Ghost Team CIG 2016 Competition. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 420

Piers Williams, Diego Perez and Simon Lucas

Beyond Computational Intelligence to Computational Creativity in Games . . . . . . . . . . . . . . . 428

Dan Ventura

Enhancements for Real-Time Monte-Carlo Tree Search in General Video Game Playing. . . 436

Dennis J. N. J. Soemers, Chiara F. Sironi, Torsten Schuster and Mark H. M. Winands

Position-based Reinforcement Learning Biased MCTS for General Video Game Playing . . . 444

Chun-Yin Chu, Suguru Ito, Tomohiro Harada and Ruck Thawonmas

Intrinsically Motivated Reinforcement Learning: A Promising Framework for Procedural
Content Generation . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 452

Noor Shaker

MCTS/EA Hybrid GVGAI Players and Game Difficulty Estimation . . . . . . . . . . . . . . . . . . . . . . 460

Hendrik Horn, Vanessa Volz, Diego Perez and Mike Preuss

General General Game AI . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 468

Julian Togelius and Georgios N. Yannakakis

A Holistic Approach for Semantic-Based Game Generation . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 476

Owen Sacco, Antonios Liapis and Georgios Yannakakis

Deep Q-Learning using Redundant Outputs in Visual Doom. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 484

Hyunsoo Park and Kyung-Joong Kim

Computational Intelligence and Cognitive Performance Assessment Games. . . . . . . . . . . . . . . . 486

Christoffer Holmg̊ard, Julian Togelius and Lars Henriksen

Changing Video Game Graphic Styles Using Neural Algorithms . . . . . . . . . . . . . . . . . . . . . . . . . . 494

Byungho Yoo and Kyung-Joong Kim

Evolving Missions for Dwarf Quest Dungeons. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 496

Daniel Karavolos, Antonios Liapis and Georgios N. Yannakakis

Stylized facts for Mobile Game Analytics . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 498

Anders Drachen, Nicholas Ross, Julian Runge and Rafet Sifa




