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This book constitutes the refereed proceedings of the 4th International Conference on Entertainment Computing,
ICEC 2005, held in Sanda, Japan in September 2005. The 47 revised papers, 3 poster papers, and 5 demonstration
papers presented together with one keynote paper were carefully reviewed and selected from 110 submissions. The
papers are organized in topical sections on interactive digital storytelling, graphics, advanced interaction design,
social impact and evaluation, seamful and seamless interfaces, body and face, robots, music and sound, mixed
reality and mobility, education, virtual reality and simulation, and theory.
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StorytellingGraphics A New Constrained Texture Mapping Method Protect Interactive 3D Models via Vertex
Shader Programming An Optimized Soft 3D Mobile Graphics Library Based on JIT Backend CompilerAdvanced
Interaction Design Frame Rate Control in Distributed Game Engine A Universal Interface for Video Game
Machines Using Biological Signals Development of a System to Measure Visual Functions of the Brain for
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