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EDUCATION

2016 Ph.D. Computer Science. University of California, Santa Cruz.
Dissertation: Crafting Stories Through Play
Adviser: Noah Wardrip-Fruin

2012 M.S. Computer Science. University of California, Santa Cruz.
Thesis: Comme il Faut: A System for Authoring Playable Social Models
Adviser: Noah Wardrip-Fruin

2008 Graduate Certificate Degree in Theatre Arts. University of California, Santa Cruz.

2007 B.A. Computer Science. University of California, Santa Cruz.

2007 B.A. Theatre Arts. University of California, Santa Cruz.

TEACHING EXPERIENCE

2016 Teaching Assistant, University of California, Santa Cruz.
Design Research (Spring 2016)
Class structured around identifying a real-world problem and designing and iter-
ating on a prototype solution via observation, interviews, mood boards, and user
tests. Graded assignments, provided feedback, and ran several lectures.

2016 Teaching Assistant, University of California, Santa Cruz.
Introduction to Computer Science (Winter 2016)
Taught underclassmen from engineering and non-engineering majors the founda-
tions and joy of programming and procedural literacy. Ran three lab sections a
week. Held weekly lecture on supplemental course material.

2015 Teaching Assistant, University of California, Santa Cruz.
Research and Teaching in Computer Science and Engineering (Fall 2015)
Taught incoming graduate students from diverse backgrounds the principles of aca-
demic life. Gave talks on how to apply for grants and how to be a capable Teaching
Assistant. Reviewed and responded to over 100 fellowship applications.

2014-2015 Improv Workshop Instructor, University of California, Berkeley.
Improv Du Jour Festival (Spring 2014, Fall 2014, Fall 2015)
Directed a workshop of college-level improvisers in a performance based on an
experimental form of improvisational theatre. Performances of this form have con-
sistently been a festival highlight.
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http://www.ben-samuel.com/wp-content/uploads/2017/05/CraftingStoriesThroughPlay.pdf


2010-2011 Teaching Assistant, University of California, Santa Cruz.
Interactive Storytelling (Winter 2010, Winter 2011)
Worked closely with students to help them master the material. Created 4 guest-
lectures based on student need and input. Provided copious and clear feedback on
assignments. Held weekly well attended office hours.

2007-2008 Teaching Assistant, University of California, Santa Cruz.
Introduction to Acting (Fall 2007, Winter 2008)
Led 100+ student theatre exercises, designed and ran weekly 40+ student sections.
Women in Theatre (Spring 2008)
Reviewed and consulted on student projects and final assignments.

2006-2007 Modified Supplemental Instruction Tutor, University of California, Santa Cruz.
Linear Algebra/Differential Equations (Fall 2006)
Introduction to Computer Science (Winter 2007)
Ran biweekly sections targeted at struggling, but passionate, students. Designed
curriculum to help students help each other learn the material.

JOURNAL PUBLICATIONS AND BOOK CHAPTERS

1. Ben Samuel, Dylan Lederle-Ensign, Mike Treanor, Noah Wardrip-Fruin, Josh McCoy, Aaron Reed and Michael
Mateas. “Playing the Worlds of Prom Week.” In Narrative Theory, Literature, and New Media: Narrative Minds
and Virtual Worlds, edited by Mari Hatavara, Matti Hyvärinen, Maria Mäkelä, Frans Mäyrä, New York: Rout-
ledge. 2016. [Book Chapter].

2. Josh McCoy, Mike Treanor, Ben Samuel, Aaron Reed, Michael Mateas and Noah Wardrip-Fruin. “Social Story
Worlds with Comme il Faut.” IEEE Transactions On Computational Intelligence and AI in Games, vol. 6, no. 2,
2014.

PEER REVIEWED CONFERENCE PUBLICATIONS

1. Ben Samuel, James Ryan, Adam Summerville, Michael Mateas and Noah Wardrip-Fruin. “Bad News: An
Experiment in Computationally Assisted Performance.” 9th International Conference on Interactive Digital
Storytelling (2016).

2. Ben Samuel, Michael Mateas and Noah Wardrip-Fruin. “The Design of Writing Buddy: A Mixed-Initiative
Approach Towards Computational Story Collaboration”9th International Conference on Interactive Digital Sto-
rytelling (2016).

3. Alexander Zook, Michael Cook, Eric Butler, Kristin Siu, Matthew Guzdial, Mark Riedl, James Ryan, Ben
Samuel, Adam Summerville, Michael Mateas, and Noah Wardrip-Fruin. “Playable Experiences at AIIDE 2016.”
12th AAAI Conference on Artificial Intelligence and Interactive Digital Entertainment (AIIDE 2016).

4. James O. Ryan, Adam Summerville, and Ben Samuel. “Bad News: A Game of Death and Communication.”
33rd Annual ACM Conference on Human Factors in Computing Systems (CHI 2016), San Jose, California, May
7-12, 2016.

5. Joseph C. Osborn, Ben Samuel, Michael Mateas and Noah Wardrip-Fruin. “Playspecs: Regular Expressions for
Game Play Traces.” In Proceedings of the Eleventh AAAI Conference on Artificial Intelligence and Interactive
Digital Entertainment (AIIDE 2015), Santa Cruz, California, November 14-18, 2015.

6. Ben Samuel, Aaron A. Reed, Paul Maddaloni, Michael Mateas, and Noah Wardrip-Fruin. “The Ensemble En-
gine: Next-Generation Social Physics.” In Proceedings of the Tenth International Conference on the Foundations
of Digital Games (FDG 2015), Monterey, California, June 22-25, 2015.
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http://www.ben-samuel.com/wp-content/uploads/2015/09/FDG2015-The-Ensemble-Engine-Next-Generation-Social-Physics.pdf


7. Joseph C. Osborn, Ben Samuel, Josh McCoy and Michael Mateas. “Evaluating Play Trace (Dis)similarity Met-
rics.” In Proceedings of the Tenth AAAI Conference on Artificial Intelligence and Interactive Digital Entertain-
ment (AIIDE 2014), Raleigh, North Carolina, October 3-7, 2014.

8. Ben Samuel, Josh McCoy, Mike Treanor, Aaron Reed, Michael Mateas and Noah Wardrip-Fruin. “Introducing
Story Sampling: Preliminary Results of a New Interactive Narrative Evaluation Technique.” In Proceedings of
the Ninth International Conference on the Foundations of Digital Games (FDG 2014), Ft. Lauderdale, Florida,
April 3-7, 2014.

9. Daniel Shapiro, Josh McCoy, April Grow, Ben Samuel, Andrew Stern, Reid Swanson, Mike Treanor, and Michael
Mateas. “Creating Playable Social Experiences through Whole-Body Interaction with Virtual Characters.” in
Proceedings of the Ninth AAAI Conference on Artificial Intelligence and Interactive Digital Entertainment (AI-
IDE 2013), Boston, Massachusetts, October 14-18, 2013.

10. Josh McCoy, Mike Treanor, Ben Samuel, Aaron Reed, Michael Mateas and Noah Wardrip-Fruin. “Prom Week:
Designing past the game/story dilemma.” In Proceedings of the 8th International Conference on the Foundations
of Digital Games (FDG 2013), Chania, Crete, Greece, May 14-17, 2013, pp. 94-101.

11. Josh McCoy, Mike Treanor, Ben Samuel, Aaron Reed, Michael Mateas and Noah Wardrip-Fruin. “Comme il
Faut: A System for Authoring Playable Social Models.” In Proceedings of the Seventh AAAI Conference on
Artificial Intelligence and Interactive Digital Entertainment (AIIDE 2011), Palo Alto, California, October 12-14,
2011.

12. Aaron Reed, Ben Samuel, Anne Sullivan, Ricky Grant, April Grow, Justin Lazaro, Jennifer Mahal, Sri Kur-
niawan, Marilyn Walker and Noah Wardrip-Fruin. “A Step Towards the Future of Role-Playing Games: The
SpyFeet Mobile RPG Project.” In Proceedings of the Seventh AAAI Conference on Artificial Intelligence and
Interactive Digital Entertainment (AIIDE 2011), Palo Alto, California, October 12-14, 2011.

13. Josh McCoy, Mike Treanor, Ben Samuel, Aaron Reed, Michael Mateas and Noah Wardrip-Fruin. “Prom Week:
Social Physics as Gameplay.” In Proceedings of the Sixth International Conference on the Foundations of Digital
Games (FDG 2011), Bordeaux, France, June 29-July 1, 2011, pp. 319-321.

14. Aaron A. Reed, Ben Samuel, Anne Sullivan, Ricky Grant, April Grow, Justin Lazaro, Jennifer Mahal, Sri Kur-
niawan, Marilyn Walker and Noah Wardrip-Fruin. “SpyFeet: An Exercise RPG.” In Proceedings of the Sixth
International Conference on the Foundations of Digital Games (FDG 2011), Bordeaux, France, June 29 -July 1,
2011.

15. Josh McCoy, Mike Treanor, Ben Samuel, Aaron Reed, Michael Mateas and Noah Wardrip-Fruin. “Authoring
Game-based Interactive Narrative using Social Games and Comme il Faut.” In Proceedings of the 4th Inter-
national Conference & Festival of the Electronic Literature Organization: Archive & Innovate (ELO 2010),
Providence, Rhode Island, USA, June 3-6, 2010.

WORKSHOP AND SYMPOSIUM PUBLICATIONS

1. Ben Samuel, Jacob Garbe, Adam Summerville, Jill Denner, Sarah Harmon, Gina Lepore, Michael Mateas and
Noah Wardrip-Fruin. “Leveraging Procedural Narrative and Gameplay to Address Controversial Topics.” Work-
shop on Computational Creativity and Social Justice, co-located with the 2017 International Conference on
Computational Creativity, Atlanta, Georgia, USA June 20, 2017. [forthcoming]

2. Ben Samuel, James Ryan, Adam Summerville, Michael Mateas, and Noah Wardrip-Fruin. “Computatrum Per-
sonae: Toward a Role-Based Taxonomy of (Computationally Assisted) Performance.” 3rd Workshop on Ex-
perimental AI in Games (EXAG 2016), co-located with the 2016 Artificial Intelligence in Interactive Digital
Entertainment Conference, San Francisco, California, 2016.

3. James Owen Ryan, Ben Samuel, Adam Summerville and Jonathan Lessard. “Bad News: A Computationally
Assisted Live-Action Prototype to Guide Content Creation.” Second Workshop on Experimental AI in Games
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http://www.ben-samuel.com/wp-content/uploads/2015/09/glz-eval-Evaluating-Play-Trace-Dissimilarity-Metrics.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/glz-eval-Evaluating-Play-Trace-Dissimilarity-Metrics.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/StorySamplingFDG2014-FinalSubmission.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/StorySamplingFDG2014-FinalSubmission.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/AIIDE2013-CreatingPlayableSocialExperiencesThroughWhole-Body.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/Prom-Week-FDG-2013.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/Prom-Week-FDG-2013.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/CiF-AIIDE2011.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/CiF-AIIDE2011.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/SpyFeetAIIDE2011.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/SpyFeetAIIDE2011.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/FDG-2011-Prom-Week-Social-Physics-as-Gameplay.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/FDG-2011-Prom-Week-Social-Physics-as-Gameplay.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/spyfeet-fdg2011-short-v5.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/TheProm-ELOAI.pdf
http://www.ben-samuel.com/wp-content/uploads/2015/09/TheProm-ELOAI.pdf
http://www.ben-samuel.com/wp-content/uploads/2016/09/exag-2016-computatrum.pdf
http://www.ben-samuel.com/wp-content/uploads/2016/09/exag-2016-computatrum.pdf
http://www.ben-samuel.com/wp-content/uploads/2016/09/ryanBadNewsDemoEXAG2.pdf
http://www.ben-samuel.com/wp-content/uploads/2016/09/ryanBadNewsDemoEXAG2.pdf


(EXAG 2015), co-located with the 2015 AAAI Conference on Artificial Intelligence and Interactive Digital En-
tertainment, Santa Cruz, California, November 14, 2015. [demo].

4. Christopher Antoun, Matthew Antoun, James Owen Ryan, Ben Samuel, Reid Swanson and Marilyn A Walker.
“Generating Natural Language Retellings from Prom Week Play Traces.” In Proceedings of the Sixth Workshop
on Procedural Content Generation in Games (PCGames 2015), co-located with the 2015 Foundations of Digital
Games Conference, Monterey, California, June 23, 2015.

5. Ben Samuel. “What Comes Next? An Experiment in Interactive Narrative.” Doctoral Consortium at the Seventh
AAAI Conference on Artificial Intelligence and Interactive Digital Entertaiment (AIIDE 2013), Boston, Mas-
sachusetts, October 14-18, 2013.

6. Josh McCoy, Mike Treanor, Ben Samuel, Brandon Tearse, Michael Mateas, Noah Wardrip-Fruin. “Comme il
Faut 2: A Fully Realized Model for Socially-Oriented Gameplay.” In Proceedings of the Intelligent Narrative
Technologies III Workshop (INT3 2010), co-located with the 2010 Foundations of Digital Games Conference,
Monterey, California, June 18, 2010.

DEMONSTRATIONS, GUEST LECTURES, AND PANEL APPEARANCES

1. James Owen Ryan, Ben Samuel. “Bad News” Université de Montréal, Montreal, Quebec, Canada, March 22,
2017. [demo]

2. James Owen Ryan, Ben Samuel. “Bad News” Concordia University, Montreal, Quebec, Canada, March 22,
2017. [demo]

3. Ben Samuel, James Owen Ryan, Adam Summerville. “Bad News” San Francisco Museum of Modern Art, San
Francisco, California, March 2, 2017. [demo]

4. Ben Samuel. “Social Physics, Ensemble, and You!” Guest lecture in UCSC’s Computational Media Applications
course, Santa Cruz, California, February 23, 2017. [guest lecture]

5. James Owen Ryan, Ben Samuel, Adam Summerville. “Bad News” Slamdance, Park City, Utah, January 20-26,
2017. [demo]

6. James Owen Ryan, Ben Samuel, Adam Summerville. “Bad News” Slamdance DIG showcase, Los Angeles,
California, December 2-4 and December 10, 2016. [demo]

7. Ben Samuel, James Owen Ryan, Adam Summerville. “Bad News” IndieCade, University of Southern California,
October 14-16 2016. [demo]

8. Alexander Zook, Michael Cook, Eric Butler, Kristin Siu, Matthew Guzdial, Mark Riedl, James Ryan, Ben
Samuel, Adam Summerville, Michael Mateas, and Noah Wardrip-Fruin. “Playable Experiences at AIIDE 2016.”
12th AAAI Conference on Artificial Intelligence and Interactive Digital Entertainment (AIIDE 2016), San Fran-
cisco, California, October 11, 2016. [demo]

9. Ben Samuel, James Owen Ryan. “Bad News” Come Out and Play Festival, San Francisco, California, September
30, 2016. [demo]

10. James Owen Ryan, Ben Samuel. “Bad News” Roguelike Celebration, San Francisco, California, September 17,
2016. [demo]

11. Ben Samuel. “Social Physics, Ensemble, and You!” Guest lecture in UCSC’s Interactive Storytelling course,
Santa Cruz, California, May 17, 2016. [guest lecture]

12. Josh McCoy, Mike Treanor, Anne Sullivan, Aaron A. Reed and Ben Samuel. “Ensemble Tool” Second Workshop
on Experimental AI in Games (EXAG 2015), co-located with the 2015 AAAI Conference on Artificial Intelligence
and Interactive Digital Entertainment, Santa Cruz, California, November 15, 2015. [demo].
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13. James Owen Ryan, Ben Samuel, Adam Summerville and Jonathan Lessard. “Bad News: A Computationally
Assisted Live-Action Prototype to Guide Content Creation.” Second Workshop on Experimental AI in Games
(EXAG 2015), co-located with the 2015 AAAI Conference on Artificial Intelligence and Interactive Digital En-
tertainment, Santa Cruz, California, November 14, 2015. [demo].

14. Ben Samuel. “Social Physics, Ensemble, and You!” Guest lecture in UCSC’s Interactive Storytelling course,
Santa Cruz, California, May 22nd, 2015. [guest lecture]

15. Ben Samuel. “Social Physics, Ensemble, and You!” Guest lecture in UCSC’s Foundations of Interactive Game
Design course, Santa Cruz, California, April 27th, 2015. [guest lecture]

16. Josh McCoy, Mike Treanor, Ben Samuel, Aaron A. Reed, Michael Mateas and Noah Wardrip-Fruin. “Prom
Week.” Playable Experiences session at the Seventh AAAI Conference on Artificial Intelligence and Interactive
Digital Entertainment (AIIDE 2013), Boston, Massachusetts, October 14-18, 2013. [demo].

17. Josh McCoy, Mike Treanor, Ben Samuel, Aaron A. Reed, Michael Mateas and Noah Wardrip-Fruin. “Prom
Week.” Playable Experiences session at the Seventh AAAI Conference on Artificial Intelligence and Interactive
Digital Entertainment (AIIDE 2013), Boston, Massachusetts, October 14-18, 2013. [demo].

18. Ben Samuel. “Affect, Theatre, and Expressive Intelligence ” Affect Across the Disciplines Panel, University of
California, Santa Cruz, October 23, 2012 [panel].

19. Ben Samuel. “Inspirations” IndieCade Inspirations Panel, Culver City, California, October 5, 2012 [panel].

20. Josh McCoy, Mike Treanor, Ben Samuel, Brandom Tearse, Michael Mateas and Noah Wardrip Fruin. “The
Prom: An Example of Socially-Oriented Gameplay.” Fourth AAAI Conference on Artificial Intelligence and
Interactive Digital Entertainment (AIIDE 2010), Palo Alto, California, October 11-13, 2010 [demo].

HONORS AND GRANTS

• 2016. Bad News wins IndieCade Audience Choice award (10 total winners out of roughly 1,000 submissions).
• 2016. Séance is a finalist at the IndieCade festival of independent games (33 finalists out of roughly 1,000

submissions).
• 2016. Bad News wins 33rd Annual ACM Conference on Human Factors in Computing Systems Student Game

Competition in the category of Innovative Game Design.
• 2013. My performance in Battleground is recognized with a Streamy nomination for Best Male Performance in

a Drama.
• 2012. Prom Week wins AiGameDev.com’s Editor’s Pick of Best AI in an Independent Game.
• 2012. Prom Week is a finalist at the IndieCade festival of independent games (33 finalists out of roughly 400

submissions).
• 2012. Prom Week is the winner of the Intelligent Virtual Agents’ Gathering of Lifelike Agents demo and video

festival.
• 2012. Prom Week is featured in the IndieCade E3 Showcase.
• 2012. Prom Week is a Main Competition finalist in Technical Excellence at the Independent Games Festival.
• 2010. Earned the National Science Foundation Graduate Research Fellowship Program (NSF GRFP) Grant.
• 2007. Graduated with Highest Honors in Computer Science.

RESEARCH PROJECTS

Ownership Game (working title)

This work-in-progress is a combination game and tool which seeks to assist users in creating and sharing their
own works of narrative. In it, players place characters in a sequence of comic strip like panels to create a story. By
leveraging the social physics of the Ensemble Engine (see below), actions taken between characters in earlier panels
will have rippling consequences throughout the story. Since players have access to any panel at any time, changing
earlier panels can render later panels incoherent. Rather than forbidding this behavior, the game encourages such
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experimentation, splitting the world into a parallel timeline, revealing ’what might have been.’ which the user can
then choose to work on simultaneously. In addition to creating stories, the game has hooks into the Ensemble
Engine itself, allowing players to dynamically change the social rules of the system in real time, if they so choose.
Drama Management capabilities detect the kind of story the user is creating, and offers suggestions based on what
it determines to be most narratively satisfying. The goal for this tool is to give players the ability to create stories
of which they are proud; its playful nature is meant to combat the ’blank canvas’ problem that can make starting
creative pursuits in the first place so difficult; a writing buddy who lives in your computer.

The Ensemble Engine

The Ensemble Engine, like its predecessor Comme il Faut (CiF, see below) before it, is a social AI system. It
allows users to specify rules and actions that govern social behavior in storyworlds. Also like CiF, it has support
for ’social physics,’ enabling actions of characters to indirectly give rise to new social state. Its design was directly
inspired by CiF, and the lessons learned while creating that first system. As such, the Ensemble Engine enables
the authoring of more fine-tuned rules and character actions, and is completely domain agnostic. Moreover, the
Ensemble Engine comes bundled with an authoring tool to enable players to author the social rules that make up
the world. I was on the Ensemble Engine from the beginning, using my expert knowledge of CiF–gained from
both developing it and using it–to help drive the design of this next generation of social AI.

Bad News

Mixing social simulation and improvisational theatre in a piece of computationally assisted performance, a game of
Bad News begins by simulating over a hundred years of history of a fictional small town. During this simulation,
the townsfolk grow up, get jobs, get married, have kids, and more based on models of personality and actual
historical census data. All the while, they are propagating information about their beliefs of the world; as they
interact with each other, they share their mental models of their fellow townsfolk, such as what they look like or
where they work. Bad News is a Wizard of Oz experience in which a player is thrown into one of these simulated
towns and tasked with finding a specific person–with only a physical description of one of their family members
as a clue–by asking questions of the townspeople. The role of every townsperson is portrayed by an actor, who
must quickly assimilate the histories, personalities, knowledge and other salient details the simulation has created
for any townsfolk approached by the player. After having a verbal conversation, the player follows any clues
gleaned from the exchange to find another member of the town to speak with. Bad News has been invited to
perform at several conferences, festivals, and showcases, and has won multiple awards, including the IndieCade
2016 Audience Choice award. In addition to being a designer of the game, I have had the good fortune of being
the actor in every performance.

Prom Week

Prom Week is a work of interactive narrative and is the first example of a “social physics puzzle game” – an entirely
new game genre enabled by playable models of social interaction (see Comme il Faut, below). In it, players take
control of the social lives of a group of high school students during the week before their senior prom. The
students have their own volitions for what they want to do with each other based on their current social context,
but by manipulating that context, players can make conditions favorable for the students to achieve their social
goals (or, alternatively, utterly ruin them). By leveraging the power of social physics, Prom Week has a state space
large enough so that no two players have ever made exactly the same choices, after tens of thousands of plays.
Since every player choice is a dramatically charged decision which will affect the social lives of the characters,
to explore the system is to create a personal piece of dramatic narrative. Prom Week has been recognized in
several venues including being a finalist in the Technical Excellence category of the 2012 Independant Games
Festival, and a finalist for the IndieCade 2012 games festival. I was lead engineer on the project; designing and
programming the game from its conception with a small team.

Comme il Faut

Comme il Faut (CiF) is an artificial intelligence system that implements a playable, authorable model of social
interactions between characters in a storyworld. Inspired by dramaturgical analysis, CiF utilizes encoded patterns
of social interactions, or social exchanges, in conjunction with an understanding of social and cultural norms
to allow characters to both enact performances consistent with the storyworld, and determine what subsequent
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social moves are appropriate given the history and relationships of individual characters and the cast as a whole.
Incorporation of CiF into video games and interactive narratives is meant to provide playable social interaction, the
first major use case of CiF in this fashion is the game Prom Week. It also provided the foundation for the Ensemble
Engine. The original version of CiF was spearheaded by Josh McCoy, but the system underwent iterative evolution
as it was developed in tandem with Prom Week. I contributed to the design and implementation of CiF throughout
its development.

IMMERSE

IMMERSE is a project funded under the DARPA Strategic Social Interaction Modules program. The goal of
the project is to produce a game-based training environment that teaches players “good stranger” techniques, via
practicing the skills necessary to have successful social interactions in unfamiliar languages and contexts. As
the game simulates being placed in a culture with which the player has little experience, the primary means of
interacting with the system is through full body movements such as waving and bowing. Speech recognition
detects the tenor and cadence of the player’s voice, to determine how calm or agitated they are, if not their actual
words. The end result is a system which teaches players how to quickly recognize and navigate the social norms
in high-consequence, unfamiliar environments, giving them tools to deescalate high-pressure situations. To drive
its autonomous characters and accommodate for dynamic behavior from the user, IMMERSE utilizes both the
reactive planner ABL, pioneered in Façade, and takes inspiration from the metaphors of the social simulation
system Comme il Faut, the foundation of Prom Week.

SpyFeet

SpyFeet is a mobile Android game which utilizes augmented reality, dynamic quest generation, natural language
generation (NLG) and the compelling stories of traditional role playing games to encourage middle school girls to
exercise. The player quickly discovers that she has the power to see and converse with animal spirits by using her
phone. The spirits give the player quests which must be accomplished in the physical world, using the phone’s GPS
and accelerometer. As quests are completed, the player earns the trust of the spirits and learns of the circumstances
pertaining to a rash of mysterious environmental disasters. Each animal spirit had a distinct personality, realized
through the NLG system Personage. When combined with our dynamic quest structure, which represented story
events abstractly and allowed them to be re-ordered in response to player choices, multiple paths through the story
could be followed with character-believable dialog and a minimal amount of increased authoring work. I worked
with both the story team, which designed the story management system and the non-linear story to go with it, as
well as the implementation team, getting the game to run on mobile devices.

CONFERENCE AND WORKSHOP ORGANIZATION

1. Program Committee NPC Workshop, August 14-17, Cape Cod, Massachusetts. Co-located with FDG 2017.

2. Program Committee Foundations of Digital Games (FDG2017) AI Track, August 14-17, Cape Cod, Massachusetts.

3. Program Committee Social Believability in Games Workshop (SBG2016), August 1, Dundee, Scottland. Co-
located with Digra/FDG 2016.

4. Program Committee Social Believability in Games Workshop (SBG2014), April 4, Ft. Lauderdale, Florida. Co-
located with FDG 2014.

5. Program Committee Social Believability in Games Workshop (SBG2013) November 12, Enschede. Netherlands.
Co-located with ACE2013.

JOURNAL REVIEWS

I have performed reviews of one or more articles for:
Transactions on Computational Intelligence and AI in Games (TCIAIG), an IEEE journal.

PROFESSIONAL ORGANIZATIONS
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Association for the Advancement of Artificial Intelligence (AAAI)

PRESS

• Wardrip-Fruin, Noah and Mateas, Michael. “The future is in interactive storytelling” The Conversation. May
4th, 2017. [link]

• Wright, Steven T. “How the Mixed Reality Game ’Bad News’ Brings Towns Like ’Twin Peaks’ to Life” Glixel.
April 27th, 2017. [link]

• Evangelista, Benny. “SFMOMA spotlights video games as art” San Francisco Chronicle. March 1st, 2017. [link]
• “The Mountain Morning Show” Park City Television. January 20th, 2017. [link]
• Anderson, Tre’vell. “Slamdance announces lineup for second Digital, Interactive and Gaming showcase” Los

Angeles Times. November 17th, 2016. [link]
• Stephens, Tim. “UC Santa Cruz student games win awards at IndieCade” University of California Santa Cruz

News Center. October 17th, 2016. [link]
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