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Trust-ya: design of a multiplayer game for the study of small group processes . . . . . . . . . . . . .1020

Jerry Huang, Joshua Jung, Neil Budnarain, Benn McGregor and Jesse Hoey

Proximal Policy Optimization with Elo-based Opponent Selection and Combination
with Enhanced Rolling Horizon Evolution Algorithm . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 1024

Rongqin Liang, Yuanheng Zhu, Zhentao Tang, Mu Yang and Xiaolong Zhu

An Exploration of Feedback Loops in Friendship Games . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 1028

Gabriel Henriksen Gaspar and Henrik Schoenau-Fog

Assessing Simultaneous Action Selection and Complete Information in TAG with Sushi
Go! . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 1033

Carl-Magnus Embring Klang, Victor Enhörning, Alberto Alvarez and Jose Font

Towards an AI playing Touhou from pixels: a dataset for real-time semantic segmentation 1037

Dario Ostuni and Ettore Tancredi Galante



IEEE COG 2021 Table of Contents

Heuristic Sampling for Fast Plausible Playouts . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 1042

Cameron Browne and Fabio Barbero

Near-contact Person-to-3D Character Dance Training: Comparing AR and VR for
Interactive Entertainment . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 1046

Salva Kirakosian, Grigoris Daskalogrigorakis, Emmanuel Maravelakis and Katerina
Mania

Adaptive General Search Framework for Games and Beyond. . . . . . . . . . . . . . . . . . . . . . . . . . . . . .1051

Chiara F. Sironi and Mark H. M. Winands

Khaldun: GOAP for both Procedural Level generation and NPC Behaviors . . . . . . . . . . . . . . . 1059
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